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A. A. Bunkerclub55 - Here We Stand, Again

HERE WE STAND, AGAIN

The power of a forgotten artefact has disturbed the rest of the
dead in the Necropolis of Huurash. Kings, Priests and Generals
have risen from the graves and now they want their old power
again, among them are also our PCs. Everyone is willing to do
anything to succeed and be the true Undead Ruler ...

PCs and NPCs

D& Rank and Bonus
1 King (+3 Diplomacy, +1 Bribe)
2 High Priest (106 Magic Items, +1 Diplomacy)
3 Chancellor (2D6 Gold Ingots, +1 Diplomacy)
4 General (106 Loyal Warriors)
5 Hero (1 Magic I[tem)
6 Moble {106 Gold Ingots)
Encounters
D& A GREEN B RED C BLUE
1 Empty Empty Emphy
2 Treasure Treasure Treasure
3 Friendly Faction Friendly Faction Ores
4 Friendly Faction Hostile Faction Orcs
5 Friendly Factian Hostile Faction Ores
6 Hostile Faction Hostile Faction Monsters

Treasure: 106 Gold Ingots.

Friendly Faction: 106 Loyal Warriors join your cause,
Hostile Faction:306 Warriors attack you.

Monsters: 106 Living Horrors, they hate undead ...
Orc Clan: 2D6 Orcs, they will not surrender,

Rooms Description

DB
1 Roval Tomb
+206 Gold Ingots
2 Hera’s Tomb
106 Magic Items
3 Shrine
Offers:5 Gold Ingots = mass heal
20 Magic Items = raise a new Friendly NPC
4-6 Commaon Crypt

Treasures and Magic Items occur only the first time you visit the
room.

Special Rooms
1: PCs start here.
2: Hostile Faction Den, Hostile Faction and 106 MPCs,
3: Hall of Heroes. Huurd the Judge sits here with his dreadful
Guards, this is a neutral area where factions meet and discuss.
4: The Temple of Warthak The Shaman. His personal guard of
4D6 Black Orcs is defending the Artefact, they fight to the
death, Will the Artefact give you back yvour life?

Turns
Every turn every party can enter a close room. Roll for
Encounter and Room Description. In a single turn you can roll
both for Diplomacy and Bribe.

Respawn
After 3 turns that a Red/Blue room has been visited it respawns,
an encounter roll is required if you back there. Green and Yellow
rooms don't respawn.

Controlled Rooms
If you assian at least 5 Loyal Warriors to a room it is considered
Controlled, and no respawn will occur. Every 5 turns roll 106 for

each Controlled Room, on 1 it has been attacked by 2D6
Warriors of an Hostile Faction.

Party
Kings, Friests, Chancellors and Mobles can control 1 Loyal
Warriar in battle. Generals and Heroes 5, a party can have up to
10 members, including PCs, and mwust be lead by a PC.
Diplomacy and Bribe bonus are cumulative in a party. No more
than 2 parties can enter the same room in the same turn,

Diplomacy
Everytime you meet an Hostile Faction you can roll 1010, if the
result is equal or lower the number of your Controlled Rooms
they are considered neutral and let you pass (it is possible to
Bribe after a failure), NFCs can be affected by Diplomacy.

Bribe
You can use Gold Ingots to bribe Hostile Faction encounters. Pay
10 Gold Ingots and roll 1D, if the result is 5+ they are
considered Friendly Faction. NPCs are immune to Brie.

Magic Items
Every Magic Item counts as 1 Loval Warriors and can be
equipped by PCs and Loyal Warriors, 1 Item for every party
member.

Combat
Use the rules of your favourite RPG for stats and combat.

A One-Page-Dungeon (2012) BY AA, - BUNKERCLUBSS - http://bunkerclubsSs. wordpress.com/
Released under the Creative Common Attribuition - Share Alike 3.0 License
http://creativecommons.arg/licenses/by-sa/ 3.0/
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Aaron Bianco - Relaxx Spa

H Wandering Mansters: ?-4 Hohgobling caming in i
‘ REIM' SDa_ BV Aarﬂn B IanGU hitgdicreabvacommons.arlicensesioy-sa3.00 start their ?2_24 hour shift " .

14. Guard Room Door: The daor is a heavy door,
but is spring loaded 5o that it can ‘burst’ apen. The
Hobgobling have ‘trained* for quick exit and attack,
Therne a slots in the door were acid can be sprayed.
Acid spraver is a special weapon connectad to the
back of the doar, and sprays 2 vials at once. When
shack team leaves the room (o (surprise’) atlack, 2
Heobgoblins will stay behind in the room o fight
‘through' the sliding windows in the door. Additional
bags and lasks (and refill bottles of acid) are a part
of their personal loot. There are also wo
thunderstones, with one loaded in a special
crossbow at the top of the door to be launched into
a crevice in the ceiling 107 away from the doar,

15. Hidden Door; Behind a Tapestry is a locked and
trapped door. If the trap is sprung, then calrops
stored behind the door (on the top half) flood the 5°
area before and behind the door. The door swings
over the caltrops and does not sweep them.

16. Administrators Office: In the center of the
raam i a cloth with 3 stones with small glowing
glyphs and faint ‘transmutation’ magic. 3 chests,
each with the same glowing glyphs can be found.
Two are 'fear’ glyphs, but will not go off whean the
chest is opened IF the proper one staneg is within
brought within 2', but WILL GO OFF if one of the
other two stones is within 5. The glyph on the third
chest will only flash a bright light, but it has a blade
trap and nothing inside. The other two contain the
treasure appropriate for 8 major score in your
campaign.

[(NOTE: The fear trap showld have them running
across caltrops AND possibly heading down the
corigar with the spike pif frap.)

Room Key to "Relaxx Spa," an old, abandoned, underground 'spa complex.'

1. Spider Threads: Thick sticky threads hang 1A-2ft down from ceiling. Birds and Bals have clearly been caught in them as they anly trap liny' flying creatures.
Othersise the spiders are not aggressive.

2. Traces of a Wall: A permanent wooden wall was once stood here, but it is now long gone and only races remain along the tiled floor and stone brick walls.

3. Living Space (small humanoid): Behind a secret door, at the end of a twisting passageway, is a full sized door with a small "door” built into the bottom hall,
Inside is a two floor loft’ (with tables, chairs, eating knives, sacks, bads, ete) with indications that there were at least tvo probably humanaid inhabitants about
1.5-2" tall, and with a thorough search, it might appear that al one lime there were as many as four {i.e. two vounglings). There are crudely made toals of natural
materials, some of which have very 'fine' edges to make them more effective than their crude appearance would seem. Dried herbal ingredients are all that
should be of interest. A thin layer of dust has accumulated on everything., A WVERY HIGH search rall will turn up a few valuable and particularly shiny coins.

4, Poles: Three piles of 10' long poles, 8 poles/pile. Other items next o the poles; waterskin (leaky), empty ration containers that have been chewed on by rats.
In & small frame, there is a broken shield set up as a ‘gong;’ it 1s located next to the wall. Words are also scrawled on the nearby wall: "Main Stafrcase leads to
& large room with side chambers, each leading off to other areas. Only searched the ones on the right side Defore ceiling coflapsed over stairs. Wait
til the damn things dies of starvation before we go down there again. If it has another exit, well then if you you're reading this - DON'T GO DOWN."

5. Animal Trap: Easily avoided and spotted. A ‘spiked wall swings down from one part of the ceiling while a heavy log comes from the opposite direction to
smash any medium animal that might wander in through the pitch black hallway. Both part of the rap are held aloft by 12° poles thal rest upon unstable rollers an
the ground, such that a brush-by from something larger than a rat will drop the suspended pieces and more than likely kill any dog sized animal are larger.

6. Debris Cowvered Floor: High humidity area with plenty of fungus growing in patches on the wall and floor. Some fungi have been eaten by rats, while other
fungi types have been ignored by them. Floor is “a bit squishy” in some areas.

7. Stone Pressure Plate: Bured under a thin layer of debris, is a small ‘step-on’ trigger. After activation, (30s), trickling water can be heard (from room Sa)

Ba. Conternplation Room: There is a raised (meditation) platform (See 8h), with a large carved “stone” chandelier above it IFf the hallway trap (7) is activated,
water will begin to flow down the 4 walls which are covered in small tiles to create a nice shimmering pattern in the water. The walls are designed far a nearly
continuous sheet of water, but age and mossifungi hawve taken their toll and now clogiblock certain areas where the water would flow. Although the water goes
it a drain system, there is same |leaking due to lack of ‘maintenance,’ sa the room 15 very humid. In certain areas, under a light layer of fungi, glowing runes
can be found that give lowlight' conditions if the fungl covering is scraped away, othenvise the room will be complately dark.

Bb. Raised Platform: Below a stone ‘Chandelier is a silting/contemplating area. The mulilevel ‘chandelier above is designed sa that walter flows down o each
progressively wider level unil the water falls onto the corners of the platform {drains). There are more 'stone’ pressure plates on the floor to tum on'off the flow.

9. Wide Stairway Down: Foof has collapsed anto stairs (Blocked). (Two Grell live down there and have another exit out of the lower chambers.)

10. Small Table (with 3 jars): One standing clearly says "Salt”, two others are on thair sides; of those two, ong has its lid off while the other smalls slightly of
orefana inside. A small woaden plank lying face down on the table has crudely candng into it, “Please Season Yourself: Your help is greatly appreciated.”
11. Obvious Pit trap: The floor was once covered in boards, but now just the supporting frame remains, While it seems that the floor is no longer positioned Lo
fall', it will take an acrobatics check to cross the ‘frame.” Due to the condition of the wood, only one medium PC can come across safely at a time. Major failure
in'acrobatics’ means that PC has lost his feet and is holding onto a main 2x4 at waist or chest height, A climb/acrobatics check is needed o get to his feet
again. There are two old (normal) humanoid skeletons at the bottam amang the spikes and other debris; one has a wide, thick balt and what appears to be
remiants of clothing. Attempts 1o search the pit bottorn can trigger two light’ crossbow raps; each will et off a thunderstone or bell in addition to firing an arrow.

12. Barrier: & junk’ barrier with lots breakable pieces, thin glass, and loose hollow parts that can potentially cause noise if clumsily distwurbed or disassembled.
13. Quiet Guard Room: 8 Hobgoblins (Trained Specialist Shock Team of 6, + 2 Room Defendars)

These Lawfiul Evil Hobgabling are very well organized and very well rained to work cooperatively; they are employed 1o guard a treasure and have high
morale/determination. They are absolutely silent at all times while in this room and use hand signals 1o communicate inside when the guard raom daor is closed,
Half of the Shock Team uses tower shields and employ “Full Defense” (no attacks) to provide a defensive wall to cover the ather 3 (who first throw alchemical
weapons and then use reach weapons (Masterwork Ranseurs) from behind the Hobgoblins using tower shiglds and "Full Defense” tactics).

The three with Masterwork Ranseurs have: Tanglefoot Bag, Alchemist Fire Bag, Flask of Acid. (Tactics: 1-Tanglefoat, 2-Alchemist, 3-Acid, 4-Ransaur)

All the Hobgaoblins have the Feals of Toughness and the Weapon. Focus(Ranseur).

The room has beds, lockers, chamber pots, playing cards, and quiet dice games using soft mats. The walls are covered in hanging tapestries (some of which
hawve minor treasure value) that help ahsorb sound.
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Aaron Frost & Mundi King - Meckwick’s Pair O’Dice

A ONE PAGE ﬂﬂlﬁm WRITTEN AND DESIGNED BY AARON FROST AND MUNDIXING  HTIP.//WWW.AIRITR.CON/

» " Untaak's Lair .

4

... MO SAOIORINN -

KWICK'S
PAIR 0' DICE

. mm Die (MD)

HHEHIEH was once a prominent wizard, but politi-
cal maneuw ering h}f long :-\hndmg rivals forced him
to withdraw from society.

Living in seclusion, Meckwick acquired the fabled

BLISSFUL HEXAHEDRON, = rare artifact of unknown
origin within which he could retreat to the phan-
tasmal utopia the artifact would create around him.

n.".'

Enthralled by the artitact, Meckwick neglected
matters in the real world, and was soon discovered

by agents of his enemies. In desperation, Meckwick SIR ROLAND IITHENA 3 'i.I'lIl'Ihl
began trapping enemies within the Hexahedron | When encountered, Balt Ore Assassin e
& PPINg ‘ the Fallen Paladin is trapped reliving a * as summoned forth

itself. Now he finds the artifact unusable as it has

. i ) stands amid piles of /% most personal act of 2% W quite by accident and
become twisted to the wants and desires of those e |’ dead elves. snge. Ilthena perceives all LA Wquickly entombed
imprisoned within, e Hlexahedron seeks to grant whu enter her domain as a mithe Hexahedron, Untaak

& Lia rvisted vision of purity... most hated enemy. will defend hiz lair to the death.

Meckwick is looking for seasoned adventurers to se the Undead table below if  Use the Goblin table below i Use the Beasts table below if
enter the Hexahedron and dispatch his foes so that lund is rolled anywhere but  [lthena is rolled anywhere but  Untaak is rolled anywhere but
he may once again escape the reality of his personal the Cathedral. Murderer’s Row. hia Tnke.
failings. UNDEAD GOBLIN DREAD
The objective of this adventure can be scaled by re- TERROR “nnnE BEASTS
quiring the party to defeat 1, 2, or all 3 of the vil- 1 Skeleton (1-8) 1 Iﬂﬂ-ﬂl 1 Glant centipede
lains within the Hexahedron. 2 &houl [1-6) 2 Hohgohlin 12-8) 2 Minotaur

3 Iombie (2-8] d Gmell (2-B) 3 0wl Bear
Each villain has a coveted item, and gaining posses 4 Shadow [1-4] 4 0rc(-8) 4 Rust Monster
sion of il (or them) will allow the players to exit the 5 Whight [1-2) . 5 Bugbear [1-3] 3 5 Huge Smider 4
Hexahadron & Spectral Child 6 Goblin Beggar 6 Sacrificial Priestess

e ) * Wil lead the players * Wil lure the players * Will lead the players

directly ta Bir Reland directiy to lithena. directy tv Uniaak.

Each time the player characters enler a new section
of the dungeon, roll the Map Die (MD) and the Vil
lain Die (WD). The M determines the terrain, and
the W shapes the setting, If the image on the WD
matches a portrait on the MD. then a villain has
been encountered.

Use the Undead, Goblin, and Beast tables to popu-
late rooms and generate random monsters.

Hvu-.u--u-----------..----.u.-u-u..'.lI “IIIIH“ nIE [“n]

ot 'Y

COVETED II[!S

: “Purity”: Sir Rolands enchanted blade inflicts
i greater damage to elves,

“WNoe & SOrmeW”; 1Tthena’s twin daggers were
i forged using a highly toxic alloy.

: “DakeShatier’: The armor crushing great-

* sword that is lodged in Untaak’s thorax.

g — Print a copy of the IIIIIIII![III on card stock. Gut out each of the
Ilml Hnmtlnmmmn era/licenses/hy-sa/3.0/ die templates, INCLUDING THE TABS. Fold into a cube and Secare.
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Aaron Kavli - The Return of the Hecate Rose

#*% ATTENTION: INCOMING COMSPAFLT TRAFFIC—PRIORITY 1***

Sending: Single Page A Analysis of Mission [aka “S.P.A 8 M." report; parenthetical items may or may net be shared with PCs)

Mission Target: 55 Hecate Rose; medium range bulk transport registered to Miska Shipping Inc. Reported missing 3.8 solar years ago; detected on system traffic
contral sensor 72,15 solar hours ago. Will not reply to Standard Comms, Mavigation Relay Instructions, or IFF signals; | provided by visual recognition and EM profile
recognition protecols, ldentity 100% confirmed,

Mission Type: Boarding action to perfarm recon, rescue, and removal of navigational threat presented by vessel. Investigate vessel's disappearance as mission allows.
Below are initial Remate Scout Drane (RSD] seans from 33" Space Wing [/ 2" Recan Squadron:

As per COMSPAFLTINT 50P, all mission threat and value assessments are assigned a level (TL) of 1-5, 5 being the highest. Estimations are based on all available
HUMINT, SIGINT, AJLANAL, and PSYINT sources. ***WARING: High Levels of Psionic Spectrum Disturbonce Detected! Use Extreme Caution! ***

Note to Cammander Alpha Team: All local intel was gathered from the on-file registry data (almeost 4 years out of date) and a single internal and external
sensor pass from RS0s from 337 / 27 Recon. The drones have not replied to any signals nor sent any updates since accessing the bridge 6.23 solar hours ago.
Intelligence Reliability Assessment: Moderate Accuracy,

Scans indicate that there is currently no internal access to cargo modules; the cargo hatch has been turbo-bonded shut by parties unknown, requiring dock

level maintenance to carrect. Bravo team will search for external access via EVA operations and recon cargo module if access is found. Bravo team 5. P AAN. sentin
separate trans mission 1o team commander.

