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Rurishan's
Garden

by Ken Carpenter

As you take a well-deserved break in a city that
seems friendly enough, you quickly notice an
unusual amount of activity around the marketplace,
as well as the unreasonable cost for meals at every
inn. You soon discover that many food items have
become scarce in the city, causing prices for those
goods to soar and creating a mild panic among the
population.

Having heard of your party of bold adventurers,
Marrick, a leader among the local merchants,
approaches you on behalf of his fellows.

“Over the past few years,” Marrick explains,
“our fair city has become dependant upon a village
named Darbin, about five day’s travel to the west.
The village's farms yield a great harvest each year,
and they have become a major supplier of our city's
fruits and vegetables.”

“The problem is this: No deliveries have been
made by the farmers of Darbin in over two months.
Twice messengers have been sent to Darbin, but
neither has returned. Their seasonal harvest should
be complete by now, and yet not one wagon has
appeared. If they don't send their goods soon, we
will have to cast our nets farther abroad and pay
even higher sums to meet the demands of our
citizens.”

"We ask that you go to Darbin and speak with
Brock Gnath, the head of the village's farmers, and
find out what needs to be done to rectify this
situation. A few of us have collected what we hope
is a reasonable sum in payment for your services.

"Please accept our offer. We need your help.”
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Requires the use of the
Dungeons & Dragons® Player’s Handbook,
Third Edition, published by
Wizards of the Coast®

Kurishan's Garden is a d20 System adventure booster
designed for 4-6 characters levels 5-6. It can be played
as a stand-alone adventure or dropped into any engoing
campaign setting.

Alderac Entertainment Group



How fo Ase This Product

This adventure is designed to be easily dropped into your
existing 3rd edition D&D campaign. It can be run in a single
session, and makes for an excellent evening’s gaming. 1o
prepare yourself to run it, you should read it completely at
least once to familiarize yourself with the material, and you
may wish to photocopy the map in the center of the book for
ease of use as well. The text on the back of the book can
be read to your players in order to introduce them to the
adventure. After that, you're ready to begin. Good luck!

Dungeons and Dragons®

This module requires the use of the Dungeons and
Dragons® Player’s Handboook, Third Edition, published
by Wizards of the Coast.” You won'’t be able to run this
adventure without it.

Adventure Boosters by A€6
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urishan’s
Garden

by Ken Carpenter

DM Background

Kurishan’s Garden is an adventure for four to six charac-
ters of levels 5-6.

The village of Darbin rests in the center of a verdant,
idyllic valley near a peaceful river. The soil of the valley is
rich and encourages the growth of all manner of lush
vegetation. A community consisting mainly of farms,
Darbin has flourished — until now.

A few years ago, an old man by the name of Kurishan
moved into a large house at the southern end of the village.
He kept to himself, refusing to associate with the other
villagers, though many tried to befriend him. Still, the
villagers accepted his presence, assuming him to be a quiet
man with peaceful pursuits.

Shortly after arriving at the village, Kurishan planted a
large garden of beautiful — though somewhat strange — flow-
ers and vines. Despite his advanced years, he spent a good
portion of each day tending to the thick garden behind his
home.

What the villagers didn’t know was that Kurishan was a
powerful wizard. His advancing age and ongoing experiments
had warped his sensibilities beyond reason. His madness
turned his formidable intellect toward giving himself another
life. Because he was not familiar enough with necromancy to
attempt becoming a lich, he turned to plants and nature, his
wizardly specialty.

Kurishan’s studies led him to believe that, through a
series of powerful and complex spells, he could reincarnate
himself as a plant. The process involved a rare gem in which
he planned to place his soul, by means of a magic jar spell,
upon his death. When his spirit entered the gem, a number of
contingency spells would immediately be activated to finalize
the process.

Kurishan obtained the gem, prepared the spells, and
waited for his impending death.

