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Introd

PATHOLGIES

uction

“There is a place where you can find just about anything that’s been
written down, as long as you 're willing to spend just about anything ...
and we 're not talking strictly about gold. People have been known to lose
themselves in that library. Knowledge, they say, is power, and that library
could be the most powerful force in the city. Watch yourself.”

— Arlen Clevin, Official Messenger of the Council of Scholarly
Research to university student Patrice Leevenaur
(whereabouts currently unknown)

Bow thhe Library of
Dpiders Came to Ve

In the not-too-distant past, a man-shaped figure appeared out of the
mists one morning in the middle of BookTown. Onlookers noted that the
street was empty one moment, and the next he was just there, walking as
if it was the most normal thing to do for someone who had appeared out
of thin air.

The mist clung to the figure, who was shrouded in a heavy cloak and
hood, giving him an otherworldly appearance that seemed most appropriate
given the circumstances. Without even asking, the figure approached a
recently abandoned building, took a moment to look it over, and entered.
The previous owner of the building, who recently had departed the mortal
world after a short bout with heart problems, had no objections to the
takeover from beyond the grave, and there remained no other family to
otherwise intervene.

Within a week, despite some minor objections from the local
bureaucracy over taxing issues, the building was fixed up, repainted, and
declared “Open for business, invitation only.” Circumstances involving
the disappearance of some local officials still never have been officially
traced back to anyone, and the whereabouts of the local tax collector and
building inspector remain a mystery to this day.

Upon further research, residents of the area found themselves rebuffed
by the mysterious figure who called himself “Mr. Huxley, as that is as close
as you will get to pronouncing my name correctly.” He politely informed
all curious parties that he was operating a private library and would be
setting up a process for invitations “through the proper channels.”

The library quickly formed relations with other scholarly organizations
around town, although details of these transactions never have been detailed
in any formal way, and the circumstances behind these alliances are murky
at best. Very shortly after opening, Mr. Huxley’s library was deemed to have
one of the most extensive collections in town outside of the royal collection.
To say it was better than the royal collection might have been considered
scandalous, however, and therefore is never brought up.

Within the first year of opening and after receiving visits from local
scholars, students, sages, and less reputable personages some people
deemed “wizards” or “sorcerers,” popular rumor and some little-
confirmed facts revealed Mr. Huxley’s Library to be quite extensive,
and that it seems larger inside than the actual building should be able to
accommodate. While there certainly must have been an explanation for it,
a further examination of the phenomenon has never been undertaken (or
encouraged, if you listen to those “in the know”).

The spider population in the area also increased in the years just after the
library opened, and Mr. Huxley’s Library gained a more popular name among
residents of BookTown, scholars, and adventure seekers: The Library of
Spiders. When it comes to the preponderance of spiders in the area, Huxley
always gives the questioner a blank stare and replies, “What spiders?”

According to the people of the neighborhood,

Mr. Huxley is a hard person to communicate with and keeps no friends
of which anyone is aware. However, since he is quiet, keeps to himself,
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and never runs through the streets wielding a meat cleaver like Old Man
Sulley, who are they to stir things up?

Over the years, the curator’s appearance has changed, but he still insists
everyone call him Mr. Huxley. He never talks about his past, where he
came from, and he never divulges any other personal information. He
always tells customers that knowledge is all he seeks and that they should
just leave him and his past alone. Given that the library has been open for
well over a century, some say it couldn’t possibly be the same man, but
that kind of talk can get one in trouble. Visiting scholars ignore the facts
before their eyes lest they lose their invitation to what has become one of
the most interesting places of research in town.

Over the years, several researchers have disappeared or gone insane
after stating their intention to do some research at the Library of Spiders.
Mr. Huxley claims ignorance on all matters. Serious inquiries have
resulted in dead-ends — in one form or another.

€he Cruth
of the Matter

Mr. Huxley is a Denizen of Leng, whose real name is about 15 syllables
long and completely unpronounceable for most humans. While traveling
through the area, Mr. Huxley became fascinated with Castorhage and its
connections to various planes, powers, and Between. He spent several
years studying the city, walking the streets, and interrogating those who
seemed to know something about the inner workings of the town before
he hit upon the idea of bringing people to him.

The building where he took up residence had a portal to Leng in it,
which the previous owner was unaware of due to pure luck and a fluke
of construction (the building’s back wall was built right in front of the
portal). Mr. Huxley sensed the portal as soon as he entered the city, and
quickly discerned that the man had a heart issue and took advantage of the
situation. With the help of “friends” he fostered or bought over the years,
Mr. Huxley has created a library filled with extradimensional spaces to
create a rather large complex that far exceeds its actual physical borders.