Alpha Team insertion will be via EVA ops through aft hangar door. Airlock functionality confirmed. Disabled shuttle in bay prevents the unit's lander from
entering; tether to external load bearing structure and enter wia hangar, Access Code: TT-5904KH,

Comms &
Sensor Tower

Vessel: 55 Hecate Rose
Registration: Misko Shipping Inc.
Classification: Medium Range Bulk
Transport; External Cargo Module
Hauler

Drive Types: Sub-light & FTL
Weaponry: None Registered

Crew Compliment: 10 biological; 4
mechanical; Low Level Virtual
Bridge Interface Assistant [off-line)
Captain: M. Skevetzin

Hangar  port Engine Crew
Deck Nacelle Quarters
Engineering &

Life Suppaort

O

Avlanics &
Central Passage Mavigabion Bay

@—Cargo Hatch

Statercom

\

Captain's

Damage

Ouartars
Tactical Display Legend ;
Starbohrd Engine Control > 1 MSI Shuttle (rot responding)
I g ] i
Nacelle 5§ Hetace Rose; Misko Shipping Req. 5::;: i Cargo Manifest: Unavailable; 3 cargo
[ Access Areas modules currently attached.

Ee—
Scale: 20 meaters

Hangar Deck: Ship's shuttle disabled; see insertion cperation notes. [Shuttle controls destrayed, interior covered with dried bloed.)

Galey: 3-4 armed crewmen, strong psionic emissiaons consistent with psionic control detected. Disposition: hostile. TL-4

Damage Control Locker: CAUTION —armed illegal explosive ordinance detected. TL-5. Analysis: high probability of use against boarding parties or to use as self-
destruct mechanism. Suggest disarming device before procesding. Requisition 2 “bomb-bet” before departure if team lacks demelitions skill-set.

Engineering / Life Support Station: Status: gravity compensators offline but functional. Atmaosphere: normal. Access Code: A-33-T-5.

Crew Quarters: Three corpses hanged and mutilated. Bodies in advanced decomposition; air filtration suggested.

Stateroom: Multiple remains of arganics, each seated in stateroom chairs, Residual psionic energy detected. Active terminal detected; attempt access to company
files [ logs to help deter mine ship's recent status; target of opportunity,

Central Passage: Large amounts of caver, Twao heavily modified maintenance bats with laser weapons destroved 1 RSD before evading, still considered hostilz. TL-3,
[Bots will hide in maintenance panels until party investigates Cargo Hatch, then ambush.)

Bridge: Status: unknown, Status of RSD's: unknown, Strong Psionic emissions detected, All ship’s systems accessed via Bridge,

Captain’s Quarters: Unidentified woman dancing, no audio detected; observed skill: high. Dance genre: eratic. Na psionics detected, Schizophrenia or severe PTSD
suspected. TL 1. Nonresponsive to R3D standard questioning: attempt interrogation.

Comms / Sensor Tower: Status: unknown due ta EM and psionic interference. (A large, alien looking bio-mechanical matrix can be seen out portals winding around
tower. Bravo team is also seen, floating limply in space until party observes them. Then they start clawing madly at portals before disappearing out of view towards
the rear of the Hecote Rose, Assessment: Bravo team is under control and coming for you, Strong PSIONIC ermissions detected Trom outer hull. Subdue Brave team if
possible. TL 5.}

L L R L e R R L L LR LT
Top Secret Ultra Golf Mike {GM) Level Clearance Only: 55 Hecate Rose was purposefully jumped into deepest space by a computer virus installed by Miske Corporate

Office, ta remowve all trace of an illegal bio-chemical experiment being investigated by the authorities. Insurance claim has alse been callected. The ship ended upin a
system with a stranded, powerful psionic alien of great intelligence and age. It contrals surviving crew and bots and used their knowledge and zhip databases to figure
aut how ta jurmp back. [tis now seeking to capture a powerful warship in arder to find the race that stranded / banished It ages ago and get revenge. Will a controlled
boarding party lead it to the very warship it seeks? Tech levels can be altered to match settings without greatly affecting the adventure. | hope yvou enjoy playing...
The Return of the Hecate Rose
1 Page Dungeon by Aaron Kavli
Released under Creative Commans Agreement; hitp://creativecommeons.org/licenses/by-sa/3.0/
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Adam Barnes - The Catacombs

The Corrupted Catacombs by Adam Barnes
Years ago, after The Great Battle, the dead were laid to rest in a series of catacombs near a baron's keep. Now the =
necromancer Lusk has made the catacombs his fortress and sends undead to terronize the area, The baron offers a reward
to anyone that can stop him. Above ground is a sturdy. squat mausoleum with & lang staircase inside that leads to the crypts
below. All rooms in the catacombs are unlit unless atherwise noted. Pit Traps are 4m deep with spikes at the bottom; the
2x3m floor section will pivot to drop trespassers down and then raturn to its original position.

Welcome Hall: This long, cluttered room is lined with skulls and other banes. The first pillar is fallen causing the ceiling to
sag. The 8 skeletons here will attack anyone not giving the password. Once combat starts, two other skeletons will step out
of niches at either end of the room to lock and bar the doors from the outside. Then poison gas will pour into the room from the mouths of two of the wall-
maounted skulls, The gas is heavier than air, 5o the first turn covers the flaor to 1m depth, the second to 2m, and by the third tum the gas will fill the reom,
The gas can be slopped by plugging the mouths of the skulls, but the skeletons will fight until destroyed.

Ghoul Yault: This sunken area holds 12 ghouls and has water percolating through it 50 only a mater wide ledge along one side is dry, the rest is slimy mud
and smells overpoweringly of rot; anyone failing a constitution check will retch uncontrollably.

Blood Vault: This room has several dried humanoid husks in it and a large pool of blood in the center. The pool is an atavistic monster spawned in The
Great Battle; it is not unlike a murderous water-elemental composed of blood. A Ring of Protection lies in the middle of the pool.

Husk Hall: The hall is full of desiccated corpses stacked like cord-wood. They are highly flammable being so dry; any firs here will suck the axygen out of
this and the two adjeining rooms. The husks crawl with beetles that will swarm over any intruder; they are iritating but harmless. A scroll with 3 Healing
spells lies hidden in here.

Statue Hall: A magic chandelier illuminates statues of war heroes. One statue at each end is a golem that will attack defilers,

Flickering Hall: A pair of will-c-wisps and 4 undead shadows play a game together of taunting victims before killing them, with the help of the 4 pit fraps in
this hall.

Deserted Hall: The ceiling sags dangerously as two of the pillars are fallen. If another pillar is damaged, the ceiling will collapse. A specter unafraid of
being buried roams this hall. The magic hammer Pile-Driver is wedged in place o support one of the pillars.

Crypt Hall: Piles of banes in open sarcophadi line the floor and walls. A tripwire 5m into the room will drop a portcullis across the entrance, At the far end
are B skelelon archers whao will fire on anyene not giving the password; one has a +1 magic bow. Any living creature Irying o cross will be grappled by
skeleton parts coming from the sarcophagi and walls - treat these as half-strength skeletons with limited movement.

Moldering Hall: The 6 zombies here are infected with yellow mold so that any blow will cause the mold o explode with spores,

Prisoner Hall: Guarded by 4 skeletons in this filthy hall are shackled peasants and livestock used for foed and sport.

Warrior Hall: Part undead barracks, part armery. There are 6 zombies and 24 skeleton warriors in here. One zombie has a corroded looking magic sword,
the Blade of Rusty Doom that destroys metal armor on contact. Lusk will keep his warriors near to defend himself rather than send them into the catacombs
after intruders. If he heroes arrive in this room before facing Lusk, ane of the zombies will mation the heroes to follow so they can meet him. If the heroes
altack, the warriors will retaliate.

Collapsed Halls: These halls have caved in and are impassable. At the front of one lies an abandoned pile of excavation tools,

Sinkhole: The floor of this room is dominated by a sinkhole down into soma subterranean caves. Few creatures vaniure up from the caves, but thereis a
giant spider and a dozen just hatched babies that will go after any fresh meat. Who knaws what lies in the cavems below...

Throne Vault: Lusk has his lair in the furthest crypt, originally used for dead titled knights and such. The room is and is ornately carved and decorated. Itis
lit by will-o-wisps trapped inside skulls mounted on a chandelier. Lusk has a throne made of bones in the center of the room. It is enchanted so that anyone
sitling in it takes anly 14 damage from attacks. Along two of the walls are tables with various necromantic spell compaonents, When the heroes arrive Lusk is
sitfing in his throne and will have & table lzid out with feod and wine and invite them lo dine wilh him, as he so rarely has company. He has a bone golem
bodyguard with 6 arms (3 attacks per action).  The undead from the Warrior Hall will be lined up just outside the door wailing for his command if they are still
around. Lusk will try to recruit the heroes against the baron, promising richas and claiming the baron is corrupt, but mostly he just wants to get them to drink
the poisoned wine realizing that anyone who has made it through the catacombs is dangerous so he is hedging his bets. Lusk will take the first drink since
has already taken an antidote; there is more antidote left among his spell components.  Whether or not they drink, Lusk will ulimately command the lights

to douse and they will fight in the
dark [he wears a ring of IR Blood —
Vision). He will attack with spells = 2m wide 2m Vault Husk Hall Collapsed Hall |: Thrang :|
and his Wand of Bone Rending, high Corridor Vaul
staying on the throne as long as
possible although it is a simple .
matter to pull him from it. The 3 * =Pit Trap
alcoves off this room serve as
Lusk's bed chamber, larder, and Stairs Up &2 Deserted Hall Collapsed Hall g
treasure room respeclively. = 5‘-
Having looted the Catacombs and ‘L Welcome Hall -i' ‘3' - T
surrounding lands, that treasure a4 =
must surely be rich... Vaults are 10x10m with o
= arched ceilings 6m high at the Flickering Hall Crypt Hall )
zenith,
Halls are 20x6m with a single 5
row of pillars down the middle \ Ghoul h;:':'
wyl?_w 4m to support a 3m high b ot Moldering Hall Prison Hall Vaull
cailing.

This wark is licensed under the Creative Commaons Altribution-ShareAlike 3.0 Unportad License. To view a copy of this license, visit
hitp:/icreativecommons.org/licenses/by-5a/3.0f or send a letter to Creative Commons, 444 Castro Street, Suite 900, Mountain View, Califomnia, 94041, USA,
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Alan Brodie - Splashdown in Fiend’s Fen

SET UP
A month ago, a strange object plummeted
from the sky and crash-landed in the
heart of Fiend's Fen. Now it lies partly

submerged in the boggy pground: a
crystalline cube, 50 feet on a side, pearly
white but tinged also with a weird,
unearthly hue. At night, it glows softly. A
constant, low-pitched hum  emanates
from the alien spacecraft.

& srall tribe of Frog Folk native
to the fen worships the “Sky Box™ and 8
well-camouflaged warriors with barbed
spears will attempt to drive intruders fram
the area. Their leader wears a necklace
with a nugget of gold worth 24 gp.
Superstitious awe prevents the frog folk
from going aboard the craft.

THE CUBE

The craft is made of an unknown
crystalline substance, impervious to harm,
Even diamond won't scratch the stuff
Inside, the floor, walls and ceilings all
radiate a soft light = white with a tinge of
that other, alien colour. Ceilings are 15
feet high throughout the craft.

Doors are eight feet high and
four feet wide. Thay may not be forced
open. Each door is featureless apart from
a complex “handle” resembling a matrix
of coloured sguares, set into its centre,
The matrix must be manipulated correctly
to open the door Rolls to open doors
aboard the craft are 2 in & as usual, but
modified by a character's Intelligence
rather than Strength.

LOWER LEVEL (1 square = 5 feet)

1/ Entrance: A lowered ramp leads from
the fen to the main hatch, which stands
open. Within is an airlock with three
doors.

2/ Storage: Shelves support warious
objects — studded metallic rods, crystal
ovoids, coils of stretchy gelatinous tubing,
ete. — whose purpose is utterly obscure. A
cubic box contains smitheresns of crystal
and a fist-sized chunk worth 130 gp.

3/ Recreation (?): An octagonal, vat-like
bath is filled with Ochre lelly. A coloured
matrix on the wall maintains a field that
keeps the jelly cool and quiescent. It will
fight if attacked or if the field is
deactivated {4 in & chance) by someone
meddling with the matrix,

4/ Control: A lectern-like structure's top
surface  is  covered  with  a  highly
complicated matrix of coloured sguares.
Loops of tubing spill from a burst panel
near the floor Fiddling with the matrix
has a 2 in b chance of evoking an instance
of random strangeitude (see below).

5/ Study: A workbench supports a bulky
hemispherical object made of darkly
glowing crystal. This alien computer is not
designed to  interact  with  earthly
biological bodies or brains. Anyone
touching it must save vs. wands or fall
unconscious for 2410 minutes. When they
awake, they must re-roll their Intelligence
score, Their neural pathways have been
realigned, for better or worse. Any
memorised spells are lost and must be re-
memorised. Characters who continue to
touch the object must make a new saving
throw each round.

UPPER LEVEL (1 square = 5 feet)

6/ Engine Room: A spiral staircase (with
risers slightly higher than the human
narm) leads up to a space filled with softhy
glowing panels and absurdly complex
matrices. Many of the panels have been
opened up, their pelatinous puts spilling
out onto the floor Working at repairing
the craft's damaged systermns is its lone
surviving crew member, a mineral life-
form resembling a Living Crystal Statue of
a humanoid. It does not welcome
intruders, especially  if  they have
interfered with the craft or its contents. If

Return to Index

destroyed, it shatters inte a million tiny
pieces but one fist-sized crystal chunk
remains, worth 150 gp.

RANDOM STRANGEITUDE
Roll 1dG every two turns. A roll of 1 means
something weird happens, Roll 1d4;

1f The background hum changes pitch for
1d10 minutes, then returns to normal.

2/ The light brightens (1-2), dims (3-4), ar
goes  out  altogether (5-6) for 1410
minutes.

3/ Reversal of gravity. Everyone “falls" to
the ceiling and takes 1dé damage. In 1dé
turns, it reverts to normal. Characters and
objects fall again.

4f The damaged hyperdrive unit tries to
fire up, The whole craft shudders and
whines. Everything and everyone begins
to fade from wview, becoming slightly
transparent for a few alarming moments
before returning to normal.

COMPLICATIONS
1/ The craft unleashes an alien plague
that turns people's organs into valuable —
but sadly non-functioning = crystal,

2§ The craft was transporting stasis
crystals, which have shattered releasing
their xenomorphic contents: Gelatinous
Cubes, Rust Maonsters, etc.

3/ The craft is merely a scout for an
invading crystaloid armmy.

Made by Alan Brodie for the One-Page
Dungeon Contest 2012
http: fclawcarver.wordpress.com/

Released under the Creative
Commaons Attribution-Share Alike 3.0
licence

y=sa/3.0/




Andrew & Heleen Durston - Time-Shear

(hatpeifereativecommons.orgllicenses/by-sal3.00) O

Time Shear

Daerin hit it with his pick and all hell broke loose.
-- Durin Stonedelver, Foreman

In the depths of a mine, Dwarves unearth a source of magicks.
Striking the object causes an explosion of energy tearing rifts in time
and space. Worlds overlap. Can you rescue them?

An adventure for 3-4 4" level PCs.

O

2012 Andrew & Heleen Durston

Time Shear
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Ancient Dinosaur
Terror

Area: A clearing in a
dense hot and humid
primitive jungla.

Encounter;

(B) 2 Deinoychus CR3
hidden in brush

(C) 1 Pteranodon CR3
over clearing in air.

Future Robot

Hazard: DC 20 vs. Manace

Intelligence else lose
YOLIF way in the
vegatation,

Area: A gleaming
metal and stone

O

tunnel, crisscrossed
by wallways. Every
minute a high speed
train zooms thru,

Encounter:

(D) 2 Mecraphidus
CR3 ane under each
walkway

(E) 2 Clockwork
Warrior — at doars

Hazard. DC 20 vs.
Strength else sucked
off platform by train.

Atomic Undead Wasteland
Area: A clearing, betweaen ruins filled by a constant storm of hot dust and sand.

Encounter:
[F] 4 Hell Hounds CR3 — scatterad about, controlled by (G) 1 Dust Wight CR 3

Hazard: DC 20 vs. Constitution per round else 206 Radiation damage
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André Bogaz e Souza - Temork’s Descending Dungeon

Temork's Descending Dungeon — Levels 1 to 10 (side View) sy andw Bogaz e souza

1 | This is a vertical dungeon. There are no
ladders or stairs leading to any room,
except where noted.

