The Crupt of
St. Bethesda

by James Macduff

Not all threats lurk in the wilderness, and not all
dungeons lie far from the realms of man. The gravest
threats appear in the heart of civilization, hiding beneath
harmless veneers and waiting for the moment to strike.

You and your friends find yourselves in a large and
prosperous city, with coins in your pockets and time to
burn. You spend an evening engaging in revelry -
drinking, gambling, dancing - then stumble back home
in the wee hours of the morning. Your path takes you

through a dark area of the city: the cemetery district,

where fields of graves jostle against ancient churches
and family crypts. Off in the distance somewhere, you
hear a scream, but there’s no way to tell where it came
from, so you ignore it. Rounding a corner soon after,
one of you stumbles over something in the dark.

At first, you think it's just a pile of garbage, but
a closer inspection reveals something much grislier: a
human corpse, its face frozen in a rictus of fear. Several
stab marks ooze fresh blood from its belly, and its flesh is
marred by what appear to be acid stains. The skin is
warm to the touch, and some of the injuries still smoke.
He's not been dead for more than a few minutes.

The body shifts slightly as you examine it, and for a
moment, you think the victim may still be alive. Then
the truth reveals itself: Small, sinewy worms, colored a
strange lavender, twist and writhe within his clothes.
They number less than 20 and seem to cluster near the
acid burns. A faint trail of slime leads from the body
to an open grate in the street, dotted with more of
the strange, lavender worms. The building above it, a
towering wreck of a cathedral dedicated to someone
named St. Bethesda, has been boarded up for years, but
if you listen closely, faint noises can be heard beneath it.

“Halt!” The clink of mail, and the sound of
running feet break up your examination. A squad of city
guardsmen - several blocks away but closing fast - flash
their lanterns in your direction.

“Murderers!” the cry goes up. “Halt in the name of
the watch!”

This doesn’t look good.
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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. To
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.
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Be sure to collect these other great d20 System
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The Crupt of
St. Bethesda

by James Macduff

DS Background

As stated in the player background, the party has stum-
bled onto a murder that they now stand to take the blame
for. With the watch bearing down on them and an obvious
trail leading to a nearby basement grate, they have little
choice other than to enter the opening and find the killer.

The man was killed by a wormwraith, a hive-mind
bundle of sentient worms hiding beneath a human shell. This
particular specimen is growing old and wishes to pass on its
seed before it dies. It emerged from its lair beneath the city,
hid in a nearby alley, and killed the first passerby to wander
along. It would have planted its seed (a small cluster of
worms designed to grow within the victim), but the heroes
happened along before it could finish. It quickly slunk back
to its lair, where it hopes to wait until the ruckus has died
down, then complete its work.

Unfortunately for the wormwraith, the heroes have
uncovered the creature’s lair.

The wormwraith resides in an extended series of cata-
combs beneath an abandoned cathedral. The cathedral
originally belonged to the Order of St. Bethesda, a cult
dedicated to rest and spiritual healing. Once very popular,
the order suffered from steadily declining membership and
eventually abandoned the area altogether. The years have
not been kind to their former home, and the structure now
stands as a dilapidated eyesore. It also holds an extensive
series of underground crypts, which some of the city’s preda-
tors (human and otherwise) have used as a rallying point.

Troubleshooting

Some players aren't going to want to take the obvious
path here, either because it honestly doesn’t occur to them or
out of sheer stubbornness.

If the heroes want to turn and fight the guards, you
should point out to them the foolhardiness of such a plan. Not
only are the guards well armed and armored, but there are
many more of them than there are of the heroes. Additionally,
more guards can be summoned in a matter of moments, and
the heroes would likely find themselves quickly surrounded
and captured if not killed outright for resisting arrest.