Mr. Huxley uses a hat of disguise to appear as human as possible, but
neighbors note that dogs and cats do not like him, and even they feel
uncomfortable in his presence. Mr. Huxley, to his credit, rarely ventures
outside in his public identity, preferring that the neighborhood view him
as a very private eccentric. He remembers to change the face he presents
to the public every 30 years or so to keep up appearances, and claims that
since the name “Mr. Huxley” appears on the library’s sign, that is what
everyone should call him.

As to what happened to the previous men calling themselves “Mr.
Huxley,” he always says they passed on to the next phase of their lives.
He abruptly changes the subject when it comes to his past or the fagade
of his public face. Only one serious investigation into Mr. Huxley’s past
was ever started. That investigation currently is “ongoing” if you bother to
search public records, but the person responsible for it has been catatonic
for more than a decade.

No one else felt a need to pick up the investigation, and the authorities
moved on with their lives.

As an outsider, Mr. Huxley defends his nature and his home from
intrusion, and characters should be aware of the sinister reputation of the
library. Disappearances are rare, and never have been directly linked to
Mr. Huxley. That being said, scholars still seek out his library due to the
borderline supernatural nature of the collection. Treatises on almost every
subject can be found in his library, and it is not completely uncommon to
find extremely rare books, or ones that supposedly should no longer exist.
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§inding the Library

The library is not hard to locate, and anyone with knowledge of
BookTown can tell you where to find it. The library keeps no set hours,
as all research is done by appointment via an invitation through another
organization, or more rarely, from Mr. Huxley himself. The building itself
does not stand out from the surrounding structures, but a small sign sits in
the window, and the door is unlocked.

~
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Paying for Researed)

Huxley has no actual use for money, but transacts with it
anyway to keep up appearances. To access the first few rooms of
books, Huxley charges 50 gp per day of research. For the second
set of rooms — which contain much rarer books and more detailed
treatises on various areas of scholarly study, Castorhage, occult
research, and other esoteric matters — the cost is 100 gp per day
of research, or a piece of information about the town, the Royal
Family, or underground networks.

Foraccess to the third level of the library — Mr. Huxley’s private
library — the price is information. His research is unfathomable
to a human mind, and his questions do not follow the normal
course of a scholarly man. He is obsessed about the relationship
between the Royal Family and Between, and has been studying
both for more than a century. His questions may seem irrelevant
to the laymen, but his thought process has progressed and operates
beyond the normal human modes.

He asks petitioners to answer questions about their past, where
they were at a certain time, during certain events, and their relation
if any, to the Royal Family. If they’ve had contact with the Royal
Family, he wants to know every detail of their last visit. If they
will meet with them again, he asks about the minutiae of the visit.

Sample Questions

Below are a few sample questions Mr. Huxley might put to
characters who seek admission to the third level of the library.
Feel free to invent others as you see fit.

“What color dress does the countess wear for her afternoon
walks?”

“You spoke with a member of the Royal Family last week. Did
that person end a sentence in a preposition?”

“Where were you during the last high tide? Did you notice any
anthills?”

Alternatively, Mr. Huxley needs what is behind the Leng
spider’s lair. What the spider is guarding is up to the GM, and can
be of specific use to the individual campaign or just a MacGuffin
for the characters to gain access to the private library. Suggestions
include another rare text, a magical crystal, or some other of
magical item. Defeating the spider grants the players unlimited

access to the entire library for a month.

Doing Your Research

The local sages and scholars deem a successful search at his library a badge
of honor, and note that some people sometimes involve themselves in risky
business regarding their research. Thus, a few disappearances here and there
should not be treated as anything more than the person attracting the wrong
kind of attention. All Mr. Huxley says about the occasional disappearance is
“They received answers to questions they were not ready to ask.”

When using this library in a game, bear in mind that the library is
extensive, containing books on just about every subject. The library has
whatever books you as the GM want it to contain. Finding the books can
be broken down into as simple or as complex a system as you would like
it to be, bearing in mind that the harder the book is to find (i.e. the higher
the DC), the deeper into the library the characters will need to look.

All the rooms with books exist in an extradimensional space, so no
map is provided for them. The rooms are as big as you want them to be,
but in general, the rooms get bigger and more grandiose as you go. The
hallways in between the rooms can be laid out however you like, although
the Hallway to Nowhere should be in the vicinity of Mr. Huxley’s Private
library on the third floor. You can add turns, empty rooms, dead-ends, etc.,
as you prefer for your campaign.