1 Wandering Monsters

L Anytime the adventurers visit a room they have
|| 1 already explored, there's a 50% chance there will be
| i i a new monster thara, Raoll 1da.

1: Ahuge spider
.—-r — S . | S SR ZZAhUgE lizard
. % 5c 3: Either a huge lizard or a huge spider, and a dark
Sa 1 Sb elf riding it, with an uncanscious child in a bag
4: Arival party of adventurers (evary olher tima this
number is rolled, use number 3 instzad)
5: A basilisk
& &: 1d6+3 gargoyles, carrying & human or elf for

b : Wanda's lunch

Lighting
There's no sunlight in any raam.
Ia i 8a ! : Room 1 has 4 larchas, ang in each wall.
R i Areas 5a and 5b are lit by an ever burning magic
' I fire in the middle of the rcom. This fire produces no

heat nor smoke,

i) Room Ta has a lorch burning near the wnnel o
- | | raom Fh.
i ) Room 10 has dozens of candles burning on the
i 1 * walls.

@
=)
0

| R ] Hook 1: The adventurers learn aboul missing
I people, including children. They are old they were
taken by orcs. The hamlet's drunk will tell the party,
] if asked, that they were actually taken by huge
i 10 } spiders.

! Hook 2: The panty is sent to hunt an avil dwarf
mage called Temork, who got his legs cut off in a
failed assault against an elven city.

Room Key

1. A square room just below the ground with a hidden entrance in the ceiling. Five orcs guard this room. One stands in the middle of the room and attacks
strangers who venture in here. He wears a heavy plate armor and an amulet that protects him against fire and altacks with a huge two handed axe. Each of
the athers stand in & corner, behind a small barficade, and throw exploding flasks to burn down intruders.

2. There's nathing but two holes on the ground in this round room, The hole on the rght is shut tight and can only be opened by someone very strong. The
ona on the left is oiled, whoever gets to close has a chance of slipping and falling down through the illusicnary floor in room 2 to the ogre’s cage in area 5a.
3. There's a hola in this small, square room. The hole leads to area 5a and is hidden by illusionary flioor. Lizards the size of a dog often come here fo feed
fram spiders of the same size. Thera's a 50% chance 1d6+1 such lizards will b2 here at any time, and a 25% chance there will be 1d4 such spiders aswell,
4. The flaar of this square maom i5 & frap. As soon as anything heavier than a cat falls an it, hundreds of small, flesh-eating spiders will be releassd in room
2. These spiders will eat anything but other spiders and whoever happens to be riding a spider. If the characters don't notice the spiders in their descent,
they will find them when they returm. This trap does not automatically reset. Any noise in this room will bring the dark elf spider riders from area 5b.

5. This iz a very large, square room which is divided in two (23 and 5b) and has a secret door leading to a very small freasure room (5¢).5a. This is a cage
where a female ogre called Wanda lives, There are no doors the ogre might be able Lo walk through anywhere, she was broughl here as a baby, Her cage
takes about ana-third of the room. Sha is vary aggrassive and will attack and eat any living thing that entars her cage. If she gats anagry enough, she might
break through her cage and engage enemies elsewhere. She is too big to leave this room. There are skeletons all over the floor. There's alzo a secret, tiny
chamber behind Wandas bed {which is a comfortable pile of bones) in which the key o area 5c lies on the floor, next to two electrfied keys. Anyone who
touches one of those keys takes damage equal to being struck by a lightning bolt. Sb. There are three dark elves here and they ride giant spiders. Two are
amed with whips, crossbows and lances, while the third is a necramancer. If anyone gels in area 5a, the necromancer will rise Ihe skelelons to help
Wanda kill the infruders. The dark elves try to stay away from meles combat by riding thair spiders to the walls and the ceiling. They flee downwards to
room &a if any one of them dies. 5¢. The secret room's secret door is locked and protected against magic. This is a treasure room with a chest gold and a
small box containing 3 amulets just like the cne the orc in wom 1 has.

6. This is an intersection wheara the lunnels leading to rooms Ta and Ba lead. The floor is & trap that locks the door to mom 5. Thera's nothing special in tha
twrnnel o roem 8a, In the wnnel o room Fa here are slairs, Stepping an the last slep causes the enlirg slairs Lo crumble,

T. This area is divided in room 7a and room 7h. Ta. This room has a very thin layer of acid on the floor. The acid doesn't damage the stone. Anyvone falling
or stepping an it will take damage. Also, if anything enters this rmom, 1d6+9 gargoyles to come flying from mom 7h. The gammoyles fight to the death. Th.
This room looks like an artisan's shop. There are many gargoyles of many shapes here, but they weren't animated yet. There are lools and magical
componants here which might be useful for a mage who wants to crafl his own gargoyles or golems.

8a. This round reom is some sort of pool. It has water up to 5 feet high. A dozen hungry flesh-eating fish with sharp teeth swim in the water. A dark elf
ammed with poisonad darts rides an acid-spitting lizard on the wallz. He will stay away from danger. If the spider riders from room Sb fled, they are hare
aswell. There's trap-door on the floor that, if opened, will cause all the water in this room ta fill room 8, which is empty and has nothing of interest,

9. This round room has glowing runes all over the walls. The unes are elecirified and will damage anyone who touches them. There is a big trapdoor in the
middle of the floor and a sacret, much smaller trapdaar 6 feet away from it If anyane trigs o opan tha bigger trapdoor, all water fram raoms Ba and b is
poured in the room and becomes electrified by the runes, causing electricity damage to anyone who touches the water,

10. This huge round room with a very high ceiling is Temork's lab. All his experiments lie on shelves on the walls. On the floor, only a brown carpat. The
biggest surprise here is Temork, & dwarf mage who's a spider from his waist down. By speaking a magic word, Temork causes the carpet to erupt in flames,
burning anyane on the ground until the magic carpel is deaclivated. Temork has lons of potiens and magical stuff on the shalves, which he will use against
any intruder until he dies. This lab is all far him and he will fight to the death. He attacks from the walls and the ceiling.

hitp:/fcreative commons..orglicenses/by-sa’3.0/
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Andrés Cuesta - Hellmarsh Monastery

HELLMARSH'S MONASTERY by Andrés Cuesta 1 square = 10 ft

er Wandering Monsters
1. Swampfolk (Lizardman)
2. Goblins
| 3. Sluggoror the damned
== I == e == i | 4. Skeletons
] _ i T T 5. Giant Spider
=t —HH= 6. Bandits
12 11 _ Lidh 7. Witch, laoking for her cat “Merloth®
' | B | | !I E . 8. Clueless Ghast. He doesn'l remember he's
| ' j{ | dead.
1 | } ok
o 5 [[=  Legend
! = ‘f,"__ S — Secret Door
LE | ' ! % G — Concealed Door
E j 1| W - Fit in floar
| B 'y
\—_,‘. 3
v VEE gl B History
-’ L i A former bastion of light, the monastery in the marsh,
A lies now in ruins. s unknown why this place
_,.:”"' succumbed to the darkness, some people say that the
3 last abbot went mad and murdered his brothers while
others say that the monks became corrupted by the
same abyssal forces they watched over. Amyway the
monastery is currently roamed by a degenerated race
—] of swampdwellers, bandits, goblins, the undead, a
T doomed wizard and, of course, advanturers.
— sl hal
Room Key

1. Entrance: Behind a rusted gate, a muddy path flanked by swamp waters leads to the monastery entrance. 1d3+1 Swarmpfolk
roams below the waters waiting for the sigh of intruders.

2. Cave: Hidden in the mountain this cave is half flooded, A forgotten treasure lies buried below the waters. 1 Giant Lizard lives there,
3. Vestibule The door is blocked by a pile of rubble. Giant rats

4. Riddle Room: There's a graffiti between the doors "Some iry 1o hide, some try 1o cheal. but time will show, we always will meel. Try as you
might to guess my name, | promise you'll know, when you be my guest. Who am 177 In the floor next to the right door lies a skull that hides a
small emerald, The pit trap behind the left door ends in a half flooded chamber full of skeletons (1d6+1).

5. Kitchen: A dark and gloomy kitchen full of dusty furniture. There’s a 2 in & chance to encounter 1d6+1 goblins, The oven hides a
half burned chopped hand that still holds the key of the scriptorium.

&. The Well: The bucket is missing, 30 feet below a pile of skulls rises above the half- flooded chamber in which an ogres lives.

7. Goblin's Hideout: The goblins dug this chamber so they could steal food from the kitchen. There's a hole that could lead to a
goblin’s labyrinth sublevel (1a). 1d3+1 goblins

8. Fratery (Dining room): The body of a former monk, his head cut nose bridge up, lies dead at the end of this large chamber, The
corpse is actually an undead. (The creature is blind but can smell living creatures up to 20 ft.)

9. Chapter House: Files of bones and ashes lie scattered through the room. If disturbed the piles start to gather into a mass of bone
ashes and rubble, a bone horror creature (HD 3, SA: engulf 1d3 dmg/ round).

10. Empty Room: A full plate armor decorates this chamber. Perceptive characters may notice the armor has 2 left hand gauntlets.
11. Abbot's Room: A heavy desk hides the abbot’s diary.,

12. The Chapel: The Swampfolk turned this chapel into a sacrificial chamber for the demons they worship.

13. Empty Room

14, Cloister: The vegetation has grown boundless at the courtyard. Two sentient trees live close to the beheaded statue of a champion
of ald. The tregs are malevolent in nature and love to play riddles and pranks with their visitors.

15, The Pit: A deep chasm opens at the north of the monastery. Just 10 ft. below the characters can see a ledge with the corpse of a
former monk. Deep in the chasm it's possible to see entrances to deeper levels in the dungeon.

16. Scriptorium: Books attached with heavy chains to lecterns (reading desks), most of those ruined by time. The north wall of the
scriptorium hides the entrances to the relic’s room. 2d4+1 Skeletons.

17. Relic’s room: Among gold and jewels two relics stand apart: A runic lance and a book. The former is a powerful magic weapon
associated with law, the latter is a black grimoire called the "The flea at the door knocker”.

18, Dorter (Dormitory): There's a bookcase hiding the door that leads to the second level. The first time the characters discover this
concealed door, they will see the Sluggoror emerging from the stairs at the end of the corridor (HD 4+1 Dmg 3d4). The Sluggaror is
the remnant of a powerful Wizard turned into a giant slug like creature. This monster is pretty slow but still dangerous if confronted
(HD 441 Dmg 3cd4). IF killed, the Sluggoror will reform at a random location (roll 3d6) in 1d3 weeks.,

hitpsdfereativecommans. orsflicenses/hv-sa/3.0¢
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Benoit - The Moriah Museum of Dwarven Artistry

The Moriah Museum of Dwarven Artistry

What secrets could a long lost dwarven city hold?

-',": =
VRZTNAN

Background:
Deep beneath the jagged peak of the mountan only known as The lee

Titan lies the lost dwarven city of Moriah. It was at one time the center of
dwarven mining industry and gem trade. Then, at the very peak of the
cily"s influence, the mountain suddenly explidded in liguid Gre, Magma
and carthguakes destroved most of the city in the span of a few hours, and
those that escaped were lucky to escape with only their lives. The lee
Titan has long since gone dormant, and the memory of Morah exists only
in the most obscure tomes of history, Though the eruption destroyed large
swaths of the underground city, there stll exist areas that remain largely
untouched since the day the mountain exploded.

Area 1: Entrance

Four eolumns frame 1 massive stone double doors coverad in bas relief
carvings. Musenm of Dwarven Artistry is inscribed in the arch above the
doors. The arch is badly damaged and looks lopsided: in fact, the damage
Lo the arch has jammed the doors shut.,

Area 2: Fover

In the center of the fover stands the statue of a dwarf in ancient artisan
garb, hands outstretched in welcome, There are passages leading north and
south that terminate in circular rooms. To the south, a sculpture of a
mining pick stands atop o pedestal, An inseription arouncd its base in
ancient dwarven reads Respect through fmdustrv, To the north, a sculpture
of a cut jewel stands atop a pedestal. An inseription around its base reads
Peace throngh Trade.

Area 3: Entry Hall

Six huge pillars suppon the vaulted ceiling of this hall. It is decorated in
frescocs depicting daaly Life o the eity of Moriah, In the aleoves (o the
north and south are fountains carved oot of the walls in the form of fierce
dwarf faces. The fountains are fed by a spring, and siill spew fresh water
out of the fountain's mouths and into their basins,

Area 4; Basement Storage

The secret door accessing this area was seamlessly integrated into the wall
for acsthetic reasons, Al the bottom of the stairs lics a storage room whose
northeast wall has collapsed. A pool of putrid stagnant water covers most
of the floor. There is a stack of crates standing in a puddle of what looks
like oily, thick slime. Several bales of straw. used for packing, are stacked
along (he north wall,

Special Features: Combat (slime); Treasure imundane supplics)

Area 5: First Floor Fall

This hall continues the frescoes from Area 3. There are two storage closets
in this area whose doors have been disguised as part of the frescoes.
Special Features: Treasure {mundane supplies)

Area 6: Room of Gemstones

Perfectly cut gemstones sit on tables, covered in a thick layer of dust.
Signs are posted throughout the room in ancient dwarven stating Please do
nof tonch the pemstones, Guard statues stand in all four comers of this
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room; they will animate and attack anyone who trics to take gems. The
statues cannol be destroyed, merely disabled for a shoet period of time.
The room bevond Arvea & is collapsed, blocking access to further rooms.
Special: Optional Combat (Animated statues); Treasure (Gems)

Area 7: Mining Exhibit

The three aleeves in this room each hold a life-sized diorama of dwarves
in the various stages of mining, with descriptive placards: cutting a new
mine, active mine engineering, and safely closing a rmine, Some of the
mannequins are toppled, and all are covered in cobwebs,

Area §: Research Library

The sceret door accessing this room was scamlessly integrated into the
wall for aesthetic reasons. The library holds a vast amount of historical
information about Morah, as well as maps detaling the locations of
several gem mines near the city.

Two restrooms and a wailing area. Each restroom has 3 chamber pots,
Lifung the hd of a pot reveals a small sphere of annibilation. One of the
chamber pots lies smashed, and its sphere of annihilation now hovers
freely where the pot once stood.

s 10: Architectural Pillars Exhibit

This room is ull of columns displaving different siyles of dwarven
column work. These columns do not reach the ceiling, and do not support
anvthing.

Area 11: Empty Room

This room is completely empty. The floor has no dust on it, and there are
no cobwebs in any of the comers. There are no frescoes or carvings on the
witlls, nor are there any ormamental pillars, The air s completely sall, vet
smiells fresh somehow,

Area 12: Dwarven Portraits

There are three separate chambers in this area, On the walls of all three of
these rooms hang porraits of dwarves. The chambers closer to Area 14
feel much hover than the resi of the museum. Across the back wall of one
of the chambers hangs & giant spider web; a ghostly spider has taken up
residence here.

Special Features: Combat (Ghostly or Phasing Spider); Treasure {art)

Benches line the walls of this room, In the center stands an emply
pedestal, not unlike the one that stands in the entrance w the muscum.
There is no evidence that a statue ever stood here,

Area 14: Collapsed Room

This room is unbearably hot because of its proximity to an active lava
flow. There is an inscription over the entrance that reads: Oy ####s
“Engncraft throg™® @99 %aeg This room has collapsed completely,
blocking access to further rooms.

One Page Dungeon by Benoit: www. Roving BandOMvisfits.com
Released under: hittp:/fereativecommons.oreflicenses/hy-sa/3.0/
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Berin Kinsman - The Shimmering Portals

The Shimmering Portals
By Berin Kinsman

The player characters enter from the trap door above the center of
the room. If they fall, they take damage from the 10 drop.
Otherwise, they can climb down normally. It is a plain stone room,
15'x15’, with a stone floor and a stone ceiling. There is a doorway in

the center of each of the four walls, with no door but a bluish,

-
shimmering light like reflections on water filling the space. :‘!';Tfﬂmf in ceiling
_ i _ { Force field in doorway
As soon as the first character touches the floor, the first orcs runin 5 [ Orc ob

from doorways 1 and 3 (north and south), one from each doorway,
swing at the character, and keep running out the opposite doorway.

= = Bunning pattern

On the second round, one orc runs in from doorways 2 and 4 (the
east and west doors), take a swing at a character, and run out the
opposite doorway. All of the orcs are identically dressed, making it
difficult to determine how many orcs their actually are, and it should
be timed to make it appear, at least initially, that there are only the
same two orcs running through dimension doors or similar portals.

