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The Ruined City 
by  Gabor Lux 

 
Playtesters: Zsolt Donko (Ellinger the Wise, human M-U ??), Norbert Eged (Grim-

bush Stonefist, dwarf Fighter ??), Daniel ???? (?a human Ranger?) 
 

Transcript of section I. 
 
Cross-hatched: 5% of collapse per person 
Hatched: 10% of collapse per person 
5d6 damage (15 m), gets caught on rock. 
Numbers next to doors modify lockpicking. 
 
1. Chamber leading down.  
The stairs leads to the teleporter. 
Empty, its roof is intact. Four brass doors 
lead outside, one (the Northern one) has a 
peering hole. 
 
2. Plaza 
The ground is covered with irregularly 
shaped and sized (from the size of a book 
to a table) flagstones. From the distance 
(South-East), a faint glow can be seen. 
A. The skeleton of a dog-sized animal. The 
skull and ribcage have been taken by 
someone (?). 
B. A chain hangs from the ankle of a skele-
ton, at the end a metal sheet that looks like 
it has been torn out of a wall. (This person 
escaped from the prison cell at 28.) 
C. There is a small pile of crushed glass 
next to the house. 

 
3. Column. 
The once fine column has broken into 
pieces, and now only its stump can be 
seen, as well as its top with the relatively 
intact statue of an eagle, which has only 
had its win broken off. Its weight is 10 kg, 
value ~120 gp, if cleaned, ~25 after recon-
struction. 
 
4. A location of unknown purpose, its walls 
and floor are bare, and its roof is close to 
collapse. 
 

5. The antechamber of a house. Sure, half 
has fallen off, but the chandelier hanging 
from the ceiling and the painting on the wall 
could have been a real phenomenon. 
 
6. This could be the house’s dining room, 
as much as it can be determined from the 
paintings on the walls depicting fruits. 
 
7. This could have been a pantry, but now 
there are only three dusty, but unbroken 
glass goblets in a corner. They can take 1-
1 litres of liquid, their cork is not well fixed 
in place (it could have been tampered with), 
their value is 20-20 gp. 
 
8. ?Temple? 
The chamber’s walls, floor and ceiling are 
covered in dazzling white marble. In the 
corner, an also white marble statue “a la na-
ture”. Her value is 2200 gp in knowledge of 
her ability (!!!), otherwise 100. Height 150 
cm, but she can alter it by will. Her name is 
Riana. Scene on door of next room. 
 
9. Room (!) 
Only a marble coat hanger and a stone slab 
(bed) are in the room. The next door was 
decorated with some kind of relief, but now 
only its absence is visible. 
 
10. Who knows where this corridor lead. 
 
11. Empty room. 
 
12. Empty room. 
 
13. Room, on the wall there is a fresco with 
a book. 
 
14. Room with books. Most of them are un-
usable, their pages collapse on the first 
touch, but there is one which is made of 
brass sheets. This is what is in the spell-
book: Clone, Trap the Soul, Emotion, Ew-
ard’s Black Tentacles. Price ~200 gp. 
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15. Empty room. 
 
16. Could have been a restaurant once 
(there are a few marble tables). 
 
17. Empty. On the door to 18., there is a 
plaque: Gentlemen & Ladies. 
 
18. Closet  its construction: 

 
duct (goes through plaza into chasm) 
 
19. It used to be a kitchen (only a brass 
cauldron hangs above the fireplace. Weight 
10 kg, value 3 gp. 
The ladder used to lead to the cellar, now 
hangs above the chasm. And something 
sways on it in the wind. A skeletal hand, and 
some kind of rag on it (shirt sleeve) 

 
20. The court’s waiting room. Marble 
benches by the walls of the chamber. The 
door to the nect chamber is carved with 
simple letters: “HERE LIVES JUSTICE”. 
 
21. On the high podium, there is a throne in 
a niche, with an inscription above: “LEX 
IUSTITIA” 
In the chair there is a black judges’ cap – 
magic item (as long as worn on the head, it 
adds +3 to charisma, but the wearer can’t 
lie). The benches of the witnesses and the 
accused are heavily ornamented, the rows 
of benches aren’t. 
 
22. Corridor. 
The floors are decorated with interwoven § 
symbols. 
 

23. The judge’s office – empty room. 
 
24. Empty room ? 
Pushing the left eye of the lion’s head em-
bedded into the wall triggers a blade that 
flicks from its mouth, 
THACO 3, damage 1d6. It used to be poi-
soned. 
In case of the right eye, the secret door 
swings open. Behind is a small chamber, 
inside 8 gold bars. 100 gp/piece, 3 potion of 
healing and one extra healing. 
 