1-1. Entrance

Beyond the entry door is a comfortable looking room with a long table,
several plush chairs, and a desk behind which Mr. Huxley is seated, quietly
perusing a large tome and taking notes. If the characters do not have an
invitation, Mr. Huxley immediately points this out and asks that they leave.
The characters must get his attention through a persuasion check (DC 13) to
avoid being thrown out. If they succeed, Mr. Huxley becomes intrigued and
tells them to come back the next day. If the check fails, Mr. Huxley again
orders them out as he leaves the room, locking the door behind him.

1-2. Common Area

This room is very comfortable looking with some cushioned
chairs, two writing tables, and a larger table with room for six
people.

Any guest of the library may bring books here to read or to transcribe
passages since Mr. Huxley does not lend out any of his volumes. Writing
utensils and ink are available in the drawers underneath the writing table.
Mr. Huxley charges a small fee for their use. He does this only to keep up
appearances, as he really does not care about money or people using all
his ink.

1-3. Lavatory

This is a simple lavatory, and nothing else of interest is in here.

1-4. Courtyard

A small, enclosed courtyard is located in the middle of the library.
Dominating the courtyard is a 10-foot-tall fountain with a wide base and
two tiered layers. A face with no expression is carved around the base of
the fountain, but the eyes seem to follow whoever is in the courtyard. Two
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benches are on opposite sides of the fountain.

If anyone speaks to the face, it speaks back. The fountain is actually a
sentient magical object. It has no name and responds to whatever anyone
chooses to call it, unless they are rude, in which case it falls silent and
refuses to speak to that person or anyone associated with that being again.

Mr. Huxley does not help researchers and does not answer questions,
but the fountain has been here since the library opened and remembers
everything it has seen and heard during that time. The fountain may
be useful for reducing time spent looking for books, as asking it where
certain tomes and subjects are kept likely produces an answer. Finding a
particular book with the help of the fountain reduces the DC by 2.

The fountain knows Mr. Huxley’s true nature, but it means nothing to the
fountain, and it is unable to answer any questions about Mr. Huxley as a result.
“Mr. Huxley is the curator” is all the fountain says if asked for specifics.

In addition, the fountain has a chance to know the location of other
things around Castorhage, but it does not know what lies down the
Hallway to Nowhere. No one who has ventured down that particular
hallway has come back to tell it anything.

Next to each bench is a small box. Inside each box are four sticks of
incense of open thoughts.

1-5. Storage Room

This room contains nothing of value, mainly old pieces of furniture,
some extra shelves, and cleaning supplies. The room is noticeably dusty,
and full of cobwebs and spider webs. Small spiders scurry away from the
door as it is opened, but no threatening spiders are in the room.

1-6. ANr. Huxley’s Private Room

This room is sparsely furnished with a simple bed in one
corner, a wardrobe beside it, and a small writing desk opposite
the bed.

The door to this room is locked with physical and magical traps. Anyone
attempting to open this door without the key, or by saying the password,
triggers the traps. The room itself has very little of interest in it from a
research standpoint, although Mr. Huxley keeps his personal wealth in a
lockbox in a false bottom of the wardrobe. Inside the box are 350 gp and
four rubies worth 500 gp each.

1-7. €he Door to the Libraries

This is plain-looking door is set against the back wall and locked at all
times. Mr. Huxley has the only key. He accompanies all guests through
this door to the various libraries beyond and personally ushers them into
whichever room they paid access to enter. Once there, he leaves. At the
GM’s discretion, the hallways may change their layout every time the
characters return. Mr. Huxley does not comment on the phenomenon.

@fje Sefjofar’s Room

Bookshelves line this room from floor to ceiling. In the
center of the room is a long table with room for 10 chairs. Two
smaller bookshelves sit on either end of the table. The room
smells of dust and parchment

This room actually is an extradimensional space, although the source of
this magic cannot be determined. Nothing short of a wish can dispel the
space, and any attempt to do so catches Mr. Huxley’s attention and bring
his wrath down on the offender.

The books in this room cover a wide variety of topics, but are expertly
organized. A casual glance allows a visitor to quickly home in on the right
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section. Finding books pertaining to the character’s research should take
no more than 30 minutes to an hour.

€Clic Dage’s Room

The ceiling of this room soars 50 feet into the air with a
round dome to cap out the room. Murals depicting men in
robes speaking with strange creatures from the stars decorate
the dome. The bookshelves in this room are packed, and along
ladder appears to be the only way to access the higher shelves.