The day finally came. The old wizard died, and as
planned, his spirit entered the gem he had prepared, trigger-
ing a dozen or more contingency spells. Unfortunately, as is
the case with most mad wizards, his calculations were off by
a bit. Instead of being reborn as a beautiful eternal lily — a
rootless plant and one of his favorite species — he regained
consciousness trapped within a mass of mold, decomposing
vegetation, and other debris. He had become a shambling
mound.

To further infuriate the insane wizard, he discovered that
he could no longer cast spells. It didn’t take long, however, for
the reborn Kurishan to discover that he was able to control the
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plants in his garden, in their growth and in their behavior — “Several months ago, I awoke in the middle of the night, to
even cause them to mutate into new forms. a sharp pain, but I couldn’t move! I heard shouting outside
Within a few weeks, during which the death of Kurishan’s and could see the flicker of firelight through the window.
human body remained undiscovered by the local villagers, the [t was Harned’s house. I could hear his family screaming,
wizard created a new kind of horror he called “the brainvine.” but I couldn’t get up.
Then, in the dead of night, he unleashed his new creation on “Over the next couple of minutes, my whole body
the village, taking control of every man, woman, and child became numb. I couldn’t feel a thing! Then I just jerked
therein. upright in bed and got up. I saw my family nearby and they
' were walking like puppets too, with a trailing vine attached
Wlelcome fo Darbin to each of their backs.
“We walked to the garden, where this great heap of
As you top the low hills at the northeast edge of the valley " rotting plants was moving around. It was alive! It looked us
home of Darbin, you notice the beauty of the valley and over without saying a word, then we walked back out to
the lush, green foliage. Journeying deeper into the valley, the village. We just wandered around every day and fell
you see fields and orchards of vegetables and fruits, all of down wherever we happened to be at night.
which seem very ripe. If they are not harvested soon, the “We dragged most of our livestock to the garden, where
crops will be worthless. the creature ate them. A few strangers showed up in the
Finally you reach a small rise and look down upon the village over the weeks, and we captured them for the
village. What should appear as a rustic, even quaint little creature in the garden. It ate them too!”
farming village instead gives you a sense of foreboding.
The streets are overgrown with grass and shrubs, and many ; .
of the buildings, though in good condition, are surrounded Y'Hﬂ'ge I[ Utﬂhﬂﬂs
with brush and overgrown with vines, as if having been
abignued r years 1. Small Rock Rut (Storage Shed)

In the distance, at the southern end of town, you can see
a large and beautiful garden.

After opening the heavy, wooden door, you see a single,
small room, about 10 feet by 10 feet, filled with farming

If you'd like to increase the tension, one of the adventur- eguipment: plows, scythes, sickles, bags of seed, shovels,
ers may spot a villager moving from one building to another picks, etc.
— probably into the Green River Inn (#6). Have them each
make a Spot check, with the highest roller getting a quick If a character brings a scythe or sickle into the village, the
glimpse, just enough to make the heroes wary. As the group first few attacks of the villagers and brainvines are directed
continues down the slight slope into the town, any movement at her. Thereafter, the vines ignore or avoid that character,
within the village ceases. having learned to be wary of the implements the hero carries.
Dotes on the Yillagers

2. Log house

The villagers are awake and alert, but for the most part
they do not control their bodies. They can speak, however,

so whenever they see strangers they scream or moan things This medium-sized house has a small, covered porch. A few
such as: “Please, help me!” “Beware the plant creature. Run flowers are planted in front, but thick growth at the base of
while you can!” “Don’t let me live like this!” and so on. They the flowers seems to be choking them out. The door is ajar
even say such things when fighting. The younger villagers and opens easily at your touch.

(children) merely cry and scream.

The heroes aren’t assaulted by brainvines until they are The house appears lived in, but no one is currently in the
deep within the village. After the heroes have either been in rwo-room home at the moment. Its furniture and decorations
the Green River Inn or gone past it, one to three brainvines are modest.
attack. Once the heroes beat back the brainvines, roll 1d20 If the characters search for anything of interest (DC 10),
every 10 minutes of game time. On a 17 or higher, the heroes  they find only a small pouch of coins containing 15 gp and
are attacked by 1-4 more vines. . 34 sp.

