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Dungeon exploration is
tricky business, but toss in a
crazed, cosmically powerful
wizard, whose notion of fun
is playing cat and mouse
with adventurers, and you're
in for a grand time!

—Mirt the Moneylender

Map 13: Trobriand's Graveyard
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Map 14: Arcturiadoom
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ANARATH

Elder Rune of Protection and Sacrifice

Bane Effect: The target must succeed
on a Constitution saving throw or it
can’t regain hit points until a remove
curse or greater restoration spell is
cast on it.

Boon Effect: The target is immune
to the blinded, charmed, deafened,
frightened, paralyzed, petrified, poi-
soned, and stunned conditions. In
addition, the target stabilizes imme-
diately when it drops to 0 hit points.
This boon effect lasts for 24 hours.

KoroMBOS
Elder Rune of Chaos

Bane Effect: The target must succeed
on a Wisdom saving throw or suffer
the effect of a confusion spell with a
duration of T minute.

Boon Effect: When the target rolls
damage, it can reroll any of the
damage dice once. It must use the
new rolls, after which this boon ef-
fect ends.

NCHASME
Elder Rune of Decision

Bane Effect: The target must succeed
on a Wisdom saving throw or be
incapacitated for 1 hour. While inca-
pacitated in this way, the target gains
the following personality flaw, which
supersedes any opposing flaw: “I fun-
damentally disagree with everything
anyone else says.”

Boon Effect: The target can cast the
augury spell as an action three times,
requiring no components and with no
chance of a random reading.

ANGRAS
Elder Rune of War

Bane Effect: The target must succeed
on a Constitution saving throw or it
gains vulnerability to all damage and
a -2 penalty to death saving throws
for 24 hours.

Boon Effect: When the target hits
with an attack, the target can turn
that hit into a critical hit, after which
this boon effect ends.

LAEBOS
Elder Rune of Fire

Bane Effect: The target must make
a Dexterity saving throw, taking
10d10 fire damage on a failed save,
or half as much damage on a suc-
cessful save.

Boon Effect: The target gains a pool
of ten d6s. Up to two of these dice
can be expended at a time and added
to any damage roll the target makes
when it hits with a weapon attack.
The damage added by these dice is
fire damage.

SAVAROS
Elder Rune of Goblinkind

Bane Effect: All nonmagical coins and
gems on the target’s person vanish.

Boon Effect: The rune magically
summons a goblin (use the goblin
stat block in the Monster Manual),
which appears in an unoccupied
space within 20 feet of the target. The
goblin is rude to everyone except the
target and obeys the target’s com-
mands. The goblin vanishes in a puff
of smoke if it drops to 0 hit points.

HALASTER \
Elder Rune of the Mad Mage

Bane Effect: The target must make
a Constitution saving throw, taking
20d6 force damage on a failed save,
or half as much damage on a suc-
cessful one.

Boon Effect: The target recovers

its expended spell slots of 6th level
and lower. If the target has no spell
slots to recover, a magical shield
surrounds the target for 1 hour in-
stead. This shield grants the target
resistance to all damage and can’t
be dispelled, though contact with an
antimagic field destroys it.

LAMMATH
Elder Rune of Security

Bane Effect: For the next 24 hours,
the target can’t gain advantage on
attack rolls, ability checks, or sav-

ing throws.

Boon Effect: Once within the next 24
hours, the target can use its reaction
to reduce the damage it takes from
one source by 10d6.

ULLATHAR
Elder Rune of Passage

Bane Effect: The target must suc-
ceed on a Wisdom saving throw or
be restrained for 24 hours.

Boon Effect: For the next 24
hours, the target gains the follow-
ing benefits:

« The effects of the freedom of
movement spell

« The ability to cast the knock spell
at will, requiring no components

TM & ©2018 Wizards of the Coast LLC.
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GuiLD OF MANY EYES

A thieves’ guild that was
driven from Waterdeep long
ago still lurks in Undermoun-
tain, waiting and scheming

to win back power in the city
above. These villains make
the sewers unsafe for honest
folk to venture into. They have
recently taken over Skullport,
a subterranean town con-
nected to Undermountain.

= e

TANGLED WEB

Secret temples exist in great
numbers in Undermountain,
particularly those of evil gods
not welcomed in the city
above. The vile servants of
these deities are locked in an
endless war for supremacy

in the dark dungeon. Lolth,
the Demon Queen of Spiders,
is the fiendish mastermind
behind many of these bloody
conflicts.

==

DWARFCRAFT
Much of Undermountain was
built long ago by the shield
dwarves of the Melairkyn
clan. These dwarves were
masters of stonework and hid
many of their rooms behind
secret doors. They also dug
deep in search of precious
metals. These mines were
later stripped by duergar
invaders, leaving a maze of
worthless tunnels and cav-
erns for monsters to inhabit.
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IMMORTAL INSANITY
The Mad Mage of Under-
mountain has destroyed
himself or been destroyed
many times, but his demise
is always short-lived. Folk
say the dungeon cannot exist
without him, and so it magi-
cally re-creates the archmage
whenever he meets his end
within its crumbling halls.
Each time Halaster returns,
less of his sanity remains.

ARCTURIADOOM |
One of Halaster’s apprentices i
was a human transmuter
named Arcturia, who created
all manner of new monsters
and often made herself the
subject of her own horrid
magical transformations.

She claimed an entire level of
Undermountain as her lair and
polymorphed prisoners into
monsters to guard it. It’s likely
that Arcturia resides in Un-
dermountain still, in one form
or another.

ScHOOL OF MAGIC
Rumor has it that a wizards’
academy has opened on one
of Undermountain’s levels.

It’s not known who runs this
academy—perhaps one of
Halaster’s apprentices or the
Mad Mage himself—but many
mages have been drawn down
to it. What wizard wouldn’t
want to glimpse the powerful
magic gathering dust in the
depths of Undermountain?