If the heroes try to run, they quickly find that the watch
is closing in on them from every angle. No matter which whey
they turn, they find guards closing in on them, encircling
them and naturally forcing them back toward the scene of the
crime.
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If, for some reason, the guards capture the characters —
whether the heroes are subdued in the course of arrest or are
simply foolish enough to throw themselves at the mercy of the
watch — the PCs are detained as suspects in the murder.
Pointing out the acid burns or the worms on the body is
enough to plant doubts in the minds of the guards, but they’re
more concerned with providing their bosses with a suspect
than in catching the real killer.

The leader of the watch decides to offer the heroes a
chance to redeem themselves and save him and his men a
good deal of work and potential risk to their lives. He agrees
to let the heroes follow the trail of slime down into the open
grate that leads under the cathedral. If the heroes cah
manage to find the killer and produce evidence that clears
them, he'll let them go. Otherwise, they can rot in the city’s
dungeons for as long as it takes for their crime to make its
way through the city’s backlogged court system — where
they’ll likely be convicted and sentenced to death for lack of
a better suspect.

The leader of the guard informs the heroes that he’s going
to post a watch around the entire cathedral area until the next
morning. If the heroes aren’t back by dawn, the entire city
will be alerted to their crime, and they will find themselves
wanted fugitives. Worse yet, the watch will be sent down after
them. The city’s guards absolutely hate dealing with things
beneath the streets of their home, and they’re not likely to be
in a forgiving mood when they finally find the heroes.

The Cathedral's Depths

As the PCs enter each room, read the boxed text to them
aloud. The rest of the information is for you.

1. The Cathedral Basement

Entering the grate, you find yourselves in a large room
containing all manner of discarded furniture. Pews, chairs,
candelabras, and low tables lie in jumbled piles, full of
cobwebs and wood rot. This seems to be the basement for
the abandoned cathedral above. A rubble-choked stairway
can be seen to your left, and two empty doorways yawn at
you from the far wall. The trail of slime ends here, fading
beneath the filmy dust on the floor. Behind you, you can
hear the footfalls of the approaching watch.
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2. Storage Cellar

This small, cramped room contains crates of moldy hard-
tack and a row of huge wine casks against the far wall.
Signs of giant rats can be seen amid the debris: droppings,
tracks, and pieces chewed out of the rotting food.

There are no giant rats currently living here, although the
evidence is overwhelming that they did at one time. A wine
cask in the far, right-hand corner has been made into a nest,
which looks like it has been abandoned for some time. A hole
has been dug in the wall behind it, large enough for the party
to get through. It emerges into a stone corridor on the other
side, leading deeper into the catacombs.

3. Lifrary

The doorway into this room opens into a spacious stone
chamber filled from top to bottom with a series of book-
shelves. Tomes and scrolls, swollen with mildew, pack
the shelves, some spilling out onto the floor. Most of them
seem to be hymmnals and religious texts dedicated to
St. Bethesda. Several shelves are completely bare, standing
out like missing teeth. A large, stone door can be seen in

the far, left-hand wall.

The ghouls (see #6) confiscated the missing books for
their nest. A thorough search of the bookshelves (which
makes a pulpy mess of more than one text) produces a scroll
with an unseen servant spell, which is still barely legible.
The scroll must be copied by a skilled scribe within 48 hours,
or it becomes useless.

The words “The Honored Dead” are inscribed in common
above the stone doorway.

4. Crupt

With the guards still hot on their heels, the heroes should
feel the need to hurry through this area, but curious charac-
ters may want to poke amid the furniture for hidden trea-
sures. A monstrous centipede lurks in the wood. It does not
reveal itself unless disturbed, but anyone who sticks his
hand in the furniture gets a nasty bite. The centipede flees
after it bites the intruder, scuttling up the rubble-filled stair-
way and disappearing among the fallen rocks.