This continues, with orcs running in from the north and south on
odd-numbered rounds, and from the east and west on even-numbered rounds.

The doorways have force fields on them, and cannot be passed. Dispel magic will take down the specific
force field itis cast upon. The orcs move freely due to special amulets they wear. The stone around the
doorways is old, and the doorframes have been poorly installed, so it is possible to punch through the
wall around the doorways with a moderately challenging, not-too-hard but not-too-easy Strength check.

There are actually a total of 8 orcs. They queue up in the hallway and take turns running through the
room. They always follow the pattern as shown in the diagram. It takes one round to run from the
doorway they exited to the next doorway they enter. Any individual orc only runs through the room
every 4 rounds, giving them two rounds to catch their breath. If the orc ahead of them in the queue has

died, they will keep running so there are always orcs entering and exiting the room every round.

In the northwest and southeast corner of the outside hallway stands an orc shaman, who can heal
wounded orcs as they pass. Each has a total of three healing spells. Once all of their healing spells have
been cast, the orc shamans leave the area via the nearest passageway. After four of the running orcs
have been slain, the other four will stop entering the room and will also leave the area.

This document is released under a Creative Commons Attribution-ShareAlike 3.0 Unported (CC BY-SA
3.0) http://creativecommons.orgflicenses/by-saf3.0/

Return to Index




Bill De Franza - Goblin Well

GOBUN WELL For One Page Dungeon Contest 2012 By: Bill De Franza

Setting

On the outskirts of town {(any town) lies the old
well house, a simple shelter with no walls and
a thatched roof. The well is very old, and the
wellhead and shelter have been rebuilt sevearal
times in the well's history, though the shaft has
never been maintained and the stones lining it
have begun falling down the shaft into the
aquifer below. Unbeknownst to the townsfolk,
this reveals several nalural caverns that
intersect the well shaft. A 10 gallon bucket is
raised or lowered by a loop of chain draped
over a rounded crossbeam in the roof. The
chain loop descends all the way to the bottom
of the aguifer in area 8.

Adventure Hooks

* The PCs stumble upon the well while lost,
and find the water is fouled with frogs, fish
or small bits of human remains. Perhaps
they hear a cry for help from below...

= The townsfolk hire the PCs to investigate
the well because it's fouled as above, orto
find someons who went missing two days
ago while fetching water.

* The PCs are sent to see if the well needs
repairs and stumble upon the goblins.

Expansion ldeas
+ What are the gobling mining for? The GM
could expand area 3 or the western hall of
area 7 into a dungeon or a gold mine.
« Perhaps some insane patron has sent the
gabling to explore the ledge (area 9) and
retrieve some eldritch relic...

Background:

A band of goblins (or other small weak monsters) have discovered that the walls of the well shaft have several spots where the
stones have fallen loose. Using the chain to descend into the well, the goblins have taken residence in the natural caverns and
even expanded them in several places. Now they enjoy the well as a hidden safe haven, emerging at night to raid the town and
its environs while they enjoy safety during the day and a plentiful supply of water. Meanwhile, the townsfolk wonder why their

pure well has suddenly become foul with mud, muck, even frogs and garbage.

1. Guard dog: as a puppy, the goblins cut its throat so it can't bark. Now full grown, the dog is mean and silent.

2. Goblin lair; 2d12 goblins live in this cavern,

3. Mining shaft: The goblins have begun mining the east wall of this cavern, dumping the rocks and seil they remove down the well shaft
to dispose of i, along with their bedily filth and other garbage.

4, Meat: The goblins store food here, mostly buckets of grains and many cuts of lamb, dog, squirrel and fowl and buckets of frog legs,
mostly pilfered from the local town or forest. None are fresh, though none is spoiled because the cavern is cool from beaing underground.

5. Awall of moldy straw and other litter hides a tiny shaft that connects area 1 with area 7 about 20 feet below. An easy search or find
check will reveal it, though human-sized characters can't fit through the tunnel.

€. Spider Hole: two or three gobling hide here with bows and arrows and can fire on the PCs in area 7 or anywhere in the well shaft itself,
though any missile fire from or at these goblins has 2 cover. Any missing people/prisoners the goblins have will be bound and gagged in
this cave, and the goblin archers will toss the prisoner(s) down the well shaft into the water in area 8 if they are losing a fight.

7. King's cave: The goblin king (thrice as strong as typical gobling) is found here with his concubines (1d3) and guards (2d4) (guards are
twice as strong as regular goblins). The king may flee through the tunnel at area 5 up to area 1, then ride the bucket chain up the shatt,
and chop it apart to strand the PCs in the well. His concubines will hide in the hall to the west of area 7.

8. Aguifer: the large pool of (once) clean water for which the townsfolk use the well. It is fed by a tiny spring to the east of the cavern.
Since the goblins have taken residence, they have fouled the water with filth and mud. The goblins also breed huge mutant frogs and
weird little fish in the water. Any fall into the water inflicts damage as only a 10 foot fall because of the watery landing. The GM may allow
falling PCs 1o attempl to grab both sides of the chain loop ta halt their Tall.

9. A natural stone ledge rises above the water level. On il, any prisoners dropped into the water by the gobling may be hiding, or the GM
may plant an ancient forgotten shrine to some unspeakable god-thing that dwells in dank darkness. Perhaps the goblin's residence in the
well has awakened it? Inpeffereativeconumons org/licenses/fy-sa/ 3 00
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Boric Glanduum - The Ebony Obilisk of the Snail Demon

Watery Palace of the Qoze Behemoth--Level 2: 2012 One Page Dungeon Conrest entry by Boric Glanduum

Thf_' E.I_'J';_'ll.'l!-r OIJ Eliﬁk Ur I ht‘ Sl'l.ﬂ 11 ]_-)t'mun l:_I'.[r‘.‘;,".-"rhn."dI'.':II".'f'nhl'r‘ﬁn\_'lI!l.ljl.'l.l'ljn)-ﬂ.‘-m[ coimn — botie.planddum 1 gmail.com

[2¥]

4a-i.

4j-k.

.

— Room Kev:

I. Entryway: Damp stone steps lead down from che ruins of a
forgorten remple above. Through the heavy iron doors, the
entryway 15 lined by 7 statues i aleoves, The statues
represent homaneid manmilestarion of the servans of he
Snail Demon, Urosh cthe T'ringniﬁccnr. The &% aleove is
empry because seven is a h:-l}- number and che rigllth alcove
is to house Ulrosh at his return, Each starue is a humanoid
srone golem with a slug in place of feer, cach one halding a
dilferent melee WL '['||r:.-' will l]shl il disturbed or il
activated by a Clene of Urosh, Six other golems st a
various |>|.1-cr.-c |]1|1m5||. the er|>|f. The floor .~.]n|~.~r.-\ grm]}-

downward 1o the sourh and is covered with a mucus-like

substance, The mucus flows downhill; Wherever present, the
mucus reduces travel to Y2 normal speed for all but rthe
golems, the Uresh Thralls, and the Clerics of Urash,

la. Reservoirs: A mucus-lhike substance oores constan |}' fronm
behind the stanees from these reserveirs. The ooze collects
on the Hloor of Room 1 and Seeps down the floor toward the
south end of the 14.-m-|:-]+.-. I the doors are upcn-:t[. the mucus
will flood the corridars into Rooms 3 and 5. and so far as

the daars are apem, |;||:|:Lg the carridars amd roamms 1o the

ceiling within four rounds. Room & 12 warded against mucus;
noe mueus will flow inte this room. The mucus is ever-
ﬂﬂwing and rvcr—mplcniﬁhi.ng from a small poeal in the

room; the Pcrrr.1l leads to the Plane of Ooze, The mucus is
resistant to boch ame and ice, but is suscc‘ptib]u toacid and
sale. If a creature p:lrlakcs af the mucus as part al the Urash

TSI | 1 O ) W

Theall ritual, the ereature becomes a Urash Theall alver 146
days: Urash Clerics have complere control over all Thealls
roveat Thialls as combies]. Ay crerare caprured within the

temple will be forced by the Underpriests to undergo the Urosh Thrall rrual,

Nave: The nave is lined wich pews and PE[L1L'5, the floor is com]:-]n:tv:]:.l covered with the mucus-like substance, The Chancel is on an elevated P|..1I:F1:|L'|11..
apprax. SI |||:g|wr than the nave. The mucus on the oor colleces ar the '|:|i|I [orrem and serps down I!h.n:u:lgll the Moo o Rooms Ea, -:|ri|i|:|.|'115 at the Ohelisk,
Services are led from twa thrones flanking an altar. Twao massive hanging curtains conceal secret doors leading to the inner rooms. An enormous cbony
and ebsidian obelisk has its base on the ceiling behind che altar and plusges inee the deprhs al the earth. The ip al the obelisk lies somewhere deep below;
if the inscriprion on the tip is read alowd, it is said thar Urosh, che Snail Demon will appear on the Chancel 1o lead his followers. Acrually, five Huge flul
snails will appear and rear through the temple killing all inside. On che alwar is a candelabra {30gp), a silver plarcer (300sp). two small silver knives
(200sp], and a snail carved from obsidian {10gp), There is a 10% chance that the High Priest will be leading rives for the Thralls from Rooms 4a-k.
Fanes: The mucus from Room 2 seeps into these arcas used for creating new Thralls, The mucus is 4 [t deep in both rooms. One wall of cach room 15
.HL'EI:I'.II.I}' the side al the rlsurn:; :111|:||:r.l|.; the mucus Llls the arcane rones on the obelisk’s surlace and .\;]:1'.}.-':.: seeps down the entire ]r:1g| b ool the structure.
Kirchen: Twa level o Underpriests of Urash are here preparing fFor a meal. Wich them are theee humanoid Urash Thralls armed wich cleavers(trear as
humanoid zombies with hand :i.u".*'-;. Fach Cleric here has EERIN] !-.|'|- and 9 E'-F‘ on his ]'lt"l:il.‘:u:l.. Each Theall will have 10 :‘-|‘.~. The rooim has scaccered crates and
barrels holding basic food stuffs and warer, There are four long tables and numerous tall stools. Fired-clay dishes and cups are stored here, as are various
urensils. Foul gruel is bubbling in cauldrons ar a large fireplace in the south-case corner. There is no mucus on the floor.,

Mless Hall: A any i r:ng the -cl.a:,: v can find 1d 3o Urosh Thralls here |_'.-11':|1_g. Fach ome will e armed with enther a koile or a chaer :':I!:n-':l.I! as n:].aggl:ra
and clubs:l. Alevel & Unr[l.'rprinl ol Lirash is here 5:11'1'113 the food; he will direct che Thralls co protect him. Amang thase in this room will be 800 silver,
11 SI.":II.d., F jf weled belr i.'“H']E']": + & necklace : | =1.l:Il.]l'_l.|'t‘_fl. an ankler I':EI:H.:IS":-; . Barcle in this room will draw che Thralls i.l i -F:l-lc.. The r]1'|1'|l' 15 clear o F [ERITTR T
Theall Fooms: Each room has owo sers of bunk beds, occupied by cheee Urosh Thealls ar any gever rime: cach bunk has a ﬁl:h}' blanker. There isa 33%
chance thar a Thrall will be asleep. Each Thrall carries a dagger. A small chest holds direy rags and 14100 silver pieces. The floars are covered with mucus,
Underpriests's Rooms: Each room has two sets of bunk beds, occupied by one Underpricst ar any given time; the Underpriests are level 8 Clerics, There
151 0% chance that an Underpriest will be asleep, Each Underpriese 1s armed with a heavy mace. A small chest in cach room holds 4 clean robes, 4 chony
snail g':an'l'ns:a. ilt'l-EE'-"l .4 ||_".al ||{:r ]1¢]I 5 [’I []:]:: . I;llﬂ Elill.! '|1':ﬂ'r'a. .a11-:| H ||.a11-:||"||| ol st h SEOMEs, The Moaors are n:'|:1'|.'|_"r|_'|.[ with mucus,

Pricac’s Quarrers: The rooms of the High Peiest of Urosh. 002 of the cime che High Pricst will be found here. He is a 15"7-level human cleeic and wiclds
a +3 heavy mace. The room holds a large bed, a wardrobe filled with his holy vestments, a desk covered with miscellaneous papers, and a lang table filled
with potions and scrolls, including a seroll of healing, 16 he i reduced to 44 his rotal hit poines, he will enrer a rage, temporarily returning his hit poines
ro normal and increasing his srengeh. He rages until he s either killed or 10 rounds have passed. Hidden under his bed is 500gp, 200 sp, and a placinum
ol al Uvash, the Seal Diemaon worth 10060 FaRs The walls and Noor ol this room are covered with .ﬂ:r]ﬁng mucns, L[r:-il:n'ing at the south=east corner.
Library: Uhe library is Hilled wich thousands of ancient tomes, many filled with dark and evil lore andfor rituals, The room 2 warded against mucus; no
mucus will low ince chis room From any source. There are 4 level 100 l..l-lllj:"fl:!d'if.‘\[:"- in this room armed with heavy maces and r.u'r},ins T

At any given rime in any room in the 'l'cmP]n:, there is a [5% chance of the presence af a :ilitl'u::‘ing eacker. This increases o 25% where mucus is present.

One |:'.1:;|: Uungcnn Tl::|1_3\].1t£ E'!.' Chg\r_\wi: [|1'. :'p:.-"-"n|d..:l;l.'l'|'.‘g;.|:l1-:r;.1.-i'.mt.cm1'.' and modified bgr r.‘hntl:'g.'l.'lh-{ {hitp://chatrydminet] released under the Creative Commons
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C.M. Lebrun - The Ichor of Vercingetorix

The Ichor of Vercingetorix (for 57" level characters)

by C.M. Lebrun  (hig

CrEAlVECOITIMONS. OrE licenses/t

oy-5ar3.0K)

The sages say that agey ago o Demon Lord by the name of Vercingetorix waged war aorosy the realm, bringing all of mankind to it knees
hefore his devasiating hovde. As Vercingetorix celebrated his viciory in the Abyss, the kingy of earth offered him sacrifices and sifis of
hromage, but Yeenoghu, his fitde brother, saw a chance for glovy, atfecking him during his revelry. The power of Vercingetorix s evsence

was foo powerful (o be destroved, but Yeenoghu was able (o separaie his immorial pieces,

The pieces were then scatiered by Yeenoghu's

culiists, Nearly three ages later o rogue Cleric of Yeenoghu, Mefvu, siumbles wpon an wn filled with F’Erunge‘!urrx s fchor...

Situation: The local city has been swelling with refugees due to attacks in the
farm country to the south, The local militia and clergy are now looking for a
hand of adventurers to determine what is causing the attacks and bring it to a
stop.

<Rumaors reveal that the marauders are humanoid with a host of undead.
Many recall the howls, barks, yips, lifeless hisses, and the sereams.

Random Encounters
(Wilderness, 1-2 on d10y;
1= 2 Ogres
2- 2 Owlbears
3= 3 Worewolves
d= A Huge Monstrous Spider and 2 Medium Monsirous Spiders
5= A Wwvern
6= A Troll

{Dungeon, 1 on d10):
1- 6 Stirges
2= 3 Ghouls and a Ghast {from room 9)
3- 22" |y] Ranger Gnolls with 2 Hyenorgs (stats as a Worg)(from rooms
11 and %)
4- A Troll (out of room 3)

One Square = 10 fi

The dungeon was once an ancient sewer system that Yeenoghu's cultists added
on to. The ancient sewer walls and floors (1-3, 7,9-10, 18) have all vellowed
with ancient filth. The additions (8, 11-17) are all of granite that remains quite
clean. Rooms 7 and 9 have filled to a depth of 4{t with stagnant rain water.
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1 | The enfrance is essily noticed due to the heavy traffic from it to the pond 100 10| A broken ladder hangs from the ceiling, but looks like it
vards West of it. 6 Stirges wait here for the day to cool enough to hunt. zoes to the surface; an earthen plug blocks the hole above.

2 | This old sewer collection area has long dried up; a search will discover a 11 | Beds line the walls of what was once a barracks for the
skeleton missing its skull, Casting detect magic on it will cavse an illusionary gnild that protected the ichor. 2 2** level Gnoll Rangers
shull to appear. “Take anvone af my bones and it will be as a wand of vour are 50% patrolling on watch (see 4 25% asleep/ 25%
choice for one day. " (3 level spells and below) The bone will then disintegrate, awake and ealing,

Adter leaving this arca the bars mend themselves back into position.

