The CapCaps Mega-Dungeon
By J.M. Perkins


Introduction


Summary
Almost everyone has heard about the tunnels and passageways that riddle the earth below the city of Salt in Wounds – the so called ‘Capcaps.’ Unfortunately, much of what is ‘known’ is incorrect, the product of speculation, heresay, and unsubstantiated rumor liable to get a would be explorer hopelessly lost.

[bookmark: more]The Capcaps are an odd mix of ever-changing ankheg hunting-tunnels, the ruined vaults and halls of the abandoned dwarf city of CarDouf, and the mishmash of (more recent) excavations by sentient creatures that connect and build off the other two. These range from meter wide tubes which can only be crawled through to cavernous amphitheaters which seat hundreds. None of these are sewers however (although some sewage and refuse of various kinds does seep into them) as –instead- waste is generally handled by dumping into the Red River.

God-Butchers dig ‘testing wells’ straight down in order to make seasonal forays into these tunnels, specifically with the aim secure and destroy any underground access to Salzinwuun and to slay or drive out the Ankhegs that dig their way to the prone Tarrasque to feed. Otherwise, the Capcaps are left unpatrolled and –as such- are favored haunts of smugglers, monsters, and other secret forces drawn to the city but unable to operate in the open.

Secrets Other than the exploratory ‘wells’ dug by the god-Butchers, entrances to the Capcaps can be found in the basements of gang headquarters, in nearby cave systems, and other secret sites throughout the city. Once the Capcaps have been entered, there is a path to almost anywhere in the city although even the well traveled ‘guides’ know every little about the total shifting geography and usually stick to their five or six favorite ‘routes’ to navigate the mazelike environs.

Derro have colonized the deepest parts of Cardouf –the cavernous royal tombs- where they conduct alchemical experiments on captured humans and demi-humans. Most notably, they have recently begun to transform ordinary humans into worm-like Alchemical Oblates which are capable of producing high quality imitations of controlled or otherwise unavailable Tarrasque extracts.

A cabal of Blood-Merchants has sent down engineers protected by mercenaries to assess the feasibility of opening up and retrofitting the Capcaps to make it suitable for housing of the poor who don’t mind (or will be forced to accept) underground lodgings. The engineers have set up shop in the former feast hall of Cardouf, though it has been weeks and following the collapse of some tunnels after a Tarrasquequake they no longer know how to find their back to their exploratory well that could lead them to the surface. Growing increasingly paranoid these groups of scouts assume everyone they encounter are dangerous criminals sent to rob them, or rival operative seeking to undermine their claim.

There is an entrance to the underdark in Cardouf, which is currently controlled by the Derro. Several underdark factions suspect this and have been drafting plans to seize this point of access (and the unknown area above it).


Base layout/Layers
Layers:
1. Active Feeders and smugglers.
2. Layer of Worms & Fungus. 
3. Mercenaries & Engineers vs Dwergo Undead.
4. Hidden Circle of Release Level.
5. Alchemist & Labs & Dwergo Revenants.
6. Home of the 100 Saved
7. Automated Dwergo Security + Seals.
8. ‘Good’ Extraplanar pocket Dimension
9. Temple of Evil God
10. Dragon Tomb
11. Elemental Earth Dungeon


Level 1: Active Feeders & Smugglers
1.Store Room
2.Trapped Hallway
3.Ankehg Feeding Room
4.Cavern of Discipline
5.Ankheg nest
6.Shrine to Renesec
7.Sinkhole House
8.Alchemical oblate disruption/breakout
9.
10.


Level 2: Worms and Goblins
1.Dessication Goblins + Glass shard slime eating alchemical supplies
2.Worm Mother resurrection
3.Wormtongued infection chamber/jail
4.Brewery
5.Goblin ‘Treasure’ & Throne Room
6.Worm ‘Races’
7.Supply Room
8.Armory
9.Sleeping Pits
10.Ogre Pen


Level 3: Hidden Grove of the circle of release
1.Grover Core
2.Ranger Archery Set
3.Purification Ring
4.Staked magical beast for ceremonial butchery
5.Enchanted Orchard
6.Living Library
7.Thorn Beast birthing pit
8.Discussion Fire\Tea room
9.Hall of elemental oracles
10.Wildshape hall


[bookmark: _GoBack]Level 4: Mercenaries & Engineers vs Dwergo Undead.
1.
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3.
4.
5.
6.
7.
8.
9.
10.


Level 5: Alchemist & Labs & Dwergo Revenants.
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2.
3.
4.
5.
6.
7.
8.
9.
10.


Level 6: Automated Dwergo Security + Seals.
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Level 8: ‘Good’ Extraplanar pocket Dimension
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Level 9: Temple of Evil God
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Level 10: Elemental Earth Dungeon
1.
2.
3.
4.
5.
6.
7.
8.
9.
10.


Home of the 100 Saved