This room is actually an extradimensional space, although the source of
this magic cannot be determined. Nothing short of a wish can dispel the
space, and any attempt to do so catches Mr. Huxley’s attention and bring
his wrath down on the offender.

This room contains more detailed tomes on subjects also found in the
Scholar’s Room. However, the order of the books is not as neat as the
Scholar’s Room and researching in here takes at least two hours to find a
specific book without help.

A, Huxley’s Private Library

Averylargeroom greetsyou, much larger than the surrounding
building should be able to contain. Stretching at least a hundred
feet in front of you are low bookshelves. The walls, a good fifty
feet to the left and right, rise at least another seventy feet. Made
of marble, they also feature alcoves with statues of humanoids
that defy casual inspection. At the opposite end of the room is a
large window overlooking a vast desert.

This room also exists in an extradimensional space. Mr. Huxley is
always present in the room when people are researching here. He hovers
at the edges of the room, pacing occasionally, and answers questions with
other questions that make no sense. Any attempt to damage the room or
its contents provokes Mr. Huxley as well as the rooms’ 2 stone golems
guardians to attack.

This room contains very rare tomes, some of which are only whispered
about in scholarly circles. The collection includes a few spellbooks, but
nothing above a Sth-level spell is written in them. There is a chance the
characters might find a magical grimoire, but this possibility is left up to
individual GMs and what they want to allow characters to access. Also,
there is little rhyme or reason to how these books are organized, by design.
These books are organized according to Mr. Huxley’s research methods,
which are not discernible to the sane human mind. Finding a specific book
in this room can take up to four hours, depending on the DC the GM sets
for how difficult the search should be.

This room also contains a special book, the Tome of Unchained Thought.
Should the characters come upon the book, Mr. Huxley says nothing. If
asked specifically about the book, he shrugs and says, “Knowledge is
dangerous. Know the dangers of walking in the forest at twilight.”

MNr. Hugxley

Medium fiend, chaotic evil
Armor Class 16 (natural armor)
Hit Points 63 (7d8 + 28)

Speed 40 ft.
STR DEX CON INT WIS CHA
14 (+2) 18 (+4) 19 (+4) 18 (+4) IZ (e 21 (=5)

Saving Throws Con +7
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Skills Deception +8, Insight +6, Perception + 4, Stealth + 7
Damage Resistances cold, lightning

Damage Immunities poison

Senses darkvision 60 ft., passive Perception 16
Languages Aklo, tongues

Challenge 7 (2900 XP)

Magic Resistance. Mr. Huxley has advantage on saving
throws against spells and other magical effects.

Innate Spelicasting. Mr. Huxley’s innate spellcasting ability
is Charisma. He can innately cast the following spells, re-
quiring no components:

At will: tongues

3/day: detect thoughts, hypnotic pattern, levitate, minor
image

1/day: locate object, plane shift (self only)

Regeneration. Mr. Huxley regains 5 hit points at the start of ifs
turn if it has at least 1 hit point.

Unusual Anatomy. Mr. Huxley's internal anatomy varies from
individual to individual, and it has a 50% chance to treat
any critical hit or sneak attack against it as a normal hit.

Sneak Attack. Once per turn, Mr. Huxley deals an extra 20
(56d6) damage when it hits a target with a weapon aftack
and has advantage on the attack roll, or when the target
is within 5 feet of an ally of the assassin that isn’t incapac-
itated and Mr. Huxley doesn’t have disadvantage on the
aftack roll.

ACTIONS

Multiattack. Mr. Huxley makes three attacks: one
with its bite and two with its claws.

Bite. Melee Weapon Aftack: +8 to hit, reach 5 ft.,
one target. Hit: 14 (2d8 + 4) piercing damage plus
the target reduces their Dexterity score by 1d4.

Claw. Melee Weapon Attack: +8 to hit, reach 5 ft., one
target. Hit: 8 (1dé + 4) slashing damage.

If the party is particularly powerful, increase the number of stone
golems as appropriate.

€he Hallway to Nowfere

This plain looking hallway is just off the main corridor. It is dimly lit by
light spells for the first few feet before tapering off into darkness. Huxley
warns guests not to go down the hallway, but he does not stop anyone
from doing so.

Anyone who decides to venture down the hallway finds the darkness
always receding as the lights come on every few feet that they walk. They
also find after a few minutes that the corridor does not seem to have an
end, nor are there any doors. When turning around, guests find they’ve
traveled only about 30 feet from the original intersection.