The Yillagers’ Tale

3. Small @looden Shack

If the party is able to free any of the villagers from the

control of the brainvines, they each tell variations of the

following tale. They have a hard time getting through it This hut is heavily overgrown and in a horrible state of

without breaking out with an occasional sob or grimace of disrepair. As you cautiously approach, you detect the odor
disgust. of decaying flesh...




You have to push away vines and shrubs to reach
the door, which resists your attempts to open it. Only by
forcing the door, which tears it off its hinges, does the
thing budge.

Immediately after breaking down the door, your nostrils
are assaulted by an overwhelming stench of decay and the
unnerving buzz of insects.

In the center of the single, cubical room lays a dead
man, a dagger clenched tightly in his right hand. He’s
been dead for some time. Flies swarm about the room,
concentrating on the corpse.

Some of the man’s bones are exposed. In other places,
his skin seems to crawl with the maggots and insects living
within his carcass.

The inside of the hut is a shambles. The sparse furnish-
ings — a rickety bed, a small table, and a three-legged stool
— have been tossed about. In the corner, a fire in the small
fireplace has long since burned to nothing, and a toppled
pot lies in a long-dried puddle of porridge that even the
insects haven’t bothered. In another corner is a pile of
broken bottles from which the scent of strong liquor can
be detected, even over the stench in the hut.

Further investigation of the corpse requires a Will save
(DC 12) to withstand the urge to get out of the hut. Upon
closer examination, the cause of death seems to be strangula-
tion, but the odd thing is that the same sort of rope or cord
used to strangle him has left deeply gouged marks not only
around his neck, but also his arms and legs.

There are no other items of interest in the hut.

4., Stone-Faced Farmfiouse

Mostly wood, this farmhouse has a stone front. Atop the
roof sits a weathervane in the shape of a rooster. There is a
slightly overgrown gravel path that leads from the road to
the house’s front porch. The door has a nice lock on it,
but the lock is not engaged.

The door opens with little resistance, and it is immedi-
ately apparent that the owners of the house are fairly
affluent for this small farming community. The furniture
and decorations are of fine quality, and some appear
moderately valuable. There are also some books on a small
shelf above the hearth, an indication that an educated

person lives here.

The furnishings are worth a total of 150 gp, but they
would have to be hauled away in a wagon and sold back in
the city. The books are diverse, but not important to the

adventure.
A search of the house (DC 20) reveals a small, hidden

niche under a brick in the fireplace. Within the niche is a
small, iron lock-box (Pick Lock DC 18, or do 15 hp of
bludgeoning damage). Within is a pouch containing
23 pp, 58 gp, and 17 sp.

5. Livery Stable (Barn)

On the west side of the road, you see a huge barn with two
adjacent corrals. The doors stand wide, as do the stalls

inside the barn. A quick inspection reveals that there is a
loft full of hay and that the stalls show signs of being used
not long ago.

A character with the Wilderness Lore skill can make a
check (DC 15) to determine that the stable was last used
about one week ago.

While in the barn, make hidden Listen checks for each
character (DC 20). If a character announces that they listen
while in or in front of the barn, the DC is 10. Characters who
succeed at the check hear some sort of noise from the inn
across the street (#6). If someone succeeds by a margin of
5 or greater, he thinks it sounded like a chair scraping across
a floor.

6. Green River Inn

The sign outside this two-story, brick building says “Green
River Inn.” A covered porch welcomes visitors to a double
door made of heavy wood. Upon opening the doors, you
see a large room, about 40 feet by 30 feet, containing eight
rough-hewn tables bordered by benches and chairs. A short
bar lines the back of the room. Scattered around the place
are seated half a dozen adult villagers, all women.

As you enter, the women start crying for help, shouting
warnings, making threats, and so on. Then they leap to
their feet.