The stairway is entirely blocked by the rubble. Any efforts
to clear the rubble result in a cave-in. This causes 2d6 dam-
age to anyone within 10 feet of the stairs. Any PC with
Stonecunning automatically spots the rubble’s instability.
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A row of stone coffins lines the walls of this room, each
inscribed with a name and the seal of St. Bethesda. A few
bits of lichen grow along the walls, but as a whole the
chamber seems remarkably free of the mold and decay that
covers the rooms you've seen so far. An opening to the left
appears to lead deeper into the complex.

When the wormwraith first took up residence here, it
paid a necromancer to animate some of the deceased

Monstrous Centipede (1): CR 1/8; SZ T (vermin); HD
1/4d8; hp 1; Init +2 (Dex); Spd 20; AC 14 (+2 size, +2
Dex); Atk: bite +4 (1d3 +5, poison); Face 2.5 ft. x 2.5 ft.;
Reach 0 ft.; SA poison (DC 11, 1 Dex); SQ vermin; SV Fort
+2, Ref +2, Will +0; Str 1, Dex 15, Con 10, Int —, Wis 10,
Cha 2; AL N. Skills: Climb +3, Hide +17, Spot +7

Feats: Weapon Finesse (bite).
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Skeletons (5): CR 1/3; SZ M (undead); HD 1d12; hp 6
each; Init +5 (+1 Dex, +4 improved initiative); Spd 30;
AC 13 (+1 Dex, +2 natural); Atk: 2 claws +0 (1d4); Face
5 ft. x 5 ft.; Reach 5 ft.; SQ undead, immunities; SV Fort
+0, Ref +1, Will 4+2; Str 10, Dex 12, Con -, Int —, Wis 10,
Cha 11; AL N. Feats: Improved Initiative.

priests. Five skeletons dressed in robes of St. Bethesda wait
in the coffins to strike. They rise with a howl and attempt to
drive the party back into the library (#3), then bar the door.
If they succeed, they then return to their coffins.

The passage to the north was originally intended to house
a new series of crypts, but it was abandoned along with
the cathedral when the order moved on. The stonework grad-
ually grows rougher as the passageway continues.

5. Dead €nd

The passageway ends in a solid stone wall.

There is no secret door here. The passage was walled up
when the library was built. However, the masonry is weak
and could collapse if pushed too hard. Anyone with a Strength
higher than 13 and a Dexterity lower than 13 who attempts
to search for secret doors brings the wall (and the bookshelf
behind it) crashing to the ground. This causes 1d6 damage to
the searcher and sends a flurry of dust into the air. Any PC
with Stonecunning automatically spots the weak masonry.

6. Ghoul Colony

The door here is a poor fit, built over a seemingly natural
opening. Anyone listening at it can hear wet chewing
sounds coming from the other side.
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A small colony of four ghouls has taken up residence
here. They use the warrens to plunder nearby graveyards,
then drag the scavenged bodies back here for a messy meal.
The wormwraith leaves them alone, since they provide it with
added security and an escape route into the cemeteries if it
needs one. The party’s presence means that they can enjoy
some fresh meat for a change.

The ghouls are ready to fight to the death. If slain, they
have no monetary treasure, but one of the bodies they were
munching on is wearing an antique brooch worth 250 gp.
Of course, the party must decide if keeping such an item is
ethical, but the former owner’s relatives (if found) are willing
to pay a reward of 75 gp for the return of the heirloom.

The warrens in the back of the chamber can be followed,
though it's a tight squeeze for anyone over five feet tall. All
of them lead to plundered graves in the nearby cemetery.
A good digging at the terminus opens the warrens up to
fresh air.

7. Giant Spider

A vast cavern lies beyond this doorway, covered with
stalactites and stalagmites. The walls vanish into shadow,
and the ceiling cannot be readily seen. Your lights illumi-
nate a dozen ghostly shapes hovering in midair at various
locations about the cavern. They quiver and shift in the

flickering light.