If anyone decides to leave the corridor, attempts to disbelieve, or uses
any kind of detection magic, they must succeed versus a DC 20 Wisdom
saving throw. A success means they see what appears to be a doorknob on
the left wall where none was before.

The door is not locked or trapped, but if Mr. Huxley is asked about this,
he scolds the characters about not listening to his warnings. If they insist
on seeing what is behind the door, that is their prerogative and he won’t
stop them. His final word on the matter is this: “It is a different place than
here. You have been warned.”

The door is the mysterious portal to Leng that Huxley used to come
to Castorhage. Once the characters open the door, they see a barren
landscape and feel a chill breeze waft through the doorway. Should
they step through, they see the open doorway standing in the middle
of the blasted, barren plain. Walking behind the portal causes the door
to disappear, but it reappears once they walk back to the other side. It
remains visible to anyone who doesn’t walk behind it.

In the distance, the characters see a hut with a light in its single window.
Inside is a tall figure in black robes, its face obscured by the shadows of
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a large open hood. In front of the figure is a large, leather book. What
this figure is, what it may want, and what the book contains have never
been recorded. If asked about the figure, Mr. Huxley only says, “To ask is
to want an answer. Answers are elusive and are not necessarily the truth.”

If attacked, the figure and the hut vanish instantly, and the characters
find themselves standing in the middle of the Leng Plateau. The doorway
is gone, and nothing else is in sight. The characters must find another way
back to the Prime Material Plane. What this figure is, its goals, and the
contents of the book are left up to the GM.

If the characters decide to fight the Leng spider that Huxley spoke
about, he leads them down this hallway for an indeterminate length before
stopping and turning toward the right-hand wall. A door appears where
none previously existed. Huxley opens the door and tells the characters he
will be waiting for them when they finish their task.

The hallway’s right-hand doorway appears only if Mr. Huxley
accompanies the players.
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Inside the door is a shadow-filled room with two lit torches
to either side of the doorway. The floor is paved stone, and the
ceiling only is about 10 feet off the ground and appears to be
natural stone. Opposite the door, about 15 feet in front of you,
is an open doorway leading into the darkness. A puff of breeze
wafts past you, but no sounds can be heard from the corridor.

The area past the doorway is beyond the scope of this adventure, and
GMs are free to make this section as simple or elaborate as they like. The
only creature they need to defeat, though, is the Leng spider.

Leng Dpider

Huge monstrosity, chaotic evil
Armor Class # (modifers)

Hit Points 210 (15d12 + 120)
Speed 40 ft., climb 40 ft.

STR
26 (+8)

DEX
29 (+9)

CON
26 (+8)

INT
21(+5)

WIS
17 (+3)

CHA
22 (+6)

Skills Acrobatics +13, Athlefics +12, History +9, Perception +7

Damage Immunities cold, poison, thunder

Condition Immunities frightened

Senses darkvision 60 ft., tremorsense 60 ft., passive Percep-
fion 17

Languages Aklo, tongues

Challenge 13 (10,000 XP)

Magic Resistance. The Leng spider has advantage on saving
throws against spells and other magical effects.

Innate Spellcasting. The Leng spider’s innate spellcasting
ability is Charisma. It can innately cast the following
spells, requiring no components:

At will: arcane eye, freedom of movement, tongues

At will while on webs: dispel magic

3/day: invisibility, majorimage

1/day: dominate monster

Regeneration. The Leng spider regains 10 hit points af the
start of its furn if it has at least 1 hit point.

Web Weaponry. A Leng spider is talented at using its webs
to construct weapons. This technique of weapon creation
allows the spider to effectively create a flail or bolas by at-
taching a heavy object such as a rock or chunk of metal
to a cord of webbing. The spider attaches one end of this
webbing to a leg and can then wield the weighted cord
as a flail or a bolas. It can wield only one such weapon at
a time — it must use its other legs to walk. If a Leng spider
drops or loses a web weapon, it can create a new one
as a full-round action, provided it has access to heavy-
weight objects of the correct size (such as loose rocks or
skulls).

ACTIONS

Multiattack. The Leng spider makes 3 attacks. 2 Flail and a
bite attack or 3 bolas aftacks.

Flail. Melee Weapon Attack: +14 to hit, reach 10 ft., target.
Hit: 16 (2dé + 8) bludgeoning damage.