3 | A curtain made of mangy hides blocks view into this room. The room recks of 12 | This room is the same design as 11; this room is home to a
body odor and rotting flesh. Two Trolls calls it home one is always patrolling 3" Jevel Gnoll Cleric tending to a 4" Ivl Half-Fiend
while the other tends Lo their pets in reoms 4 and 5, Gnoll Barbarian, (resh rom the metamorphosis,

4 | The smell of mange is pungent in this carthen den of 4 Hyenas and 2 Hyenorgs 13 | A Kitchen where § Human slaves are held under the
(stats as a Worg). watchful eves of 3 3™ vl Gnoll Rangers.

5 | 2 Hyenorgs are S0% patrolling with the watch (see 110 25% asleep/ 23% awake | 14 | This dark room smells of sulfur and brimstone; it was once
and waiting for a meal. wsed for profane rmwals, but now is home 1o a slv Baban,

& | Earthen walls ling what appears 1o be a freshly dug chamber that smells of 15 | The wrn that contained the ichoer sits on an alter, The urn
mange and rotting meat. The growls and yvips of 3 Hyenadons saggeest you ane acts as g cursed iron Mask sucking in whoever opens 16
not welcome here, Remowve Curse cancels the curse for one day,

T | Duok letid sater gradually comes 1o a depth o 401 in the main chamber, Two 16 | This room is barogue in its decorations paying homage Lo
skeletons lay on the bottom looting those vields 3 Cure Mod, Wounds Potions. Yeenoghu, the images of slaughter and carnage gleam in
50% chance that Ghouls and Ghasts from room 9 will investigate activities in 7. the eves of 3 Dretches as they scrub the floors.

& | This room has chair and tables scartered around with sleeping rolls along the 17 | Mefyu's lavish abode. 4™ Ivl Half-Fiend Gnoll Cleric the
walls. A 3rd vl Gnoll Barbarian and 2 3™ level Gnoll Rangers are gambling ichor causes anyone slain by him 1o rise the next round as a
over g child tied up in the cormer. The child is Mary Ellen daughter of Ghoul (HD=3) or a Ghast (HD 3+), which he commands
Constable Ellen from thrae towns aver. frealy. Wields a dire flail <1 evil/+1 flaming.

9 | 3 Ghasts and 4 Ghouls lic hidden in the 40 deep waler wailing for @ meal or 18 | Similar to room 10 except that the ladder is inlact while the

orders. Anvone other than the Babau in room 14 or MefGu will be attacked.
They prefer to drag their prev down into the water before cating therm.

hole o the surface 15 plugeged with a Toot of carth,

Return to Index




Chris Engle - The Plague Years

Chest

THE PLAGUE YEARS

L the last years of the old century a verrible plague swepre the land,
a horrible wasting sickness that ended not in death bur undeath.
The living desperately sought a solution. This game follows the
adventures of one small band of heroes on a single day in the
plague years.

Everyone is looking for a cure for the plague bur pick another
reason why the heroes are braving the underworld: True Love,
PI:I:‘TF.:I}-‘H', Blind Ambition, Rr'.r:'ngr, Hubris, or erugr. The rest
of the game builds on this theme.

Fach player picks a hero to champion and decides if they want
good or bad things to happen. In this game you don't run a single
character, you run all the characrers. Good players make pood
things happen for them. Bad players make the hero's lives harder,

S0 HOW DO T PLAY THE GAME?

‘The Plague Years is not a rypical dungeon game. Instead of explor-
ing a dungeon minute by minute, action moves from scene to
scene, Bach scene is linked ro a picture. The firsr scene is “Dray-
light". 'The game ends when the plavers pick "Daylight” a second
time.

One player acs as the game host. ‘Their job is to keep the game
moving and make certain everyone has a good time. They pick
who takes the first turn,

A turn consists of the player making up a licde story abour what
happens in the scene. This automatically happens unless another
player challenges it. Challengers make up what happens insread.
The two players do a round of Rock-Paper-Scissors w see which
:l('ﬁnn }TJETJ[“‘HH. F.WT:_-'T'IH.."' E_;r'l‘\i L8 ) 1= :']‘I.‘Illt'nt_;:' I'!lt"'r turn. -r.l'“" furn
ends il there are no challenges or when all the challenges are re-
solved. The next player to the left starts the next turn.

"The host can end the scene alter everyvone has had a wen. I chey
do this, they pick the nexe scene picrure. Alternately any player
ET'IJE:.-' t‘!'ll:l "I'lf' SOCTNE JEFH."F Jt”",lr turn h:r' [ﬂl:'l‘:iﬂg A New SCCTRE F][('T'll | =

"Lhis plaver goes first for that scene.

The joy of this pame is in dragging the heroes 'rhmugh rheir sad
miserable lives, all the while tearing them down, making them eat
dirt and in the end maybe allowing them w win,

By Chris Engle hamsterpress@gmail.com
heep:/fcreativecommons.org/licenses/by-sa/ 3.0/

EXAMPLE OF PLAY ‘Tha tighrer goes e, The ather

L i

wered ir o mind and sime

Hacl: The flaar is o

Ihe hewi, & P piw anel eoels the tirn, He ||i“.-\.
[512 OOTpE a5 the nese scere.
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Chris Longhurst - Cult of the Tyrant Kings

i Creatad by Chris Longhurst (potatecubed) - hitpeYpotatocubed. wordpress. com
CU It Gf the Ty raﬂt Klﬂgs Licensing: Creative Commaons Attribution-Share Alike 3.0 Licensa

Wandering Monsters

10% chance every hour, or if the characters
make excessive noise. If the cult is alerted to
invaders, roll once every half an hour.

1dé Encounter

1-2  Guard Patrol — 1d3+1 low-level fighters

3 Guard Patral With Friend — 1d3+1 low-
level fighters with a savage hound; the
dog knows the scents of everyone in
the lair.

4 Guest — 2 guards escort a guest of the
cult. It could be a fiend from the lower
planes, an emissary from a new villain
working with the cult, or someone the
PCs already know — even a pillar of
sociaty!

5 Eminent Cultist — One of the named
characters of the cult arrives on an
errand of their own. Choose randamly
from those left alive.

B Gawrik — Gawrik used to be a guard but
has been driven mad by the labyrinthine
warrens. He has acquired a horned
helmet and believes that heis a
minotaur; such is his mania that his
strength is greatly boosted and he can
make charge attacks like a minotaur so
long as he wears his horned helm.

Legend

S - Secret door

C — Concealed door
X — Pitin floor

The player characters have tracked the insidious, brutal cult of the Tyrant Kings to their lair under the city: it began as several abandoned basements and
sawear canals knocked logather, bul they have had many years 1o forlily their posilion and prepara lor intruders. The guards are all believers in tha cull,

Room Key

1. Entry: Armrival vig stairs from a ruined home above. Guard watches from behind concealed door, 50% chance aslesp.

2. Guard Room: 5 guards here, 50% chance asleep for each. Wakeful ones gamble for silvers,

3. Also a Guard Room: 3 guards hera, only one asleep al any lime. Congider Ihemselves ‘knighls’; elite bul honourable,

3a. Necro-Pit: A crawling claw swarm lives at the bottom of this pit. A dead thief iz alsc down there. Thief's equipment iz salvageatble and 2d10 rings can
be found on slain crawling claws.

4, Necromancer's Room: Colbax the necromancer (human male) is here. Finds cult convenient, not a believer. Skulls, scralls, dribbly candles. Spellbook
explodes il tampered with. Skulls can be animated as a flying swarm.

5. Shrine: Stalue of tha hree Tyranl Kings (eyve-gems uncursed and valuable), pews, allar, smoking incense burners makea it difficull 1o seefbreatha, Two
clercal acolytes are hara, cleaning the statue.

6. Old Torfure Chamber: Rack, various unpleasant implements. Haunted by ghost of last victim; knows only pain, wants to hurt others, laid to rest by
proving death of torturer.

¥. Spymaster: Door is trapped, doorframe is rapped. lock s trapped, traps are trapped. Secrel doors ok. Usebio the spymaster (half-alf male) livas hare,
but anly 20% chance of being here when PCs arrive. Hoom very nice. Plans and schemes (in code) on desk, all false. Everything trapped with poiscns that
Usebio iz immune to.

8. New Torture Chamber: Well-equipped for causing pain. Argevin the torturer (human male) is here. The more you hurt him, the stronger he gets. His
current viclim is a noble's child — returning them intact will garner a reward as well as usealul conlacls.

9. Audience Room: Three stone thrones with gilt decoration. Rugs. Tapestries. All very valuable if it can be removed,

10. Meeting Room: For more intimate chats. Several decanters including valuable spirits, blood {for vampires) and poisons. Comfortable furniture.

10a. Assassin’'s Culvert: During meetings, Lara waits herg in case assassingtion is needed. The doors are disguised and locked, wilh spyholes.,

11. Forgotten Storage: Ancient, mouldering crates and boxes. A magic amulet lies forgotten here, but the place is infested with diseased rats.

12, Guest Room: Emply, unless the GM would like 1o pul semeona’something here.

13. Prizon/Kennel: Three hounds are chained to cne wall, two prisoners to the other (elf male, human female). The elf is avil and will tell any lie that he
thinks will gat him freed. The woman is a novice sorcerar.

14, Assassin’s Reom: The door has three locks, Lara the assassin (human female) lives here, pretending to be a captive of "that awful assassin”. On any
given day, 50% chance that Lara and Usabio are an item. Il net, their argumeants may be overhaard,

15. Weapon Stores: Racks of weapons, stands of armour, training dummies, alc. Sleakerl the goblin is here, polishing the weapons - a treacherous lillle
git who will sell out anybady to keep his own skin intact.

16. Well and Stores: Mundane food and gear. Thara is a water elemeantal in the well, bound by the cult to protect them from poison.

17. Hidden Guard: One guard waits here while the Tyrant Kings are in court. In the event of trouble in area 18 he flies into a frothing rage and attacks.
18. The Tyrant Kings: (Or at least, thair worldly representalivas.) Three powarful warpriests in spikad plate armour. They are well-equipped with magic
items. scrolls and potions. As well as their equipment, their considerable monetary reasure is in a chest which the centre priest uses as a footstool while
holding court.

19, Tyrant's Rest: When the Tyrant Kings sleep, this is where. Three undead skeletons act as servants and mobile armaour stands. A ledger here details
iusl wha the priests have under their thumtr, and how (blackmail, threats, bribes, ete.).
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Chris Olson - Tomb of the Vampire Pricess Sword

Tomb of the Sword of the Vampire Princess

Bw Chris Olsan

Wandering Monsters

QOutside (Area 1):
1in 20 chance of meeting & humanaid patral (1-2 Ores and
1-4 Gobling).

Ant hill (Area 16-20):
Lin & chance of.

L4 Anl swearm

5-6: 1d8 Giant Ants

Legend - North is at the top, 10" squares
5 — Secraet Door

C = Concealsd door

T - Trap

Setup

Rumors of a powerful magic item (The Sword of the
‘vamipira Princess) have led our heroes to this tomh, The
camp of humanaids (Ores, Hobgoblins and Goblins)
camped outside the door ol the tomb reveals thal our
heroas ard not the only anes looking far the sword

The front door is a hive of activity at night and would require
the entire force of humanaids be driven off. During the day.
a sneaky group might be able to pick the locks on the front
doors and sneak into area 2. In this case the humanos
may notice the tomb is open and come in (or nat,
depending an the what precautions the heroes take).

Seouting around the hill in whach the tomb is buried wall
révaal another way in: A stone capped well leading into
area 3 with a ladder. Booms al batlering rams sound
constantly if this course is taken.

The Sword

The Sword of the Vampire Princess is a powerlul anifact,
Capping the pin in the hilt with the ruby awakens the sword.
It whispers in the mind of any who hold it, driving tham o
slay everyone around them and drink their hlood. 1tis a
powerful magical aid in combat and was stored in fhree
pars o provent i from being used against the vampres

Room Key

1. Qurside: A humanold camp rdng o wse a battering ram on the womb doors, 10 Orcs, 30 Hobgoblins, and 150 Gobling are in the camp. Each carries Ld3 silvers.

2. Entry Hall: \Walls carved with depictions of a wvampire empire. Two vampire faces conceal hidden doors on the walls. Thare i 1in 6 chance of an Ant Swarm on returning.

3. Hidden entrance: A dusty, cobweb and root choked halhway. A single Ant Swarm is here. 1in 6 chanca on a revisit.

4, Ant Hill Entrance: Anather cobwebbed, dusty, roct choked hallway infested with 2 Ant Swarms with a 1 in 6 chance of 1 on & re-visit, The pit at the far end has a 3 diameter

tunnel at the bottom (50° dowen) leading indo the At Hill,

False Tomb: Candngs on the walls depict humans Being fed o vampires. A stone slab rests inthe center. If 100 s (-45 kg) is placed on it, the secret door to the north

shides up revcaling o basting staircase down, Roemove the weight and the door closes,

6. Symbol Room: Faint, black lines can be seen through the debris on the floor. Carvings of vampires ruling over human sacrifices adorn the walls. If anyone steps inside the 9

srquares in the center, the lines light up (staying lit for 28 days) and all traps in the dungeon amm. MNote: this is the only way to gain access to rooms 10-15.

. At Hill Trap: A 60° comdor with a stature holding a metallic sword at the end. i traps armed, when anyone steps on the T; square, the middle 40' drops t0 a shide which

dumps the heroes inte room 16, The frap then resets. The sword 5 a stone sword plated in silver,

B, Escape Trap: Appoars 0 be o blank, B0 corridon walh an imposing vampire statue ol the end holding a metalic ssod, 10 raps armed when a characles reaches Ta then raps
T-Ty activate. Each has a 1in 6 chance to active when a charactar enters the square. Each resets immediately. T, Spearirap. Tz Scything blade trap. T, Poison
dart trap. Ts: crushing block trap (only drops halfway down). Again, the sword is stone plated in silver.

4. Crushing Block llusion: This corridor ends in a false cave-in &fter anly 30°, if traps armed when a character enters the soquare with Ty, a stone block drops while the floor
drops away beneath the character and deposits them safety at the far end of 14 while a block seals the top of the nit, giving tha illusion of crushing them flat. When
thery slesp anto the hallweay the drap resets. Mo remaing ane shown o those lefl on tope Alever on the wall also inggers the rag and il rescls shortly aftler, Novampne
can use the holy, sibver lever, rapping them down there.

10. Preparation Area: A small slab in the center of the room with blood channels carved init Skeletons lie around the room. Among the bodies are 300 various coins, and a
handful of small gems. Each round spent searching the room (which only gives 1710 of the treasure) gives a 1 in 10 chance of the Vampire Priest entering the room.

11. Storage: Small empty rcom, only a shelf &t waist high inthe back. Gn it 5 a small, velvet-linad, locked chest holding a ruby capped pin used to lock together and activate
the Sword of the Wampire Princess. The pin radiates a faint magic. A weapon-smith would be ahle o identify its purpose.

12 Vestment Room: Immaculately kept room. Priestly vestments hang an mannequing. Jeweled necklaces and rlngs Sltona dlspla}' case, There is a one L in 4 chance the
vampire Prest vall enter the room il he has nol already been deleated [see room 13).

13 Vampire Priest: \When the door opens, the Vampira Priest (if he has not already bean defeated) opens his sarcophagus and faces the heroes. He speaks ina language
they do not undarstand. [ they fail to answear him, he attacks. In his sarcophagus, hidden in the pillow. is the fainlly magical hilt to the Sword of the Vampire Princess.

14. Gauntlet of Skeleton Guards: This hallway has a stream of red liguid running fram a doorway carved inthe likenass of a vampire's mouth to the north. 1F exits through a
grate in the south end. On each side are stalues of vampires, When the characters first wrn the corner the closest palr of statues burst, revealing ‘-.-’amplre
Skeleans. Each round after the nesd paur burst and join the combal. Anyone wiao lalls into the stream is dragged o the grate. The stream saps strength and heals
the skeletons and they will use this knowdedgs in combat Theare is no treaswra here.

15 Tomb of the Vampire Princess: A sarcophagus les on top of a stone platiorm, with stairs leading up to it and pillars at each corner. 4 piles of fur and bones are scattered
around the room, When the sarcophagus is opened, the Wampire Princess will leap up and scream. The four piles will into 4 Skeletal Waolves under her command. If
she hegins o lose, she will summon 4 Rat Swarms from small holes about the chamber and flee to the healing stream 1o the south and confinue from there, She is
wardanng & silk dress, an emerald necklace and a gold bedl. The strongly magcal blade of the Sword al the Vampioe Princess is under the lining in the sarcophagus.

LG, Ant FBH!II‘IQ Reom: 4 Ant Swarms are here, The only exits are 3' diameter wnnels,

17. Ant Guards: 10 Socidier Ants guard the entrance o the Queen Ant's chamber.

18 Queen Ant: The Queen Ant, 3 ant swarms, and 10 Soldier Ants guard the ant eggs in this room. The eggs might be valuable as treasure. 150 are stacked hers.