The women attack. Their yelling inadvertently serves to
create an atmosphere of confusion that gives them +4 to their
initiative during the first round as they leap to attack the
party, using daggers and clubs hidden alongside them.

As fighting ensues, party members may make a Spot
check (DC 20) to see the vines trailing behind the women.
Each turn, characters that failed the check can try again.
Being alerted to the fact by other party members grants +10
to the check.

If the heroes figure out the villagers’ plight and attack the
vines, they should still get the XP award for the villagers,
for saving them instead of killing them. As each vine is
destroyed, the villager attached to the vine faints. She can be
revived easily enough, by light slaps or a bit of water. When
questioned, the women tell the party “The Villagers’ Tale,” as
described above.

In the unlikely event the Villagers win the combat or the
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party surrenders, the villagers remove all weapons from the
adventurers and take them to Kurishan in his garden (#11).

7. Brick and @ood Farmhouse

A brick and wood farmhouse is set back from the road a bit,
and the dirt path to its door is covered with tall grass and

other ground cover.

Within the grass are three brainvines (Brainvines, hps [#
vines]: 17 [6], 21 [7], 27 [9]), which attack the party with
a total of three vines during the first round, and add two
additional vines each round thereafter until a total of 10 vines
have attacked and been destroyed. Further vines won’t be
risked since they are attached to the inhabitants of the house.

If the party searches through the grass they should be
able to locate the central mass of the vines and destroy
them, thus freeing the inhabitants of the house (who will be
unconscious for several minutes after the plants are killed).

If the heroes fail to kill the vines, read the following:

When you enter the house, you find five young villagers
(ages 5 to 12), all crying and yelling, sitting about a room
‘that’s a complete mess of broken or mistreated belonging

and furniture.
Moving oddly, the children pick up small objects about
the room and begin to hurl them at you.

The children are all controlled by the three brainvines
outside, and attack. The heroes have a chance to spot this,
just as they did with the women in the Green River Inn (#6).

Once freed, the older children repeat “The Villagers’ Tale,”
described above. The younger ones tell the same tale, but
with a lot of confusion, imaginings, and tears thrown in.

There is nothing of value in the house.

8. Large &Wooden House

Once a fine wooden house, this structure is now riddled
with holes large enough to drive a small wagon through.
The place appears ready to collapse at any moment. In fact,
it seems the only thing holding the house up is the mass of
vines that cover nearly every outside surface.

Looking into the house from outside, little can be seen,
due to the shadows and large amount of plants within.

Luckily, there are only two brainvines (Brainvines, hps
[# vines]: 22 [8], 24 [8]) in this huge mass of mundane
vines. As the group moved toward the house or pause to look
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in, the brainvines attack with three vines. They add three
vines per round for the next two rounds, totalling 9 vines.
Once their vines are beaten, the brainvines don’t offer any
more resistance, trying to blend in with the other vines on the
house. If the house is burned, the brainvines are destroyed.
If the party enters the house, and the surviving brainvines
have not been found and destroyed, the vines covering the

house constrict, causing the house to collapse around them.
This does 3d6 damage (Reflex save, DC 15, for half damage).

9. Burned Ruins

These ruins, the charred remains of a wooden structure,
were created not many months ago. There is no vegetation
within 20 feet of the house. By poking around in the ashes

(Search, DC 10), the party discovers three bodies — a man,
a woman, and a young girl — all burned to death. There are
also the remnants of some plants, including what appears
to be hundreds of feet of blackened vine.

A character with Wilderness Lore can make a skill roll
(DC 15) to determine that the structure burned down
about two months ago. Poking around in the ruins for 1-4
hours (Search, DC 15) turns up a gold ring (15 gp) and two
semi-precious stones (35 gp total).

If the heroes retreat here when attacked by vines, they
discover that the brainvines — both their vines and any
villagers controlled by them - refuse to get within 20 feet of
the ruins.

10. Great Stone house

This was Kurishan’s home until he died a couple of
months ago. It is also the only easy way into the garden
(#11), since the perimeter of the garden is made up of foliage
too thick to cut through and too damp to burn. The vines
do not prevent the party from entering the house.