Bite. Melee Weapon Attack: +14 to hit, reach 5 ft., target.
Hit: 19 (2d8 + 9) piercing damage, and the tfarget must
make a DC 15 Constitution saving throw, taking 20 (4d8)
poison damage on a failed save, or half as much dam-
age on a successful one. If the poison damage reduces
the target to 0 hit points, the target is stable but poi-
soned for 1 hour, even after regaining hit points, and
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is paralyzed while poisoned in this way.
Bolas. Ranged Weapon Attack: +14 to hit, range 30/120 ft.,
target. Hit: 13 (1dé6 + 9) bludgeoning damage.

ANew MAagic dtem
Come of Unchained €hougfht

Wondrous item, legendary

This book was written around 1,500 years ago. Its first mention comes
shortly after the fall of Tsen, when a scholar attempted to collate and record
many of the stories of the time to understand the calamity that destroyed
the city. His work mentions several books that he felt illuminated several
factors that contributed to the downfall of the city. The book’s author
is unknown, but several centuries after the fall of Tsen, a monk named
Brother Skavius picked up where the unknown scholar left off and noted
at least six copies of the tome existed and were available at the time of his
writing. He recommended all copies be rounded up and secured due to the
tendency for many readers to gradually lose their grip on reality if they
spent too long reading the tome.

Brother Skavius notes he perused a copy of the tome, but avoided a deep
study of the material due to its disturbing nature and possible heretical
claims about gods, nature, and the very essence of time and reality as we
know it. To date, he is one of only three people known to have more than a
cursory knowledge of the book and still retain all his mental faculties. He
notes Chapter Two was “disturbing,” but says he pondered its meaning for
years after he first read it. Brother Skavius did not divulge where he read
his copy, if he kept it in his possession, or its fate.

References to the book are found throughout libraries across the Lost
Lands, as many cults consider possession of the book a noteworthy
goal. Successfully reading the book without going completely insane is
something few people ever accomplish. To the few who manage it, all have
gathered groups of followers before disappearing forever, all claiming that
the truth of existence lies on another plane. Whether they succumbed to
their own form of insanity is a matter scholars debate to this day.

The book is bound in rich, brown leather and the pages are made of
some form of animal skin that feels almost like vellum. The book is
lavishly illuminated, and the text appears to jump off the page at the
reader, something most readers consider an optical illusion created by
whatever was used for ink combined with the mysterious paper.

Chapter One

This introduction is a long but surprisingly coherent treatise on the
nature of thought, sanity, point-of-view, and the various ways people
expand their mind through meditation, rituals, drugs, and magic. The
section dives deeply into various philosophies using a very conversational
tone. It briefly touches on several different theories regarding morality
and the nature of good versus evil. Scholars seek this section out to help in
their teachings and research.

Chapter Ewo

This rambling sometimes incoherent chapter focuses on a series of
events in someone’s life, although it is not clear if each of the vignettes
in the chapter are all about the same person. In between the stories is
commentary on the “moral” of the previous story before the text dives
into the next one. The handwriting looks as if it was penned by a different
person than the introduction, and does not appear anywhere else in the
book. The chapter contains several warnings about the dangers of losing
oneself within your own mind. Also, some readers have been known to
go briefly mad due to the “secrets” they say are hidden within the text,
and a handful never recover. Reading this section may cause the reader
to temporarily go insane (Wisdom Saving throw DC 18, failure results
in the reader’s Wisdom dropping by 3; Wisdom saving throw once per
week at DC 20 to recover). A successful Wisdom saving throw results in a
permanent +1 to the reader’s Wisdom score.
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Chapter Chjree

This section focuses on the nature of time and space, looking at how
sentient beings perceive time and experience its passage. It also addresses
the concept of time travel, the possible magical ways of traveling through
time, the idea of a paradox, the “Grandfather Paradox,” and alternate
timelines. Reading this section can be dangerous. Attempts at copying
passages of this chapter usually fail due to the complex nature of the
subject and the ramifications of reading it. It is one of the main reasons so
few copies of the book exist. Readers must make a Wisdom saving throw
(DC 18) or find themselves transported 24 hours back in time. Events that
happened during that period can now be changed if the person wants them
to. No one around the reader is aware of what happened, even if they were
sitting right beside them.

Chapter Sour

This section focuses on gods and religion. It examines the theories
behind the origins of the gods and traces the rise of the earliest religions
up until the time of the writing. The writing questions many commonly
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| Rofe-playing €ime Gravel

Should a player fail the Will save while reading the time and
space section of the Tome of Unchained Thought, the GM should
alert the players what has happened, but remind the unaffected
players they are “trapped” in that particular loop and unable to
change any previous actions unless the affected player does
something to change the timeline.