The door opens into a rough square of a room. A crude
nest of masticated hymnals and chewed coffin wood has been
scattered about the floor. Their openings set in the far wall,
a series of small warrens and tunnels branch out into the
distance. A quartet of emaciated humanoids squat in the
center of the room, munching on what appear to be a pair of
human corpses. They look up when you open the door, and
they instantly rise to the attack.

Ghouls (4): CR 1; SZ M (undead); HD 2d12; hp 13 each;
Init +2 (Dex); Spd 30; AC 14 (+2 Dex, +2 natural); Atk:
Bite +3 (1d6+ 1, paralysis), 2 claws +0 (1d3, paralysis);
Face 5 ft. x 5 ft.; Reach 5 ft.; SA paralysis (DC 14, 1d6+2
minutes), create spawn; SQ undead, +2 turn resistance;
SV Fort +0, Ref +2, Will +5; Str 13, Dex 15, Con —, Int
13, Wis 14, Cha 16; AL CE. Skills: Climb +6, Escape Artist
+7, Hide +7, Intuit Direction +3, Jump +6, Listen +7,
Move Silently +7, Search +6, Spot +7. Feats: Multiattack,
Weapon Finesse (bite).

The answer to what happened to the giant rats in the
storage area (#2) can be found here. The ghostly figures
are actually the cocooned corpses of the beasts (along with
a waylaid ghoul), hung from an enormous spider web.
Webs festoon every corner of the chamber, but they cannot
be easily seen in the dim light. Anyone entering the chamber
and failing to detect the webs (Spot, DC 20) is caught in
the sticky strands.

Getting caught in the web also alerts the giant spider
lurking near the ceiling. The spider quickly descends with
frightening speed and attacks anything within the room,
starting with characters caught in the web. While the
arachnid is horrendously large, it'’s also much too big to
fit through the door, so retreating characters can probably
escape it easily.

The cavern itself contains no treasure to speak of, but a
small sack containing 150 gp is cocooned with one of the rats.
Several holes in the far wall lead to the ghoul colony (#6).

Giant Spider (1): CR 2; SZ L (vermin); HD 4d8+4; hp
22; Init +3 (Dex); Spd 30, climb 20; AC 14 (-1 size, +3
Dex, +2 natural); Atk: bite +4 (1d8+3, poison); Face 10
ft. x 10 ft.; Reach 5 ft.; SA poison (DC 16, 1d6 Str), web
(Escape DC 26, Break DC 32, hp 12); SQ vermin; SV Fort
+5, Ref +4, Will +1; Str 15, Dex 17, Con 12, Int —, Wis
10, Cha 2; AL N. Skills: Climb +14, Hide +6, Jump +2,
Spot +7.
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8. Carrion Crawler . As soon as the party enters t'he room, the trash i.n the
2 middle explodes outward, revealing a small but territorial
This room contains a variety of trash and garbage: rotting carrion crawler. An open grate in the corner of the room leads
bones, slime-encrusted mulch, and rusty equipment. A further down into the city sewer. The carrion crawler uses it
series of holes can be seen in the ceiling, and as you to come and go, and it retreats down the gate if hard-pressed.
watch, something falls from one into the rotting pile below. A silver bowl valued at approximately 200 gp is buried amid
Two other doorways can be seen in the walls. the trash near the grate.

9. Abandoned Altar

The room is used as a garbage dump by the inn directly

above it. The people there toss their trash down the holes and This room is far cleaner than the remainder of the crypt.
assume it goes into the city sewer system. (There’s no one . A few moth-eaten tapestries hang on the walls, but other
at St. Bethesda’s to tell them otherwise these days.) The than that, it seems remarkably clear of trash. Even the
wormwraith discards its victims in here too, hiding the stone seems to gleam from beneath the years of dust.
bodies amid the other debris. (Sadly, none were fresh enough A large altar has been carved out of a single rock in the
for it to use as a host.) In addition, the pile has become the center of the room. The sigil of St. Bethesda can be seen on
home of another nasty critter. its surface.