The ground floor consists of the entryway with two closed
doors, leading to two rooms, and a staircase leading up.

This large, two-story stone structure is covered in hanging
plants and vines. As you approach, a slight breeze causes
some of the plants hanging near the front door to sway.

The door opens easily to present a small entryway with
doors on either side — left and right - and a narrow
staircase leading up to the second floor. A smell of peat
moss and compost fills the house.

If the heroes go in the door to the right:

The right door opens into a den or library. There are three
cabinets and a desk with a chair. The room smells of decay.
Moving around the room, you see what’s left of an old
man’s decomposing corpse.

The man is dressed in fine robes and wears a couple of
expensive-looking rings.
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Detect Magic reveal one of the rings as magical. It’s a ring
of plant growth. This allows a hero to cast the plant growth
spell once per day. (Caster Level: 5th; Prerequisites: Forge
Ring, plant growth; Market Price: 2,500 gp.) The other ring is
worth 225 gp.

If the heroes go' in the left door:

The door on the left side of the entry leads into a kitchen
and dining area. The food in the kitchen has long since
rotted and become insect bait. Stacks of dirty pots and pans

line the kitchen, but oddly enough, no plates or eating

utensils accompany them.
In the kitchen, there is a door that leads out into the

huge garden behind the house.

Upstairs there is a narrow landing and two doors. If the
heroes go in the first door:

The first door leads into a laboratory of some sort. Within
the lab are two tables covered with all manner of beakers,

tubes, burners (all extinguished), vials of various colored
liquids and powders, and so on. On one of the tables is a

large, thick book.

To a wizard character, this looks like a treasure trove of
spell components. A thorough Search (DC 15) of this room
yields 1-3 castings worth of any plant-based spell component

the wizard may want.
Flipping through the book, the group discovers that

Kurishan (the name on the book’s cover) has been
experimenting with exotic plants for a number of years. By
studying the last 30-50 pages, a wizard or druid character
can determine that Kurishan was attempting to create a
process through which a human could be reincarnated, at
death, into a form of sentient plant life that he refers to as
an eternal lily. It should be able to move, cast spells, and
handle a number of other things.

If the heroes go in the second door:

This door leads to a bedroom. The centerpiece of the room
is a thick, luxurious mattress with fine quilts. A fine rug

covers the stone floor, and a huge candelabra sits atop
a strong wooden desk.

After a thorough Search (DC 15), the party finds a section
of the wall that slides aside to reveal a small niche with
Kurishan’s most prized possessions: a large sack of gold with
11,200 gp, a wand (wand of magic missiles with 13 charges
left), and a cloak of resistance +2.

10

11. Hurishan’s Garden

It appears that the only way into the garden is through the
great stone house (#10), as the garden surrounds the rear
of that structure and is so overgrown around the outside
that it appears impenetrable.

Stepping out of the great stone house and into the gar-
den, your first impression is one of awe. Immediately
before you is what appears to be a cathedral of living
plants, arching 40 feet overhead to form a tracery of leaves
filtering the sun’s light into a stream of delicate rays falling
upon the soft grass of the clearing.

The edges of the living cathedral are solid walls of
bushed and trees, with the exception of three openings that
lead farther into the thick garden.

The only way into Kurishan’s garden is through his house.
The back door to the house leads into the garden maze’s only
entry point. See below for full details on Kurishan’s garden.

The Garden

All of the walls of the garden are thick as a jungle with
plant life. The humidity here approaches that of a rain forest,
so it’s nearly impossible to start a fire using any of the plants
within (though not so to light a torch or lantern).

The paths through the garden vary from 5-10 feet wide.
Even these are filled with calf-high grass and ground cover.
Moving around in the garden is difficult, so players must
make a Reflex save (DC 10) every 10 minutes or so to avoid
tripping. They take no damage, but it slows them down for a
few moments. Roll for characters at different times so two or
three don’t fall down each time rolls are made.