This replay option also can be used strategically by forward-
thinking players. For example, they can try to use this option to
repeatedly “storm the castle,” or characters may try to intentionally
fail the Wisdom saving throw to go back a day to prevent another
character from being killed. These are the most extreme options
for this book, but clever GMs may use this replay option to add
another layer to the game.

If the GM thinks the players are abusing the power, have the
replay work only once or reduce the Wisdom saving throw by 2 for

each repeated reading of the chapter.

held beliefs about the role gods play in the world and whether there is even
a need for them. Even if the need is there, it questions why the gods act as
they have, posing many moral conundrums and if there is a “grand plan”
to everything. It makes no judgments on good or evil, but does a thorough
examination on the nature of religion, faith, and the role followers play
in the phenomena of a religious following. Devout followers of most
religions find portions of this chapter offensive or heretical. Reading this
section increases Religion checks by +2.

Chapter §ive

This final chapter takes elements of the previous chapters and looks
at the nature of the mind itself, what it is capable of, and what it can
perceive. Perception versus reality is the pervading theme of the chapter,
and it incorporates how the use of magic, drugs, and exposure to other
planes may forever alter a person’s perception of the world around them.
The chapter contains an overview of the inner and outer planes with brief
descriptions of the various known planes. It talks about several different
planes, specifically mentioning the concepts of Heaven and Hell, the
Abyss, the elemental planes, the Plane of Shadow, and a place called
Leng. Reading this section gives the reader a +2 bonus to checks for
History (planes).

dncense of Open €hougfts

Wondrous item, uncommon

While a block of this sweet-scented incense burns, creatures inhaling
its fumes become unusually receptive to thought. In still air, the incense’s
smoke permeates a 40-foot-by-40- foot area to a height of 20 feet. Creatures
within that area can communicate telepathically with other creatures in
the area. Creatures communicating in this fashion don’t need to share a
language but must have an Intelligence of 3 or higher. The openness of
mind engendered by the incense also provides advantage on Insight and
Persuasion checks against creatures in the area and imposes disadvantage
on deception and Intimidate checks against such creatures.

Moderate wind halves the area of the smoke. Strong wind disperses
the incense, rendering it ineffective as long as the wind continues. A
single block of incense of open thoughts burns for 1 hour. It can be
extinguished and relit, but each use consumes at least 10 minutes of its
remaining duration.
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Designation of Product Identity: The following items are hereby designated

as Product Identity as provided in section 1(e) of the Open Game License: Any
and all material or content that could be claimed as Product Identity pursuant

to section 1(e), below, is hereby claimed as product identity, including but not
limited to: 1. The name “Frog God Games” as well as all logos and identifying
marks of Frog God Games, LLC, including but not limited to the Frog God logo
and the phrase “Adventures worth winning,” as well as the trade dress of Frog
God Games products; 2. The product name “The Lost Lands,” “The Blight:
Richard Pett’s Crooked City,” “The Blight,” “Between,” “The Crooked Nail,” as
well as any and all Frog God Games product names referenced in the work; 3. All
artwork, illustration, graphic design, maps, and cartography, including any text
contained within such artwork, illustration, maps or cartography; 4. The proper
names, personality, descriptions and/or motivations of all artifacts, characters,
races, countries, geographic locations, plane or planes of existence, gods, deities,
events, magic items, organizations and/or groups unique to this book, but not their
stat blocks or other game mechanic descriptions (if any), and also excluding any
such names when they are included in monster, spell or feat names. 5. Any other
content previously designated as Product Identity is hereby designated as Product
Identity and is used with permission and/or pursuant to license.

This printing is done under version 1.0a of the Open Game License, below.
Notice of Open Game Content: This product contains Open Game Content, as
defined in the Open Game License, below. Open Game Content may only be Used
under and in terms of the Open Game License.

Designation of Open Game Content: Subject to the Product Identity
Designation herein, the following material is designated as Open Game Content.
(1) all monster statistics, descriptions of special abilities, and sentences including
game mechanics such as die rolls, probabilities, and/or other material required to
be open game content as part of the game rules, or previously released as Open
Game Content, (2) all portions of spell descriptions that include rules-specific
definitions of the effect of the spells, and all material previously released as Open
Game Content, (3) all other descriptions of game-rule effects specifying die rolls
or other mechanic features of the game, whether in traps, magic items, hazards,
or anywhere else in the text, (4) all previously released Open Game Content,
material required to be Open Game Content under the terms of the Open Game
License, and public domain material anywhere in the text.