This area once housed a secret meeting chamber where
the high priests of St. Bethesda conducted their most private
rituals. It looks very threadbare (everything of value was
taken when the order moved on), but the altar remains
intact. A pair of hinges have been cunningly inserted
underneath its top (Search, DC 21). If the top of the
altar is swung up and open, it reveals a thick stone
knob that radiates strongly of magic. Turning the knob
deactivates the statue (#13), allowing the party to get
the drop on the wormwraith.
A secret door (Search, DC 20) is hidden in the
left-hand wall. The catch which turns it can only be found
if the altar top is closed.

10. Pit Trap

The passageway here slopes gently downward, gradually
growing rougher as you proceed.

Fifty feet into the corridor lies a pit, 20 feet deep and
lined with broken sword points, tips up. The pit is rather
shabbily concealed by a gray-painted tarp stretched over
the dungeon floor, but it’s difficult to spot in the dark. The

robbers (#11) set it for their own protection. They didn’t

want any of the minions of the “necromancer” — as they think

of the wormwraith — to pay them an unexpected visit.
Beyond the trap lies a concealed door the bandits

disguised much the same way they disguised the pit. It

requires a Spot Check (DC 17) to notice. The robbers never

Carrion Crawler (1): CR 4; SZ L (aberration); HD use it, and it creaks loudly on its hinges if opened,

3d8+6; hp 19; Init +2 (Dex); Spd 30, climb 15; AC 17 alerting both Gunge (#11) and the carrion crawler (#8).

(-1 size, +2 Dex, +6 natural); Atk: 8 tentacles -+3 melee

(paralysis), bite -2 (1d4+1); Face 5 ft. x 10 ft.; SA

paralysis (DC 13, 2d6); SQ: scent; SV Fort +3, Ref +3, Pit Trap: CR 2; no attack raoll necessary (2d6), +10 melee
Will +5; Str 14, Dex 15, Con 14, Int 1, Wis 15, Cha 6; (1d4 spikes for 1d4 +2 points of damage per hit); Reflex
AL N. Skills: Climb +10, Listen +6, Spot +6. Feats: save (DC 20) avoids; Search (DC 15); Disable Device
Albseiess. (DC 20).
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Bandits (6): CR 1/2 (Reimar 1); SZ M (humanoid);

HD 1d8 (Reimar 2d8); hp 4 (Reimar 10); Init +0; Spd 20;
AC 14 (+4 scale mail); Atk: longsword +1 (1d8); Face 5
ft. x 5 ft.; Reach 5 ft.; SV Fort +3, Ref +0, Will +0;

Str 11, Dex 10, Con 11, Int 10, Wis 10, Cha 10; AL NE.
Skills: Listen +1, Spot +1, Search +1. Feats: Point Blank
Shot, Weapon Focus (longsword).

11. Robbers’ Lair

This small chamber looks clean and reasonably well cared
for. Each wall holds a closed wooden door, and a firé
smolders in a stone circle in the center of the room, the
smoke rising through a hole in the ceiling. A series of
bedrolls are arranged around the fire, though none of
them are occupied. A sealed chest sits in the corner, and a
rough-looking man leaning on a spear sits atop it. The
man’s eyes are closed, and he’s snoring loudly.

The sleeping man’s name is Gunge. He belongs to the
bandit gang that makes its hideout here. The rest of the gang
is out on a raid, and Gunge fell asleep while standing guard
over the lair. The PCs can move on without incident if they
wish, but they won't be able to get the chest open without
waking Gunge up.

If the party lingers here for longer than a few minutes
(DM’s discretion), the bandits return from their night’s work
and are not happy. There are five of them, plus Gunge, led
by a nasty half-orc by the name of Reimar Broken-Tusk. If
more than half are killed, they flee. Captured bandits can
tell the party about the trap to the north (#12), but know
nothing about the remainder of the crypts. They claim that a
“necromancer” (the wormwraith) allowed them to establish
this hideout as long as they agreed to stay out of the rest of
the catacombs. Reimar is smart enough to keep the others
from disobeying.