25. Jail antechamber. 
On the floor, a marble plaque with inlaid 
patterns of chains. Behind the black curtain 
is an iron maiden, 1 thumbscrew, 1 rack, 
brazier, tongs, etc. 
 
26. Prison corridor. At one end, there is a 
keyring on a wall hook… 
 
27. Empty cell, in the wall there is a chain… 
 
28. Someone has torn the chain out of its 
place here: 

 – place 
 
29. Oh no you don’t. 
 
30. Chained to the wall, a chained arm, the 
remaining hand of a skeleton clings to the 
bars on the door – it looks like the bars were 
stronger… 
 
31. From a platform, a rope bridge leads 
into the darkness, its end hangs down into 
the chasm. From here, the bottom is still not 
visible (it is ~1700 m down). 
 
32. Working rope bridge. 
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Transcript of section II. 
 
1. The chamber is completely empty, if we 
don’t count the skeleton formation standing 
before the door. 
Skeletons (6) INT 0 AC 7 THACO 20 #AT 
1 Dmg 1-6 (shortsword) Magres Spec XP 
65 
Saves 
Hp 3 
 7 
 5 
 2 
 4 
 8 
The next door has a combination lock af-
fixed to it. MUST NOT FORGET the chasm 
during combat…… 
 
2. Like I/2. but a stray skeleton or zombie 
stumbles by often. They don’t attack if the 
characters don’t pick a quarrel. / / / They 
behave ca. like the inhabitants of a city. 
A. The ground here is buried under a deep 
layer of rubble, which had broken off of the 
once beautiful amphitheatre. 
B. A small statue stands on its pedestal. It 
might have depicted a human, but now only 
the stumps of its legs remain. 
 
3. The stables of the racing horses today is 
a miserable ruin. In the lobby, a slumped 
over skeleton sits in a chair, whittling on 
something… If they go inside, it attacks im-
mediately. 
Skeleton Guard (special) INT 4 AC 5 
(magic) THACO 16 #AT 1 HD 5 Dmg 1-3 
(knife); 1-6 (club) Magres 10% & Spec Mor 
20 XP 
Saves 
Hp 35, 31, 16, 14 
A. In the stalls marked L, there are a few 
horse skeletons. They do not move (inani-
mated). 
 
4. After entry, the next plaque is plainly vis-
ible (ancient tongue): INN OF THE 
DRUNKEN CARTER 
There is no other trace here. 
 
5. The ceiling has collapsed in one corner, 
rubble covers the floor in a thick layer. The 
floor is made of some sturdy ceramics, alt-
hough this can’t be seen due to the thick 
coat of dust. 

 
6. ARENA 
A triumphal arch leads into the ruined stone 
building. When the characters enter, a faint 
clattering of hooves can be heard, and they 
can see a race among three chariots. Two 
skeleton horses pull each of them, and they 
are each driven by a skeleton with burning 
eyes and wrapped in rags. Although they 
egg on their horses in an almost insane 
way, it is as if the shadow of despair was 
sitting on their pale faces… 
When they pass the southern section, they 
either look upon the box with the throne (8.) 
filled with terror, or look at the scorekeeper 
(7.) with worry. 
Anyone who falls under the hooves of the 
horse skeletons loses 1d6 Hp, those falling 
under the chariot lose 6d6 Hp. It must be 
noted that the horsemen don’t fight, but en-
ter the astral space, although they don’t do 
it gladly (see below) 
Statistics: 
Skeleton Champion INT 7 AC 3 (magic) 
THACO 12 #AT 1 HD 7+5 Dmg 1-4 + pull 
down (whip) magres Spec Mor 4 
Hp 47 (green) 
 51 (red) 
 47 (blue) 
 
7. The scorekeeper. 

 
Three tables stand on the small terrace sur-
rounded with a railing, before them ban-
ners: the colours of the three champions. 
On the tables there are two plates with lead 
shot inside. After every 10 laps, the black-
cloaked figure places one piece of shot 
from one plate into the other. If he is de-
feated, the shot can be poured into the 
other plate. 
In this case the riders sigh in satisfaction, 
untie their horses from their chariots, hop 
on their back, ride before the scorekeeper, 
bow, each throws a ruby into the vessel, 
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then gallop up the stairs in a mad rush, then 
throw themselves into the chasm. The ru-
bies are worth 500 gp apiece. 
The Scorekeeper INT 2 AC 5 (chainmail) 
THACO 16 HD 5+13 Hp #AT 1 Dmg 1-10 + 
paral. 
Hp 36, 19, 25, 13, 14 
Saves 
It does not attack the paralysed. 
 

8. Box. 
A decorative throne covered in black velvet. 
Above it, there is a plaque: “Ransen LIX.” 
“Rex Mundi”. 
 
9. Worn-away rope bridge. 
 
10-11. Good rope bridges. 
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