Use of Content from The Tome of Horrors Complete: This product contains

or references content from The Tome of Horrors Complete and/or other

monster Tomes by Frog God Games. Such content is used by permission and an
abbreviated Section 15 entry has been approved. Citation to monsters from 7he
Tome of Horrors Complete or other monster 7omes must be done by citation to
that original work.

OPEN GAME LICENSE Version 1.0a The following text is the property of
Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc.
(“Wizards”). All Rights Reserved.

1. Definitions: (a) “Contributors” means the copyright and/or trademark owners
who have contributed Open Game Content; (b) “Derivative Material” means
copyrighted material including derivative works and translations (including

into other computer languages), potation, modification, correction, addition,
extension, upgrade, improvement, compilation, abridgment or other form in
which an existing work may be recast, transformed or adapted; (c) “Distribute”
means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit
or otherwise distribute; (d) “Open Game Content” means the game mechanic
and includes the methods, procedures, processes and routines to the extent such
content does not embody the Product Identity and is an enhancement over the
prior art and any additional content clearly identified as Open Game Content

by the Contributor, and means any work covered by this License, including
translations and derivative works under copyright law, but specifically excludes
Product Identity; (e) “Product Identity” means product and product line names,
logos and identifying marks including trade dress; artifacts; creatures; characters;
stories, storylines, plots, thematic elements, dialogue, incidents, language,
artwork, symbols, designs, depictions, likenesses, formats, poses, concepts,
themes and graphic, photographic and other visual or audio representations;
names and descriptions of characters, spells, enchantments, personalities, teams,
personas, likenesses and special abilities; places, locations, environments,
creatures, equipment, magical or supernatural abilities or effects, logos, symbols,
or graphic designs; and any other trademark or registered trademark clearly
identified as Product identity by the owner of the Product Identity, and which
specifically excludes the Open Game Content; (f) “Trademark” means the logos,
names, mark, sign, motto, designs that are used by a Contributor to identify itself
or its products or the associated products contributed to the Open Game License
by the Contributor; (g) “Use”, “Used” or “Using” means to use, Distribute,

copy, edit, format, modify, translate and otherwise create Derivative Material of
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Open Game Content; (h) “You” or “Your” means the licensee in terms of this
agreement.

2. The License: This License applies to any Open Game Content that contains

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

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

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

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

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE
portion of this License to include the exact text of the COPYRIGHT NOTICE

of any Open Game Content You are copying, modifying or distributing, and You
must add the title, the copyright date, and the copyright holder’s name to the
COPYRIGHT NOTICE of any original Open Game Content you Distribute.

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

in Open Game Content does not constitute a challenge to the ownership of that
Product Identity. The owner of any Product Identity used in Open Game Content
shall retain all rights, title and interest in and to that Product Identity.

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

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

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

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

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

13. Termination: This License will terminate automatically if You fail to comply
with all terms herein and fail to cure such breach within 30 days of becoming
aware of the breach. All sublicenses shall survive the termination of this License.
14. Reformation: If any provision of this License is held to be unenforceable,
such provision shall be reformed only to the extent necessary to make it
enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a © 2000, Wizards of the Coast, Inc.

System Reference Document 5.1. Copyright 2016, Wizards of the Coast, Inc.;
Authors Mike Mearls, Jeremy Crawford, Chris Perkins, Rodney Thompson, Peter
Lee, James Wyatt, Robert J. Schwalb, Bruce R. Cordell, Chris Sims, and Steve
Townshend, based on original material by E. Gary Gygax and Dave Arneson.

PB 7: The Library of Spiders, © 2018, Frog God Games, LLC; Author: Brandon
Hodge.



QRicﬁarb Pett's Crooked City

€B1: €hhe Crooked Maifl

For decades, Theatre Infernalis offered shocking and frightful entertainment to
customers who entered its gaping demonic fagade and saw a frightful portrait of
the eternal torments that await all sinners. Now rumours tell of the aging and
supposedly-cursed proprietor’s deteriorating health and the theatre’s impending
sale, and the Artists’ Q uarter has been abuzz with those secking one final fright
with a walk through the crucible-licked walls of the infernal house of the
macabre before its final curtain call. But are the theatre’s smoke-and-mirrors
and cheap scares hiding a truly wicked secret? What is the nature of the curse
and illness that afflict the owner? And did foul and profane rites once take place
between its walls that outside forces now seek to exploit? What happens when
the spookshow’s fun and games transform into a terrifying reality, threatening
to spill forth an infernal malevolence onto the streets of the Blight?

The Crooked Nail is a stand-alone introductory adventure
set in The Blight for 4—6 1st-level characters.
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