The chest is locked (Open Lock DC 25). It contains 500
gp, a potion of healing, and a rare gem worth 50 gp. Reimar
has the key on his body, which the PCs can easily find if they
have enough fortitude to search his smelly hide. Another
robber carries a large satchel containing tonight’s haul: 35 gp,
75 sp, and a tin necklace set with paste jewels (2 cp).

12. Trap

The corridor beyond the robbers’ lair extends far into the
distance in front of you.

The bandits (#11) carefully set up this trap to deal with
any interlopers. The corridor here ends in a blank stone wall
after 30 feet, although the wall has been painted to look like
a continuation of the corridor (Spot DC 20).

The last 10-foot section of the corridor conceals a pres-
sure plate. When this is stepped on, it releases a stone slab
20 feet back down the corridor. The slab causes 20d6 damage

10
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Falling Slab Trap: CR 7; +10 melee (20d6); Search (DC
20); Disable Device (DC 25). Note: Damage only applies
to a character under the slab when it falls.

to anyone caught underneath it, but it’s only three feet thick
and may be dodged (Reflex save, DC 20). Those caught in the
dead end when it descends, however, make a nasty discovery.
The slab conforms perfectly with contours of the corridor,
cutting off the air supply. The slab remains shut for 18 hours,
after which it resets itself. Those caught by the trap will
suffer as per the suffocation rules in the Dungeon Master’s
Guide.

Lifting the slab requires a combined Strength of 35. It
takes a combined Strength of 50 to hold it up long enough
to allow someone to escape. Otherwise something must be
wedged between the slab and the floor to hold the slab up.

13. fMagical Statue

A pair of corridors meet here, extending in four directions.
A white stone statue of St. Bethesda — a beautiful, matron-
ly woman dressed in a hooded robe — stands in the cross-
roads.

(Read the next sentence only if the party did not turn the
knob hidden in the altar in Area 9).

As you approach, the statue booms at you in a loud
voice: “Welcome, brethren! And may the healing balm of
St. Bethesda ease your suffering.”

Though quite loud, the statue is harmless. The voice
comes from a permanent magic mouth spell.

The statue was originally used to begin ceremonies in
the cathedral above. It was too heavy for the priests to move,
so it remained behind when the church was abandoned.
The wormwraith managed to drag it down here, and it now
uses the statue as an alarm. Assuming the heroes did not
deactivate the statue (see #9), its voice alerts the
wormwraith of their presence.

14. Lair of the @Wormwraith

This chamber opens up in a wide hallway. The slime
trail you noticed up above on the street reappears here, as
do the strange, lavender worms. These coat the floor
throughout the hall and seem particularly thick around
the exquisitely carved wooden sarcophagus in the center of
the room.

The wormwraith awaits the party in the sarcophagus,
actually a chest of preservation (see New Magic Item). The
chest was originally one of the cathedral's most sacred
magical items. When the order departed, it entrusted safe
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transport of the device to two of its seniormost clergymen.
The wormwraith killed the pair before they could leave the
city, and it took the chest back to its then-new lair. The
remainder of the order assumed the clergymen had been
killed on the road. They lamented the loss of both their
brethren and their coveted artifact but never came back to
look for it.

The wormwraith’s alien nature allows it to remain con-
scious while ensconced within the chest. If the voice of the
statue (#13) went off, the wormwraith waits until the party
approaches the coffin, then launches a surprise attack. If the
statue remained silent, the wormwraith is unaware of r_hq
party’s presence and attacks only when the chest is opened.

The wormwraith has been using the chest of preservation
to sustain itself long after it should have perished, but the
device’s magical powers are being taxed to their limits. As the
wormwraith rises, lavender worms fall from its eyes and
ears, and several open wounds in the skin of its once-human
disguise betray the pulsating mass within.