#&. Blue Clearing

As you enter what appears to be a large chamber in the
garden maze, you notice the increase in light filtering
through the higher ceiling. There are hundreds of blue
flowers and leaves along the area’s walls, springing from
dozens of different types of plants.

As you move across the clearing, a clump of plants at the
edge of the chamber erupts, and four adult male villagers
covered in a chitinous mold charge at you with pitch-forks
and shovels. As they do so, they yell warnings, beg for
death, cry for help, and so on.

The party may attack the vines protruding out the
villagers’ backs. All four vines come from one brainvine at
the edge of the clearing (Brainvine, hp 23). The brainvine
will use its remaining vines (4 of them) to assist the villagers
as they attack.

The mold growing on the villagers had become part of
their skin and will not easily be removed. If the villagers are
spared (by severing the vines that control them) they will



feint for a few minutes, then reawaken and give their version
of The Villagers’ Tale. They will add, however, that they were

forced to watch as the ‘plant monster’ ate people that visited

the village after he took over. After telling their tale, they

will want to leave the garden, but only 1f escorted (there are

more vmes abﬂut)

B. Bwh lltaﬁ ; -

As you approach a clearmg ahead yau notice a reddlsh
hue to the increased light within. As you enter, you are
overcome with a feeling of euphoria. Any sense of urgency
departs you, and you are nearly overcome w1th a warm
glaw Gf pcace* o o S

Each character must make a Wﬂl save (DC 15) or suffer
the effects of ; : 'él.ﬁfii"?_i_'i.ntc;;{i-catmg __cleanng; [hose who fail the test
have all of their attributes (Strength, Intelligence, etc.)
reduced by 2 for the next hour (this affects all attribute-based
bonuses) durmg which time the mctlms are slow and slugglsh

Walkm: into a w:l_denmg area, yau fmd yeurselves m a large
cleanng surrounded by plants bearmg purple flowers and
leaves. : 'ieep within the leaves on the far side of the clear- .

,mg are iS .;-f_'apes that look humanmd

The two s';‘f-".apes are plant cans:._: ructs - dum }' es - made to
“attract the attention of invaders. If the party approaches or
attacks these constructs, three adult male villagers spring
from the bushes at elther mde of the herees and attack, all the

a ; '1 i b-:'};"it"’fls a sa Sﬂg}f lﬁﬂk
ich o e_s:-:.;mate-- ‘i:n* tne bramwne at the edge

s are killed or freed, the mold on them
shi jvel and dle. F .:5._'-2_:~'Ed sumvars tell_

haven’t been ere eften enough to prcmde directions.

......

As ytu enter 15 well ht clearmg;, ycu ntm:e its walls are a
“mass of yellaw flowers. At one side stands a single vﬂlager
_'From the descriptlan of the merchant Marrick, you recog-

“nize this man as Bmck Gnath the leader of the villagers.

Heis WEannz a 11 smt af chalnmall and carrymg a sword

and shleld. ..

vi -lagers are also ____
/ines cantrellmg the three

-'%g?"fmg wnes (ﬁve af them) to assist the vﬂlagers:

the maze, but they?
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He yells a single warning to you, telhng you to flee

you still can. Then he leaps to attack

Bck whmh comes from a sin gle brainvi
the clearing (Brainvine, hp 17). The brain e uses its five

' -remammg vines to assist Brock as he attacks.

ed, Brock echoes “The Villagers’ Tale,“ b 1: _e algg
tells the party how to get to Kurxshan s htard (#F)

I{u’ r Ean .s (Ileariag

~ Kurishan tries to ambush the heroes. He is completely
mad now, though he maintains his great mtellect He fights to
the death unwﬂhng m dls “uss. su? nder - his plight. When

IY crafted t':hest It is lacked (Pl' < Lock DC 15). When opened,
otic maglc ]ar see “

~ addressed to Brock and slgned by farrmk Iéf - asks the villagers

of Darbin to contact him with all haste to resol
of purchasing the village’s harvest.
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