19. Murgery: 50 small, harmless ant pupas are in here, with 5 Ant Swarms tending and defending them,

20 Refuse Room: Skeletons lifter the ground along with the shredded remains of clothes and equipment, 1 in 10 chamce to find 1d10 eoins, 1 in 20 chance to find a mildly
magical weapon, and 1 in 30 chance to fing some ather appropriate magical iem (armor, potion, simple wand, etc). Use this roem o possibly seed some magie item
into the campaign for later.

wm

-

Releasad under Creative Common Attribution-Share Alike 3.0 icense
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Christian Hollnbuchner - Slime In A Bottle
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Clarabelle Chong - Momentum .
Created by Clarabelle Chong | One Page Dungeon 202 | chopnstyx@gmail.com
ICreative Common Attribution-Share Alike 3.0 | http://creativecommons.org/ licenses/ by-sa/3.0/
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Clay Thomas McGrew - The Giant Ant Nest

Thc Gi al'lt Allt N CSt released under the Creative Common Attribution-Share Alike 3.0 license

http:ffcreativecommons.orgflicenses/by-sa/3.0¢
by Clay Thomas McGrew e 9 ]
"The ants are stripping the land bare. Something must be done!”

Wandering Monsters

(1 in 6 chance each turn)
Roll 1d10

1 - 6 1d4 Giant Ant Workers
(bite, no sting)

7 - 8 1d2 Giant Ant Soldiers
(bite, poisonous sting)

9  Giant Ant Drone
(harmless, if attacked they call
1 d4 soldiers)

10 Giant Spider
fon the hunt, otherwise in
chamber D)

Slope: Make Dexterity check
{or a save of GM's choice) or
else slide down the slope in the
direction of the arrows. 1d4
damage. alert 1d2 soldiers.
Loot: There is a chance in
every chamber and tunnel to
find a few rough gems or
valuable nuggets.

A) Entrance

A 200 tall, 50" diameter mound of dirt. In the top is a tapered hole going down 60’ (rope 1s required for all but a
thiel). Opens into small chamber with two other exits. 2d4 workers, 1d4 soldiers here.

B) Flooded Chamber ke

The floor has a couple inches of standing water and deep mud. Tall purple mushrooms growing on walls, their
hallucinogenic spores [ill the air. Something glitters in the water.

C) Aphid Ranch Chamber

A herd of giant translucent green aphids contentedly munching on leafy tree boughs. 1d6 workers collecting
aphid milk (drinking the milk cures fatigue and satisfies hunger).

D) Storage Chamber "

Piles of livestock and ant corpses fill the chamber. A giant spider is hiding under the bodies. %

E) Living Chamber

Lots of resting ants. 2d6 workers, 1d6 soldiers. 'i %

F) Cave In!

Just walking in here causes a cave in. 1d8 damage, and buried.

G) Storage Chamber

Lots of dead creatures, a few dead humanoids (possible treasure to found on them), branches with fruit on
them, and one barely alive gnome. 1d6 workers, 1d2 soldiers.

H) Egg Chamber

d100+50 giant ant eggs (collectors pay good coin for these). 2d10 workers, 1d4+4 soldiers, 10+1d6 drones,
olant ant queen.
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Dakota Dornbrack - A Hole Lot of Goblins

S Sele Lot of (Gelbins
:?. Jj{': fﬁrr,'frfrf f:ﬂr-rﬂrjﬁrﬂ{'

Hook: On a path near a forest you see a merchant in
distress when you stop to see what's wrong he tells you
that a bunch a goblins attacked him and stole his wagon
along with all his merchandise (weapons) and took off into
the forest and that if you are able to retrieve it for him he
with repay you with a weapon of your choice

In the forest: if someone in the party has tracking yvou can
find the trail to the Dungeon entrance if not role on the
random encounter chart until it is found

Random encounter chart:

Roll a D&

1, 2,3- nothing

4- Wild animal

5- See a small group of goblins

B- Roll again if you get a2 5 or & you find entrance if not
nothing

Entrance: a hole in the ground that appears to lead into a
dungeon

LEVEL 1

1: 2 gablin guards

2 empty

3: food storage room

4: 4 goblins guarding entrance to room 5

5: door locked magically inside is a study room with a goblin studying in it. This goblin is the leader of all the goblins on this
level and a magician if he feels threatened and has the chance to a cloud of smaoke with appear and when it clears he will
be gone | he has really gone down a trap door which is magically hidden)

6: loot room with most of the merchant’s items in it and 100 silver

T empty

&8: 5 goblins playing poker

9 9 fire heetles

10: empty hole leading down to next level

LEVEL 2

1: two tables in the center of the room with what appears to be ants using magic to work on gems. Hobgoblin and three
goblins guarding the ants: they attack on site.

2: Ants with wings flying around the room collecting gems. Three goblins guarding them attack when they see you

3: Two long tables with ants using tiny tools to polish and shape gems Three goblins guarding them -they attack when they
SEE you

4: DOOR LOCKED. Two goblins are set as guards outside the door and inside there is a large hobgoblin whao is the leader
5 empty

GEM AMTS: all the ants on this level are magical ants that speak elven. They secretly live in almost all dungeons and have
been caught by these goblins and are being forced to mine and spell gems for them. If yvou kill all the goblins and
hobgoblins on this level they are very grateful and friendly, but will quickly take all the gems and disappear after giving
each character one of their chaoice.

This work is released under the Creative Commen Attribution-Share Alike 3.0 license. A copy of this license can be found
at httpy/fcreativecommans.org/licenses/by-sa,/3.0/.
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Dale Horstman - The Monastery at Dor Amon

DOR AMON sits in the eastern region, once

the home of the immense towering Ohm Trees.

In fact the monastery sits atop one of the petri-
fied remnants of these titans. Itis a refuge for
seckers of answers and the gold that is knowl-

M edge. You can find both the sublime and

".& insane studying inside of it’s ancient walls. ..

W Premise: What is the cost of knuw]udgc - and how far arc

ye u willing to go to possess it? :

ihnen?

Mezzanire

Archives

Hihod

- ; imﬁ'm a fool's errand the narrow walking pmh aru:i
treacherous heights makL it easily defended by the monks, even though tl‘lLl‘L be no
fighting men among them. They have laid qeveml traps for use in um- . -
stance. It may be that you have been called upon to defend the rhi"e tnmes huu
within its »:umb]m;;, walls...and then maybe a demon could be loosed. ’

What goes on here? There are two libraries below the Monastery,
the first a more “public” show piece, and below
that after the thousand stairs the Grand
Library, the true Library. Where does
Dor Amon-get it's nearly unending
Aow of knowledge? A caplive
demon in fact, Xat"Mirr Uulck. ..
sell’ proclaimed Master g

of Secrets.
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Dan Roy - The Final Battle Ground

al BattleGround

T i

Dap Roy a.ls.a. Bogie

The Cult u_f Fire is so _puwt:[hl’ and _fmreﬂ that tﬁ'EH are seldom cﬁuﬂeﬂgfb. When the best barmad at the QR Goat Javern

is abducted EH them, everyone is sad but no one will go u_fm' fier, not even the focal sﬁﬂ'i'f, When the PC's fearn that she

is to be sacrificed 6y the Fire Cult that night, they decde fo siep up and rescue fier,

This adventure can easily be scaled to the level c-l the JP(Cs. If tﬁ-rH are lower fevel then have less cultists and reduce their
fevels, The monsters can Ge Salamanders and Fire Snakes, )] the party is powerful increase the rumbe and fevels of the cultists
and choose powerful monsters (ke Elementals and Efreetis.

I: Archied Entryways (4). Each entry is guarded 6y 2 Gargoyfes The main floor will fiave multiple Cultists of assored fevels.

2 Balfconies (4), Raised viewing areas often used 6y Cult Leaders, There is usuul'fy figh fevel priest or wizard in each one,

3: Jefeport Pads (2) Provide transport on amd off of the platform.

4: Lava Pits (4), 3ﬂft ﬁrop into kava. The pit in the lower ftft corner has a man sized cage suspended over the fava,

5: Summoning Pemngmms (2), Cuft High Priests and Wizards can summon powerful creatures from the Plane of Fire to these
iutforms from the safety of their Galconies. Suggested creatures would be Fire and Magma Elementafs, Salamanders or Efreeti,

6: Sucnfn:mf Platform mptnﬁea by ﬁuge chains. The floor of the platform is about € ft Gefow the floor of the main room and
4 ft above the flames.  Powerful magic keeps the pht"prm ‘from becoming unbearably fot. Jf that magic were inferrupted,
everyone on the platform would suffer and die. There will Ge 2 J-F-gli Priests and 4 to 8 guards on the platform.

T: Sacrificial Aftar The Godies of those sacrificed fiere are dumped into the fire pool.

8: Fire Pool The fava Gelow the Fire Pool ﬁeﬂs the flames and keeps it fot in fiere. There are fikefy to 6e fire foving creatures
fiving in fiere, Efementals, Safamanders, Fire Snakes, whatkever the DM wants o challenge fiis players with,

Distributed under the Creative Commons Attribution-Share Afike 3.0 ficense  fittp://creativecommons,org/ficenses/6y-sa/3,0/
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David Brawley - Pearly Spiral of the Endless Hunger

Watery Palace of the Boze Behemath:
Level 5 Pearly & piral ok the Eodless H unger

Owerview
Within the carth a shelled great
crzature onc crawled, Long ago 10
died, but itz shell remained. Above
it, a Hidden Temple was built, 1nd
dungeons below it. Upon reaching
the cavern that halds the shell they
used the hulk of the great heast 1o
aid them in n:aching further into the
grouvnd, and the horrors below.

The interior of the shell s divided
into numerous rounded chambers,
and a |:1t|1 spin]s through the
smaoth interior all the way down 1o
the bottom of the shell where the
opening points directly at the stairs
down o Level 6, The color a sof
pink, sometimes dark, sometimes
nearly white.

4

The cuter surface of the shell s
covered with a variety of bumps,
spikes, and folds, but remains
smooth and colorful, with vibraot
greens, violets, and oranges.

The cave itself has numerous smaller
side caves. Most of which are empty

By David Brawley

towerofthesrchmage blogspot.com

Licensed under Creative Common
Attribution Share A like 30

l. Stairs down from Level 4 open onto a great cave. A giant spiraled
shell stretches from the top of the cave to the bottom.

2. Near the top of the shell is a break in the shell allowing entrance.
3. Within the first chamber of the shell is an ochre jelly clinging to

the roof of the chamber.

4. A pool of yellowish fluid covers the floor of this chamber.
Organic material takes 144 damage for every round of exposure.

3. An opening from the pit trap on Level 3 spills into this chamber.
Against the interior wall is 2 marble statue of a finely dressed elf
missing it's head. Held in it’s hand is a blood speckled stone tablet.
Placing the head (from Level 1) onto the statue will release the hand
holding the tahlet (sce Level 7 for details) and open a secret
compartment under the statue revealing a necklace and earing set

made of coral (900gp value).

6. On the floor of this chamber is a pink organic iris that can be
opened merely by touching it. It reveals a passage down to Level 7.

7. A large brass urn contains a trapped Lesser Dyinn. The urn is sealed
with warnings of doom to any who opens it. Doing so releases it

8. This large chamber contains 2 giant snails and the exit fraom the
shell.

0. The curled lip of the shell's natural apening is about 10" from the
borrom of the cave.

10. Halfway down the twisting organic tube is a section that is very
sticky to the touch. Moving across the chamber requires a save vs.
poison. Failure results in the character {alling and becoming stuck.
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b ° Random Encounters
; Check cvery 2 turos
276 chance of encounter

Cave Random Encounters
1. Rockiall [zave vs. paralysis
o1 2d6 damage)
2. Hooked Horror (1d3)
4 Giant Snal
4. Heemit Crab-Man
5 Gray Ooze
6. Giant Bars (1410)

Shell Random Encounters
1. Giant Snail
2. Ochre Jelly
X Haoked Harrar |:|]
4. Crazed injured cultist
5. Sounds of the sca

6. Crashing sound of a
rockfall hitting the shell

Oil will release the character, or another save vs poison.

11. 7 Hooked Horrors call this cave home. In the back of the cave isa
pile of loat: 4.000sp, 8.000gp. Ring of Elemental Adaptation, Potian
of Climbing. and a scroll of wizard spells: Analyze [{:l 1). fron
Form (Iv17), Wish (Ivl 9)

[2. A hermit crab-man lives in this cave and grows mushrooms to eat.
His shell is scarred with the attempts of the hook horrors to eat
him. +2 bonus to reaction rolls (very friendly)

13. The hermit crab-man has stashed some coin given to him for his
mushrooms over the years in this side cave. 2.000sp, 800gp.

14. 4 Hooked Horrors inhabit this cave. They feast upon a giant

snail.

15. A giant clam shell is tucked into the corner of the cave. Tt is open
and a giant pearl is resting in the middle, It will snap shut when the

pearl is disturbed.

16. 2 Tautara igiant lizards) live on the outer surface of the shell.
They eat mushrooms fed to it by the hermit crab-man.

17. Giant snail.
18. Mud Golem stalks the bottom of the shell to prevent anyone

from exiting the cave 1o Level 6.

19. Stairs to Level 6

Return to Index




David Dornbrack - The Chaotic Dungeon of Morvant the ...

THE CHAOTIC DUNGEON OF MORVANT THE ......
By: David D. Dornbrack

I | Background: Morvant was a student of chaos
_|_|_‘ theory and he created plenty of chaos himself. He
[ Ezz==== g eventually forced down into this dungeon
I where he has thrived,
5 BYORB: This adventure is a Bring Your Own

Beasts. There are very few creatures given. Copy
down the stats for some of your tavorites and get

10

EEEEEEN 12

1 started.
O] ] Deseription: This is a situational dungeon.
Everyone has a copy of the stats but what are the
EEEE 13 creatures doing. This adventure gives you the
8

e[|

beginning of the situation and you finish it. Some
DM's thrive on this but if vour not sure, feel free o
go down the list and finish the sitwations before
starting. By the way Morvant isa ...
Wandering situations:
1.Drop yvour weapons and reach for the sky. You
lawbreakers murdered. ..
bl ] — ] 2. A large rabbit runs into the passage saying I'm
& LT Late, I'm Late, for.....
M| | | 3. A group of non human children ask to pass by,
- What do vou say to then...
] 4. A voice up ahead yells "You're going to pay."
] 5 A voice from behind you vells "You want it, come
and get it." Suddenly ...

11

14

Important Note:

You should probably decide what and where Morvant is before yvou start.
Luocations:

1. Entrance

2. A nest of large eggs set in a corner nest. There is no mother in site...

3. Rocks fall, everybody....

o

. ou stumble upon stairs leading down to a boat....

5. The sounds of a marital argument reaches vour ears. Suddenly the fight ends with a loud sereech of ...
6, A weapon is stuck in a stone, When pulled from the stone.....

7. A cool breere blows through. Tt has become so cold you can see your breath in the ar..

8. A mouse, chased by a cat, chased by a dog, chased by a ...

9. There is a ruckus up ahead. As you approach an official looking warrior steps out and savs Murder scene ahead, please
find another way...

10. A porteullis falls behind vou blocking your retreat and before you...

11. Something is coming. You can hear the sound of metal scraping along the wall...

12, You walk into what appears to be an underground tavern. A drunken creature yells...

13. A body lies on the floor ahead. As vou approach the body sets up and holds out a pan begging coins for the poor...

14, A goblin comes running through velling their coming, their coming, run for your lives....

This work is released under the Creative Common Attribution-Share Alike 3.0 license. A copy of this license can be found
at http:/ereattvecommons, ore icenseshv-sa/3 007

Return to Index




David Gay - Water Genie vs. Undead Mermaid Gladiator

Water Genie vs. Undead Mermaid Gladiator

High magle underwater adventure

for powerful FCs: ond expert

&iHs

by David Gay
April 2012

This work is lWcansad wvnder a Creative Cotnimons

Attribution-ShareAlike 3.0 Unported License.

After a mysterious shipwreck
in the open sea, the party
sees a light far below, They
investigate the lit-up palace.