The creature attacks violently and without mercy. It may
not survive the night as it is. All the creature cares about is
passing on its seed before it dies. If it kills one of the player
characters, it spends two rounds shooting a tentacle down the
mouth of the body, then another round expelling a small bun-
dle of worms into the victim’s stomach. Once the wormwraith
has accomplished its objective, it collapses and dies. It has no
treasure beyond the chest. A full description of the creature
can be found in the New Monster section, below.

€pilogue

Once the wormwraith is slain, the heroes may present it
to the town guard, which is sufficient to let them off the hook
for the murder of which they’re suspected. The guards realize
that the creature slew the victim they found the heroes with,
and they commend the PCs for destroying it before more inno-
cent lives suffered. The PCs are allowed to keep any treasure
they found in the crypt (minus a 5% surtax), and the guards
look upon them as trustworthy allies thereafter.

The party may want to locate the Order of St. Bethesda
and return the chest of preservation to them. This may take
some looking, as the order is quite small these days, but a
church can finally be found in a seaside town some distance
away (the exact location is up to the particulars of the DM’s
campaign). The order is most grateful for the chest’s return,
and the priests offer the heroes a reward of 500 gp in appre-
ciation.

If the DM wishes to extend the mayhem, then the
wormwraith may have actually successfully planted its seed in
the victim’s body before the party interrupted it. The deceased
is later buried in a nearby cemetery, but his body rises 10 days
after that as a new wormwraith. The creature’s first instinct is
to get out of town (someone might recognize its disguise), but
before it can manage this, it is spotted by one of the guards-
men, who alerts the party at his first opportunity. The city
may be willing to pay the characters to hunt the creature
down, leading to a cross-country chase that can produce all
manner of adventures
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Wormwraith
Medium-Sized Aberration
The uninformed believe wormwraiths to be a type of
undead. In truth, they are living creatures that occupy human
corpses. Their natural form is a huge bundle of sentient
worms, squirming and writhing with a communal intelli-
gence. The worms gestate inside the recently dead, devouring
the internal organs and bonding to the bone structure. By the
time they reach marturity, they have filled out the body and
can animate it with remarkable dexterity. They use the skin
of their host as a disguise and can pass for human while keep-
ing their true nature hidden. Many wormwraiths move amon'g
human society for years, undetected by the casual observer.
Wormwraiths attack by form-
ing tentacles from their central
bundle (which is located in
their host’s chest) and lashing
out through their host’s
mouth (or through wounds
in their host’s skin, if
their disguise is damaged).
The tentacles cause 1d8
damage each and are
coated with a corro-
sive enzyme which
causes acid damage.
In addition, worm-
wraiths can use nor-
mal human weapons
and often carry
swords or axes for
defense.

Hit Dice: 5d8 (22 hp) Cha 12
Initiative: +2 (Dex) Skills: Climb +5, Hide +8,
Speed: 30 ft Listen +5, Move Silently

AC: 12 (+2 Dex)
Attacks: 3-5 tentacles,
+3 melee; 2 longswords,
+0 melee
Damage: Tentacles 1d8
plus acid; longswords 1d8
Face/Reach: 5 ft. by
5 ft./5 ft.

+7, Search +5
Feats: Ambidexterity, Blind
Fight, Multiattack, Weapon
Finesse (tentacles)
Climate/Terrain: Urban
areas, especially near
cemeteries or graveyards
Organization: Solitary
Special Attacks: Acid 1d6 Challenge Rating: 4
Saves: Fort +1, Ref +3, Treasure: Standard
Will +5 Alignment: Neutral evil
Abilities: Str 13, Dex 15, Advancement Range: 6-8
Con 13, Int 13, Wis 13, HD (Medium size)
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New Magic Ifem

Clhest of Preservation

The chest of preservation was created in order to heal
grievously wounded soldiers and carry them safely home. It is
actually a coffin, though its creators refused to call it such for
fear of necromantic associations. The man-shaped box has
been carved out of a single piece of wood — a tree-trunk or a
great log — and is marked with symbols of healing and rest.