— T

==

SKULLPORT
Skullport overlooks the Sarg-
auth River, a watery thorough-
fare that cuts through the
third level of Undermountain.
Pirates once used the subter-
ranean settlement as a trade
port, but now it’s a monster-in-
fested haunt where spies and
assassins hone their craft.
Beware the fortress overlook-
ing the river! Its garrison is
commanded by an evil knight
with a wyvern mount.

WHAT DROW FEAR
Part of Undermountain

was carved out by the drow.
Muiral, said to be a former
bodyguard and apprentice of
Halaster’s, claims this domain
and hunts trespassers for
sport. These halls are littered
with the bones of the slaugh-
tered. Even the dark elves
speak of Muiral in hushed
tones. Anyone who can terrify
the drow should be avoided at
all costs.

L Y
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MADp House

The Shadowdusks were a Wa-
terdavian noble family whose
quest for political supremacy
ended centuries ago after Sha-
dowdusk wizards opened por-
tals to the Far Realm. Twisted
by madness and driven from
their home, they sought assis-
tance from Halaster and sank
into the depths of Undermoun-
tain, never to be seen again—
yet vestiges of the noble house
undoubtedly remain.

T™ & ©2018 Wizards of the Coast LLC.
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UNDERGROUND FOREST
The River of the Depths con-
nects the fourth and fifth lev-
els of Undermountain, skirt-
ing the edges of vast caverns
filled with trees, shrubs, birds,
other animals, and sunlight.
An entire forest, as real as any
found on the surface, waits to
be explored, but an archdruid
protects it. And explorers
traveling downriver have seen
a huge green dragon as well,
perched on a tower near a
bridge that spans the river.

DEATH TYRANT

The Mad Mage has trans-
formed an entire level of Un-
dermountain into a proving
ground for adventurers who
seek to reach the deepest
layers of the dungeon and the
treasures hidden within. At
the end of this underground
obstacle course waits the
greatest challenge of all:
Netherskull the Death Tyrant,
an undead beholder that hates
wizards above all.

5z S

SCAVENGER

The Sea of Swords has borne
its share of pirate ships, none
stranger than the Scavenger.
This vessel could travel below
the waves and through the air.
No one has seen it in years.
Perhaps it sank or was lost in
the starry maelstrom of the
night sky, but divination spells
suggest it found its way into
Undermountain. Others have
searched for it below Water-
deep, but no one has found it
and lived to tell the tale.

NESTER’S FATE

Halaster brought seven
apprentices with him to Un-
dermountain. One of them,
Nester, became a lich using
spells and methods of his
own devising. But his process
was flawed, and over time
Nester’s phylactery and body
disintegrated until only his
floating skull and skeletal
arms remained. Driven mad
by his failure to achieve true
lichdom, Nester continues to
haunt Undermountain in this
weakened form.
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TROBRIAND’S ARMY
Trobriand was one of
Halaster’s most promising
and demented apprentices.
Fascinated by machines, he
carved out a level of the Mad
Mage’s dungeon for himself
and set to work building an
army of constructs there. It is
said that Trobriand controls
his creations with a metal
ring, and that he crafted sim-
ilar rings of lesser power for
his apprentices, to protect
them in the event that his con-
structs went insane.

f
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DARK ELF MENACE
Recent conflicts in Menzober-
ranzan have left weakened
drow houses fearing for their
future. Drow are coming to
Undermountain in droves to
carve out sanctuaries for one
house or another. Halaster
can'’t be happy to see them re-
turn in force, but who knows?
Maybe the Mad Mage orches-
trated the upheaval to bring
the dark elves scurrying back
for reasons beyond the com-
prehension of the sane.
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EMERALD BLADE
Waterdeep was erected atop
the bones of a dwarven king-
dom built on the dust of a
much older elven kingdom.
It is said that a relic of the
elves still waits to be found
in Undermountain: a magic
sword so sharp that its edge
can slice through stone. Many
adventurers have vanished
during their hunt for the
weapon, which, it is said, the
elves blessed with the heart
of a warrior and the soul

of a poet.

e

GiTH WHO’S COMING TO
DINNER?

Githyanki have invaded Un-
dermountain. Perhaps they
seek to destroy a mind flayer
colony hidden in the depths of
the dungeon, or perhaps they
are planning to attack and
plunder Waterdeep. There's
one other possibility: the
githyanki might be building
a creche—a stronghold away
from the timeless Astral
Plane where they can raise
their young and train them in
the art of war.

.

SPIRE AND SNAIL

Deep within Undermountain
is a vast cavern containing a
giant stalagmite that has been
hollowed out to serve as a
wizard’s tower, perhaps even
a refuge for the Mad Mage
himself. The tower is guarded
by stone constructs. No one
knows what dwells inside.
Not far from this tower lurks
a most peculiar creature:

a giant snail with a shell of
pure gold.

TM & ©2018 Wizards of the Coast LLC.
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DESCEND INTO
UNDERMOUNTAIN

This accessory contains resources that Dungeon
Masters can use to enhance the experience of running
Waterdeep: Dungeon of the Mad Mage', a separately
sold DUNGEONS & DRAGONS" hardcover adventure.

Contained within this durable folder are 16 cardstock
sheets designed for use with dry-erase markers.
Printed on these sheets are the following resources to
help you run Dungeon of the Mad Mage:

+ 23 maps of Undermountain, each one representing
adifferent level of the dungeon

» 3 maps of the subterranean town of Skullport

18 perforated Secrets cards

+ 9 perforated Elder Runes cards

For use with the DUNGEONS & DRAGONS’
Roleplaying Game

DUNGEONSANDDRAGONS.COM
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