X \Dalmaashi .. |
This adveniure lakes place ) @ i - l (_,.-
1.000 ft. undervater with Tiae : \
all the deadliness that implies. DN (S asystat Plains @
* 70,000 f&,
HAaYmar EAYLYA NULZLUK MMERMEN & LACEDONS
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In the palace of Dalmaashi,
the party meets the mand
King Haymar who wants his
his magic scapter that was
stolen by Delva, the lich-like
Undead Mermaid Gladiator.
He offers the party one
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£ { /-—-.U;{ DALMAASIT KEY
| ? r | / j 1. Open sea - A dozen megalodons.
| |,f ™, | = @ 2. Dalmaashi - Three mermen on sed-

horses greet the party.
3. Seaweed door in roof - Water
pressure jams standard doors.
4. Throne room - Haymar awaits.

He's cunning, powerful, and might

keep his word if well-pleased.

ofe sguare = 5 Fft.

G O o

DALMAASH!

5. Haymar's room - Ornate seawead
and coral furniture fills the room..

6. Baylya's room - Depressed by her
mother's untimely death, Princess
Baylya finds sclace only in Fluffy,
her dog-sized deep water anglerfish.

7. Nulzuk's room - The triton vizier

DELVA'S LAIR KEY

All passages are 200 fi. and filled with inky contact poison.

14. Welcome - Argon the
Death Knight and two
lacedons. Argon wiglds a
black blade of annihilaticn
that destrays anything it hits.

15. Support - Four more
lacedons as backup.

16, Delva’s office - She
watches what happens and
pitches in. She re-spawns in
area 20 if defeated, aking a
YOUNger appearance.

17. Argon's torture room -
Bones, racks, manacles.

18. Secret treasure - Argon
keeps 100 bottles filled with
rum and potions in a chest,
along with four exquisite
rubies. The chest has a
deadly lightning trap.

19. Gorgo - The Squizard
filled this entire room
with poisonous ink, He
usas force magic and
has a hat that lets him
cast many extra spells,

iz & giant-sized merman with psi

GORGD

wish if they'll return it

MICRO-TORFEDD WEAPONS
Hayrnar's mermen use micra-
terpedo guns similar to S mm
pistols. The mermen each have
12 rounds of amma and carry
tridents for melee.

Delva's lacedons use full auto
versions of the same micro-torp
guns. They each carry 40 rounds
of ammo and attack like ghouls.

Haymar's scepter can fuse life forms, Delva wants to fuse hersalf with the
Squizard Garge and become ultra- powerful. Haymar intends to use the
scepter to “wed” his daughter Baylya to his slavel/visier Mulzuk,a plan he’s
wisely kept secret from both of them. Delva might try to use it on the party...

powers. He obeys Haymar,
but hates air-breathers.

8. Corridor - Nine mermen.

9. Front doors - Verdigns binds
these brass doors in place.

10. Guard towers - Three polar
ray cannon on each of two
levels, crewed by mermen.

11. Merman guarters - Twenty
off-duty mermen drink rum.

12. Privies. Gotta go somewhere.
13. Treasury - Screened against
divination and keyed so only,
Haymar, Baylya, and Mulzuk
could teleport here, still the wily

Squizard Gerge tunneled in
with the Death Knight Argon.

DELVA'S LAIR

20. Delva’s crypt - Delva
keeps her best trident

one sguare = 5 ft,

DELVA

here in case she re-
pawns, along with less
powerful weapons. She
sirives to shove foes
through a one-way
force wall to area 22.

21. Sarcophagi - Sixteen
contain false phylactaries.

One holds Delva's trug

phylactery plus Haymar's

scepter, 4,500 platinum, 22, Abyssal Deeps - Anyone who goes down here gets sucked to the depths by the magic
of an even deeper, more powerful marid than Haymar who lives on the Flane of Water.

and a cursed dagger.

hitp-idig-contests blogspot.com/

httpuicreativecommons.arglicenses/by-sal3. 0/
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Che

10,
11.

12,

13.

Entrance. An Eye 5py. a
distant and benign
cousin of the beholder,
will emit an ululating cry
if it spots enemies within
100", Though watchful,
the Eye Spy is easily
distracted.

svens of Ar-Gar

by David Thiel [Thiclavision.com

David Thiel - The Ovens of Ar-Gar

Somewhere, there is a bakery making these
qood pies. Prerhaps ifs quarded by more orcs,
—Monic €ook

Che Story So Far

After a perilous adventure invalving an arc
and his jealously-guarded pie, the still-
hungry adventurers have searched the
realms for the source of similar choice
pastries. At last they approach a cave, drawn
by the bakery-fresh odors emanating from

Guard Post. Hobgoblins
and Ores are playing a
card game, They are
frustrated because
several cards have been
lost or eaten, and may be
easily surprised if not
alerted by the Eve Spy.
Handfuls of copper cains
litter their rocky “table.”
Grotto, A single gold coin
lies in the shallow water,
A small, non-descript

its forbidding, black mouth, Mo orcs are
visible, but surely where there is a pie, an
orc cannot be far away.

- ——

e

@

Angry Fish welcomes the
chance to bite anyone

of Gricks that emerge from hidden holes.

loathsome Gelatinous Rats that nest here.

who tries to steal its coin. The real danger is from a mated pair 14. Lift. & hand-operated wooden lift lowers to the factory floor.

15. Faug's Quarters. A magical crossbow turret guards the Goblin
Squeezeway. Adventurers must make several ability checks to sorceress’ possessions. The walls are covered in cabalistic
squeeze through this narrow, lightless side tunnel or become scrawls. Hidden within the sleeping furs are valuable scralls
tempaorarily stuck, & lone Orc is coming the other way, but killing detailing the making of the magical pies in Area 19.
him leaves another obstacle. He carries a small amount of silver. 16. Pit #2. Similar to Area 6.
Bell Passage. Orcish graffiti and broken stalactites mar this once 17. Ar-Gar’s Quarters. A vicious Worg named 5nrll guards the Orc
beautiful gallery. Tiny silver bells dangle from thin cords chieftain’s rooms. & gold-inlaid chair can be sold if removed. A
throughout the corridar, lastling any of the bells signals the maderate amaount of randam treasure litters the pround.

18. Ingredient Storage. Barrels of apples, gooseberries, rhubarb and
Pit #1. Knotted ropes and a block-and-tackle allow a safe racks are stacked here,

19. The Dread Bakery. A wonderful smell permeates this cavern.

descent for creatures and goods.

Slippery Slope. Running cave water creates a hazardous slide
that ends in a painfully narrow crevice.

Iron Door. This locked door is set with four dials marked with
Orc runes. Above is a riddle written in Orcish: “What am better
than arc?"' Setting the dials to read "Orcs” unlocks the door.

Orc Barracks. Orcs and Hobgoblins are sleeping, cleaning their
blades andfor reading goblin porn. Natural stone calumns
provide cover. Thoroughly looting the chamber nets a moderate
amaount of random treasure.

Toilet. A six-inch hole leads to Area 12.

Crypt. Orcish markings outside the door read "No go here.”
Beyond is a crypt filled thigh-high with pulpy remains. &n ornate
sarcophagus depicts a grim necromancer holding a pie. Opening
the sarcophagus reveals a rotted body wearing a silver diadem,
while Skeletons and Zombies emerge from the pulpy mass.
Refuse Room. A stuck iron portcullis bars entry to this wretched
chamber of filth and feces. Creatures entering the area must
make an ability check to avoid vomiting up their iron rations,
Goblin Barracks. The Orcs have enslaved Goblins to worl: their
“weapans factory” below, Two Gablins beg for freedam, and
will try to slip away at first chance, Their only treasure is a moldy
sock containing a handful of copper coins, plus a pretty rock,

Whips crack as Orc overseers punish shirling Goblin slaves. The
workers sit at wooden tables, making pies to be fed to the great
stone ovens, Ar-Gar, the two-headed Orc Mutant and his
accomplice, the Goblin sorceress Fnug, stand atop a natural
stone overhang. The Goblins will join the Orcs to defend the
bakery. An unlimited number of pies are stacked and ready to be
hurled as improvised weapons. About half have been enchanted.
{See Fie Chart.) On the second round and each round thereafter,
each combatant must make an ability check or fall prone in fruit
fillings. Defeating all opponents nets a large amount of random
treasure, including Ar-Gar's jeweled eyepatches (one for each
head), Frug's magical gear and 1d10 pies (roll for type).

Pie €hart

1-50 Non-magical pie. Pie tastes good.

51-80  Pieof True 5trike. Always hits its target.
Contains a rock, Tastes like apple.

81-90  Pie of Reduction. Target reduced in size by
309% for five minutes. Tastes like pooseberry.

91-100 Pie of Flame. Bursts into flame when it hits,
singeing adjacent creatures. Tastes like rhubarb,

Note: Characters may safely taste test a magical pie.

http://creativecommaons.org/licenses/by-sa/3.0/
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David Van Slyke - Hermit Alchemist Tower

Hermit Alchemist Tower

by David Van Siyke for the 2012 One Page Dungeon Contest

An explanation of the NAME map design acrostic is here. The map is a tribute to the Tor at Hightower map by Nick Isaac,
which is available in the free POF 3.5 D&D module A Dark and Stormy Kright. My own optional Player's version of the map is hare.
This adventure is releasad under the Craative Common Attribution-Share Alike 3.0 license htpaferaativecommeons. argilicenses/by-5a/3.0/

Exotic ltem/Location Causing Permanent Random Changes:
Touching this room's glowing treasure chest curses the person's
sharpest weapon or item and causes their footwear turn blue.

False Ending Revealed: This secret door has not been opened
since the alchemist used it

Grandeur: Behind a secret door lies a steeply descending tunngl to
the alchemist's garden of crystals. But the cave and its delightfully
colored contents are actually only a few inches tall. The tunnel is full
of shrink gas. Anyone living becomes mouse-sized for one hour.

Heights: This room's back wall has a sturdy wooden shelf.

Item that Works Best in Combination #1: In ane comer of this
ancient storeroom is a desiccated corpse of a famous alchemist.

Item that Works Best in Combination #2: The enchanted table

in this room is large and has a humanoid-shaped depression in the
middle. Any humanoid body or skeleton placed upon it will answer
one quastion. Asking another changes the body into a Zombie.
{The hermit alchemist would kill cther alchemists, transport their
corpses here, and then demand their secret alchemical knowledge.)

Joy: This room contains whatever type of challenge, item, clue, ar
exploration the Player most enjoys.

Key #3: The dying Kobalt leader tzlls this story after the battle
with the Ghouls, "Were sent to claim tower. As clan fookoul, Two
days ago. Tower is safe. Use our supplies...A few minutes ago we
opened. Basement inner unfocked doar. The Zombies were
waiting...Clan will send scouts. Five days. Please. Make our
bodies safe. From scavangers. We can be taken home...and
buried with homor.”

Key #4: A key to doors L4 is hidden on the floor in the corner of
this room, covered by dust and rotting rags.

Key #5: A statue of the hermit alchemist on the dias shows he
was an Ogra! On his shoulder rides a mouse-sized copy of
himself, part of the same stone as the main statue.

N Enter/Exit: The wall closest to the hillside has collapsed,
creating a "cave mouth” litered with rubble.

| Ambush: A large guard dog kept by the Kobalts defends
the tower's ground floor room, which also contains food,

drink, rope, and candles.

Broken Science: A vertical shaft connects the tower with
this basement workroom. Anyone who stands at the top or
bottom of the shaft is gently lowered or raised.

Complicated Combo Combat: Unfortunately, Ghoul
reinforcements from other rooms arrive until the Kobalts
_are killed. The Kobalt leader is mortally wounded but

\ before dying tells his story to the PC (see K3).

" Deadly or Fragile Foe: Several one-hit Zombies guard
this storeroom. They cannot break down doors.

Hermit Alchemist Tower

@ tribute bo the map The Tor @b Hightower by Nick Tsaacs
from the FOF module A Dark and Stormy Knight
available at htp://www, wizards,comy default.asp Tx=dnd/ea/ 20050329

enter/exit

D door
S secret door = platform

dias/altar @ pillar v stairs
4+ rubble 9 shaft bottom

Locked Door #4: The key at K4 opens these doors.

Monster: A Ghoul Cat guards this room and the evil altar in the
back. It moves quickly but does little damage and cannot jump well
ar reach the high shelf that spans the room.,

NPC: The Hermit Alchemist had moved elsewhere, but his
anchantments alerted him when the Kobalts occupied his tower.
He arrives to investigate just as the PC attempts o depart.

Problem/Pitfall: The tower's upper story is almost all ruined and
rotted. Hidden on the small portion of the floor that remains is a
shrink potion that makes anyone who drinks it become mouse-
sized for one hour, How to retrieve it without causing the floor to
collapse and the delicate glass vial to fall?

Quick Heal: The Kobalt supplies on the ground floor include two
healing potions and one vial of poison. All appear identical.

Return to Index



Diogo Nogueira - The Hidden Shrine

An old dungeon built under an fort, now abandoned and in ruins, that
was later connected to natural caverns. Later occupants built a secret
shrine upon a island of bones in the river. Now a Necromancer has
found the place and kidnapped a family of nobles to sacrifice them to
his blood god.

1. 3 kobolds guard this entrance and can cause a small landslide to
harass intruders (like a trap).

2. This is the lair of the kobolds. 8 males, 15 females and 20 young
kobolds live here. Under a rock in the north there is a bag with a gem
worth 250gp, 500cp and 250sp. There is a ravine on the north path
that makes it difficult to move this way.

3. This room has a pool of water on the west side where a dead
adventurer's body lies with his +1 magic sword. Once getting near
the edge of the pool adventurers risk falling there and takign falling
damage from 10ft

4. An insect swarm made residence here and will attack if anyone gets
too close.

5. The pool of water on the left side is a hidden passage to area 15.

6. This is where the man-made dungeon connects with the natural
caverns. 2 bandits keep watch here,

7. Entrance from the ruined fore. 3 bandits guard this entrance.

8. This is where the bandits rest and live. There is a 50% chance of
finding 1d4 sleeping one here. Among their stuff its possible to find in
hidden places 1500cp, 700gp and 15 gems (2000gp).

9. A hidden room where older habitants stored old clothes (100gp)
and a scroll with a treasure map to another dungeon.

A low-level adventure
[ocation J1_v Iiage Nogueira
(pontosdeexperienciablogspot.com)

RUmMoRs:

1. The Dead haunt the caverns.

2. A Devil guards a holy item.

3. A Noble Family was captured nearby
4. Aguatic monsters lives in the river.
5. A hero died there with his treasure.
6. There are Partals to other worlds.
7. An evil wizards is conjuring demons.
8. Kobolds ara attacking nearby town.
9, The answer to the riddle is death,
10. The path to the altar is cold.

WANDERING MONSTERS:

1. 1d4 Patroling Bandits (Humans)
2. 1d6 Kobolds hunting rats to eat.
3. 2d20 bats to confuse adventurers,
4. 1d8 hungry Giant Rats.

5. 1d3 Giant Centipeds.

6. 1d6 Goblins Scouts from outside.

10. False door with a poisoned needle (Save or Die).

11. This hall is usually empty but there is a 50% chance of 3 bandits
being here after torturing prisoners in area 12,

12. The noble family is kept here in the cells, There is a father, a
mother and 2 boys. The daughter has been taken by the necromancer.
They ask for the adventurers help and promise to pay them for their
effort.

13. The Kobold Chieftain has taken this room, and lives here with his
3 wifes who can fight, He has a small chest with 3000cp and 2000sp).
14, The statue in the middle of the room is of a demon, Whoever
touchs it must make a save or suffer an effect for a full day (1d8:1-3 3
to saves and attacks; 4-6 +1 to saves and attacks; 7-8 no game effect
but start hearing evil voices in her head).

15, The door is locked. There is a teleportation circle to the altar in 17
here if the adventurers can decipher the magic writing.

16. The hooded ﬁgurﬁ: statue on the west wall asks a riddle to
whoever comes from the water passage: “This thing all things devours,
Birds, beasts, trees, and flowers. Gnaws iron bites steel, Grinds hard
stones to meal, Slays king, ruins town, And beats high mountain
down.” (Answer is TIME). If correctly answered the north double doors
open, otherwise B skeletons rise to attack the adventurers.