Anyone lying in the chest with the lid closed enters a state
of suspended animation and heals 1d4 points of damage
for every eight hours spent in the chest, though they cannot
move or engage in any other activity during that time. The
chest can also prevent a dying character from losing any more
hit points, keeping her alive until her friends can bring her to
a proper healer. If the chest is opened before the requisite
eight hours, the healing is negated and anyone within must
wait another eight hours before gaining any benefits.

Caster Level: 5th; Prerequisites: Craft Wondrous Item, cure
light wounds; Market Price: 3,400 gp.
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Alderac €ntertainment Group

Alderac Entertainment Group, Inc. (AEG) is an innovator
and award-winning industry leader in the collectible card
game, roleplaying game, and miniatures game categories.
AEG develops and publishes popular game-based entertain-
ment products, including: Legends of the Five Rings RPG, 7th
Sea CCG and RPG, Doomtown CCG, and the Clan Wars minia-
tures game. For more information on Alderac Entertainment
Group, visit the company’s website at www.alderac.com.

Open Game Content

All material in the module with a gray background is
Open Game Content, except for the proper names of NPC’s,
and may be used pursuant to the Open Game License.
Material contained in the “New Monster,” “New Magic Item,”
and “New Spell” sections is also Open Game Content.
Illustrations on those pages are not Open Game Content
and are owned solely by Alderac Entertainment Group, Inc.
In addition, to the extent any material is derived wholly
from the d20 SRD and/or the Dungeons and Dragons”
Player’s Handbook, Third Edition, such as spell names and
magic items, that material is also designated as Open Game
Content. All other content is designated as closed content,
including but not limited to: NPC and Pre-generated charac-
ter names, character background text, monster descriptions
and all other module text not otherwise required to be Open
Games Content.

Alderac Entertainment Group (AEG) reserves the right to
publish addenda and/or modification to the designation of
Open Game Content within this adventure on our web site
if either by the unilateral action of AEG, by agreement of
parties (including AEG) or by operation of law there is a
change to the designation of Open Game Content.

Legal Stuft

Dungeons and Dragons” and Wizards of the Coast”
are trademarks of Wizards of the Coast, and are used in
accordance with the Open Game and d20 Licenses.

Links to the full text of both the Open Game and d20
licenses, when available, can be found on the Alderac
Entertainment Group web site, and are hereby incorporated
by this reference as if fully set forth herein. Future versions
of this adventure will contain the entire text of those
licenses, once finalized.
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Written by: James Macduff
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Graphic Design: Mark Jelfo
Cover Illustration: Cris Dornaus
Cover Colorist: Cris Dornaus
Interior Ilustrations: Carl Frank and Cris Dornaus
Cartography: Cris Dornaus
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The Open Game License

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,

Y

10.

11,

12.

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, bul 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, dia-
logue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats,
poses, concepts, themes and graphic, photographic and other visual or audio representa-
tions; 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 identity itself or its products or the associated products
contributed to the Open Game License by the Contribulor (g) “Use”, “Used" or “Using”
means to use, Distribute, copy, edil, format, modify, translate and otherwise create
Derivative Material of Open Game Content. (h) “You" or “Your” means the licensee in
terms of this agreement.

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.

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

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.

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.

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

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 in conjunction with a work
containing Open Game Content except as expressly licensed in another, independent
Agreement with the owner of such 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.

|dentification: I you distribute Open Game Content You must clearly indicate which
portions of the work that you are distributing are Open Game Content.

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, modify and
distribute any Open Game Content originally distributed under any version of this License.

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

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

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.

. 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.

. 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.

. COPYRIGHT NOTICE

Open Game License v1.0 Copyright 2000, Wizards of the Coast, Inc.