17, The necromancer is here performing the ritual, He is quite
experienced and has the help of skeletons that can form from the bones
of the island as needed, He has a golden bracelet (1000gp) a dagger
that function as +1 for chaotic characters and -1 for others, 2 arcane
scrolls and 50ep. The noble's daughter is tied to the altar in the middle
aof the island and will fall in love with one of the heroes if saved.

released by Diogo Mogueira under the Creative Commaon Artribution-Share Alike 3.0 - hrrpe/fereative commens.org/licenses/fhy-sa/3.0¢
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Dylan Hartwell - The Dutch Oven

The Du!:c‘h Omn
i1.,-"'|,-"|'itt<:n & |ﬂu5tra£‘c.:| b_r.J ]___)_r.J]an ]"'fal‘t'wcu

R _

3 % i . .:";'- e T ; 7 7
N NSS TS RASNCEES I\ SL '
S A e e
-1"1 A anwil

|ntroduction: The dungeon is a forge and, if completed in order [1-3-5-4), creates either a Lawful or Chaotic 43 longsword. First, the metal chosen

in room 1 is heated to white-hot in room 3. Second, the sword must be forged on five anvils in room 5. Third, the sword must be magically
inscribed in the column in room 5. Finglly, the sword must be guenched and hardened in room 4. Only characters with the same alignment as the
swiord enjoy the bonus. If a character with an alignment different than the finished sword attempts to leave the dungeon, the statue in room 1
cames to life and attacks the party,

1. Stone steps descend into a rectangular chamber. A 10° statue of a warrior dominates the center of the room. In each hand is a bar of metal,
black in his left and silver in his right. Each bar is easily removed, The black bar is infused with Chaotic force; a Lawful character loses 1d4 HP each
turn they are touching it. The silver bar is infused with Lawful force; a Chaotic character loses 1d4 HPF each turn they are touching it. Meutral
characters experience no effect with either metal bar.

2. A powerful odor of brimstone intensifies as the characters progress. Each alcove hosts a single manster statue. If any character touches a
statue, that statue comes to life and immediately attacks the party. If any monsters along the North wall (a-e) are killed, the secret door to room 3
opens. T any monsters along the South wall (f-]) are killed, the secret door to room 4 opens. The monsters are: Fire Beetle(a), Giant Centipede(b),
Goblinic), Kobold(d), Orc(e), Giant Rat(f), Spitting Cobra(g), Skeleton(h), Giant Crah Spider(i), Wolf{j).

3. 5Stairs descend to a small room with a locked door. The air is filled with an overpowering odor of brimstone and a deep rumbling can be heard.
A second set of stairs leads to a small room with an open oven along the East wall. There is a pair of iron tongs 2° in length set to the left of the
owven, If a character approaches within 37 of the open oven, with or without the tongs, they take 1dd damage each round. If one of the metal bars
is exposed to the fire for four rounds, it will begin to glow white hot.

4, Stairs descend to a small room with a locked door. The air is filled with a powerful odor of mildew and the muted sounds of running water, A
second set of stairs lead to 2 small room with 2 pool of water covered in a thin layer of mist. The pool is fed by a stream of water pouring from a
marble sea dragon’s head. IT a white-hot metal bar is submerged, it cracks loudly and crumbles apart under the water. If a white-hot sword is
submerged, an explosion of toxic steam billows from the pool, filling the room for 5 rounds. All characters take 1d4 HP damage each round unil
they leave room 4. Because of the thick steam there is a 10% chance of disorientation whareby those within the room cannot successfully exit.
The sword is now finished, see introduction.

5. Ahuge room nearly 100° in length. A series of 5 anwils line the length of the room. If 2 white-hot metal bar is placed on an anvil, hammers
magically appear and pound the bar into the shape of a sword. A floor to ceiling purple curtain obscures the far wall. Behind the curtain are two
marhle columns 37 in height, one black and one silver. A small opening on the top of each is just large enough for a sword, If a white-hot black
metal sword is sheathed in the black marble a thunderclap echoes the length of the room. When the sword is withdrawn, it has a razor sharp edge
and a saries of unidentifiable runes along the blade, The same ocours if a white-hot silver sword is sheathed in the silver column. If a black is
sheathed in silver, or silver sheathed in black, a thunderclap sounds and molten metal explodes from the column, Each character has a 5% chance
of taking 1de damage. The sword is forever lost.

Edited by L. Shawn Aiken, Robert Morris, David Macauley, and Carter Soles and released under the creative commons license.
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Edward Green - Goblinville

BOBLINVILLE

By Edward Green (edowarsblog.wordpress.com)

square =

Goblinville is a small goblin community located in the outskirts of a
vast ruined city. The goblins scavenge from the ruins, ever vigilant
against predatory orcs and opportunistic adventurers, Chief Foz has
turned their tiny village into a vertible goblin fortress,

Male goblins wear leather armor and are armed with a mix of
spears, short bows, daggers and throwing stones. Goblin females
wear no armaor, wiglding rusty knives or throwing stones, Gohblin
young just throw stones.

Proficient scavengers, adult goblins are adorned with small bits of
crude jewelry made of precious metals and stonas (warriors = 2d6
GP; females = 1d6 GF; young = 0 GF).

Barricades (E) block many of the entrances into the goblin village.
Thesa are crude barriers, easily smashed, but doing so makes lots of
noise, guickly alerting the goblins,

Goblin holes (@), all interconnected via a vast network of goblin-
sized tunnels, allow the goblins to easily mowve about the village,
guickly and unseen. The tunnels are also frequented by the goblin's
giant rat pets and other, uninvited, ‘guests.’

Goblin Tunnel Encounters (Roll 1d6 each turn in tunnels):
1-2 = 2d4 Goblin young; they flee, shrieking
3-4 = 3d4 Giant rats aggressively attack
5 = A hungry giant spider out looking for a meal
B = Anirate giant centipede

Pit traps (O, 10°x10'x10°) have been dug along the outer perimeter.
They are easily spotted, but not so easily circumvented. The pits are

staked, and the stakes coated with a toxic excremental brew. Any
poar unfortunate impaled upon a stake must make a save vs, paison
or eventually succumb to a nasty flesh-eating disease,

Walls of crumbling mortar and stone stand 5 to & feet high. The
goblins are adept at scrambling up and running along the walls, from
which they fight whenever possible, hurling spears, arrows, stones,
even their own feces, down upon invaders. When the alarm is
raised, the walls come alive with agitated goblins. If the party
attempts to climb the walls and takes no special precautions, there
is & 2-in-6 chance (day or night) that a goblin sentry, walking the
wall, will notice and raise alarm.

1) Goblin Sentries: Two geblin sentries stand guard at the entrance.
They are vigilant, if not proficient, guards.

2] Bachelor's Quarters: Up to 1d6+6 uncoupled male goblins sleep
in each room to the left and right of the main entrance (area 1),
where they can respond guickly to any thraats,

3) Inner Guard Post: Two more goklin sentries stand watch near
the south barricade. They are less wary than the outer guards.

4] Couples Quarters: Mated gobling live in the middle part of the
village, along with their offspring. At any given time each room
contains 2d6 males, 3d6 females and 3d6 young.

5] Pantry: The goblin's uneaten captives are imprisoned in this
closed-off area. The goblins have installed crude wooden gates on
the north and east entrances. Two goblin sentries stand upon the
western wall; all the other walls have a single sentry. Presently two
orc scouts lay imprisoned within, awaiting their gastronomic fate,

6] Foz's Harem: The northeastern portion of the village is reserved
for the chieftan’s quarters, and his harem. Chief Foz is attended by
six of the choicest goblin females, all of which are armed and fight
like warriors, Foz's girls wear various bits of precious adornment
warth 1d6x50 GP each.

Along the north wall (area A) is 2 rubbish pit, wharein most of
poblin‘s trash is deposited. The tribe’s giant rat pets make their
nests here, along with an otyugh hidden beneath the layers of
refuse.

The rats like to steal shiny baubles and incarporate them into their
nasts, which observant adventurars may notice, Each round spent
scrounging in the pit yields up 1d6xs GP worth of gold and silver
jewelry, plateware, cutlery and other such valuables. It alsa
prompts repeated attacks by agitated giant rats (1d4 rat attacks
each round, per scrounger) and one pissed-off otyugh.

7] Foz's Throneroom: Chief Foz , the ‘Firewalker,” is a massive (3
HD), red-hued goblin, A mutant, he is immune to fire and heat, and
frequently “walks™ the fire pit to prove his potence to the tribe, Foz
wears chainmail armor and wields a +1 mace. lewel encrusted
golden chains adorn his shoulders (900 GP value). In his other hand
he often wields a jug of noxious ‘goblin juice.

Foz is protected by four hulking goblin bodyguards (2 HD), wearing
chainmail, wielding spears, adorned with 1d6x100 GP worth of
jewelry and shiny bits.”

Should Foz be attacked in his throne room, he and his guards will
raise a hue-and-cry, alerting his harem (area B), who come rushing
to his 2id. Any other gobling close enough to hear the fighting will
also join in, hurling missiles fram the crumbling wall tops,

http://creativecommons.org/licenses/by-sa/3.0/
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Eran Aviram & Aviv Or - One Last Tribute
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Eric Harshbarger - In The Dying Light
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Eric Minton & Joshua Krause - The Vault of Illusion

The Vault of lllusion and the Cube of Power

A dungeon of tricks and traps for lowerdevel characters

BACKGROUND

Long ago, the illusionist Hilduin constructed an
undergruund vaull wherein he practiced and
honed hiz magics. Later, he announced that ha'd
concealed a potent magical device in the vault—
the "Cube of Power"—io be claimed by anyone
clever enough to retrigve it. Many adventurars
enterad the vaull, but none emerged wilh the
Cube. Will you be the first to bypass the vault's
traps and claim the Cube of Fower?

WANDERING MONSTERS

1) The party’s path is blocked by a phantasmal
giant spider in an illusory web.

2] 3-6 phantasmal kobolds throw javeling & nals;
netted charactars at ¥ movament until “freed .

3) A phantasmal leprechaun “steals” treasure and
dances away toward a nearby trap.

4) A phantasmal young red dragon roars and
breathas illusary fire.

5) 2-5 nlass skeletons approach and attack,

6) 1 living shadow sneaks up and attacks.

ROOM KEY

F: A curtain of illusory lame, with a brass wheel set in the wall 0 that half sticks out on either side of the curtain. Turning it switches the curtain on and off.

W: Alarge, dramatic wall switch, enchanted to radiate magic and throws sparks whan flippad. The switches are a Irick and hava no real effect,

1: The Custodian’s Workshop. An intelligent, spallcasting living stalue of black crystal resides here, lasked by Hilduin with repainng braken Iricks, iraps
and guardians. Bored and chatty, it may choose to guide adventurars past traps cnly to trick them into worse danger later on. A stone plug covers a trash pit
containing an ochre jelly. A large sack hidden in a crack in the north wall is full of treasure retrieved from deceased adventurers, including roughly 500sp &
500g9p, an elaborately worked gold bracelet (worth 450gp), a dagger +7, two clerical scrolls of cure light wounds and a greasy orange polion of diminulion.

2: Warning Chamber. When a living creature enters, a magic mouth appears and intonas: "Only the most cunning adventurers will claim my Cube of
Power. To the rest of you, | offer this choice: flee to safety, or embrace your inavitable doom!™ One minute later, the doors close and lock automatically, and
4 plass skaletons emerge from illusion-shrouded niches and attack. Once all skeletons are defeated, bath doors opean.

3: The Glass Maze. The stone walls of this maze are as clear as glass. They have a peculiar magical properly, in thal monsters on the far side of & wall are
invizible! Living crystal statues stand guard, ready to attack any infruder who comes near—aeaspecially those who're helping companions out of the maze's
vanous pits, which are concealed with illusions of solid flooring The living statues won't leave the maze area but will otherwise pursue intruders relentlessly.

4: The First Fake: A crystal cube, enchanted to radiate magic, rests on a stone pedestal. It can be seen through the glassy wallz but is wholly inaccessible.

5: The Rat Room. Phantazmal rats scumy across the floor. Moments after the party enters, three phantasmal rat-men appear from the west door and fire
arrows, trying to lure characters into the room’s many illusion-shrouded pit traps. The easternmost pit holds the broken-legged skeleton of a now-deceased
adventurer, which swings a cursed sword of berserking +2 at anyone who falls in! It still wears a backpack containing thieves’ tools, a few coins and an
intricatle silver key thal unlocks the chestin room 9.

6: The Falling Hall. This appears as a horzontal corridor ending in a wall of spikes. It's actually a greased sloping corridor terminating in a spiked pit, but a
permanent illusion disguises the grease, makeas he corridor look straight and twists the imagea of the pit 90 degrees. Thus, a character thal steps anlo the
slope seems to skim across the floor, bounce into the air and slam into a ‘wall' of spikes. Three cobwebbed skeletons in coroded armor are impaled on the
spikes; their bags hold rotted provigions, a few coing and a tattered map marking the location of Hilduin's vault. A giant spider nestz in the southern nook.

7: The Rainbow Room. Shimmering colors and darting shadows writhe acrozss the walls and floor of this room. Characters who fail a saving throw versus
magic are hypnotized by the patterns until they're injured or a fellow character shakes them back to their senses. A living shadow lurks amid the caolors. A
pressure plate in front of the wall switch causes a comrosive green slime to dribble down from the ceiling.

g: Hilduin's Laboratory. The Steward—an intelligent, spellcasting living statue of blue crystal—awaits its master's return here, Though unaggressive, it will
fight to protect its master's praperly and is nol easily deceived. Shelves cantain books af ocoull lore and jars of weird reagents, sufficient for an illusionist o
parform magical rasearch.

9: Hilduin's Bedchamber, Contains fine furnishings, elegant {albeil mildewed) lapesties and clothing, and a locked chesl, Opening it without the key from
room 5 unleashes a phantasmal kiler. The chest contains a pouch of pearls (total value 2000gp), a fizzy blue pofion of invisibiity, and Hilduin's spellbooks.

10: The Fourth Way. This secretl door is localed at the boltom of the northeastern pil in the Glass Maze.

11: The True Cube, Bahind a lnose stane in the wall, up naar the ceiling, there lies hidden a gald-inlaid ivory coffer (worth S00gp) containing the rue Cube,
a fist-sized crystal block that generates six distinct illusions—dancing lights, hallucinatory forest, imvisibility, light, phamtasmal lightning and phantasmal
serpent—once each per week. When the box is opened, a magic mouth appears inside it and says, "Congratulations! My Cube of Power is now yours. Use
it as vou will, with the knowledge that your newfound power stems from the generosity of Hilduin, Master of lllusions.”

12: Real Fire. If the wheel by this curtain of illusory fire is turned, a ceiling nozzle sprays oil past a striking flint, showering a 10" radius with burning oil.

13: The Second Fake. A crystal cube, enchanted to radiate magic, rests on a marble pedestal. When the cube is touched, the door closes and locks (spike
halds on 1in 6). An illusionary spiked ceiling descends over the next two rounds; those who fail a saving throw versus magic fall unconscious. Immediately
thereafter, four glass skeletons emerge fram llusion-masked niches and attack. Tha door opens once all skeletons are defeated.

Designed by Eric Minton = Map drawn by Joshua Krause « Released under the Creative Commoen Attiibution-Share Alike 3.0
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Evangelos Vafeiadis & Nicolas Kabasele - Zombie Elves
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Fco. Javier Barrera - The River of Stars

= W ’@ge River of Stars

-

by Feo. Javier Barrera

THE RUINS OF THE
PALACE OF THE MUSICIANS

On the top of Mount Urgul, watching ower the
brautiful cty of Ur-Agnis, mise the gaunt
ruins af e Palace of the Musicians, Under
the muins, lies buried an uneerground
complex of buibdings that farmerly were part
af an alder and myserinns palace of the
Fallen Sochara Empire

when the trapps of the Infant King of
Murarca corguered te island to the gians,
the Corumme family, captains of that
powwertul army of men, huilt the Palace of the
Musicians ower the harked palace; perhaps
Enowing its existence, [arthe Corumms kive
been related to the practice of “The fArts”
slnee centries, Thers thsey duwelled wvtil fifty
yeurs ago, when a fire turned to ashes the
palace and its imhabilants, and it was never
rehullded

== S
o Loched door
S Secrer door

WARDTRING MORSTIRS

The legends about what happened in the .r \
Palace of the Musicans and the last treasure 1 i Wisr Paiacs (o) EasT Parvee (s
ol the Copmme attrac iz atvenmirers lrom all '} 1- '5':“’“ Stature "'3"‘::":“
- -y . P s 2-Stadw 2 Hohgubliss
overthe .q.__u..l but mome of them has discover . FWH W 3 tny i
Ehve brse of iks nadure. 5 I 4-Wight 4 Dark Bhes
e 5= Skeletors 5 Gatlindape
L2 & Gray Doee - Tellmar makd
Y A
MAP KEY RuHOUES {06)

Note: Adapt the number of enemies and NPCs levels to the party level,

A= RUINS OF THE PALACE OF THE MUSICIANS, 5tairs leading to the basement. For cvery turn
here, throw a di: 1-3 the skeletal cave bear appears.

b- BASEMENT. T'wo secret doors give access to the passage that leads dewn to the buried
Sochara Palace.

c-DEN OF THE SKELETAL CAVE BEAR. The curse begins to extend beyond the underground
palace and has affacted the hones of a cave bear that rested on the caves near the rulns.
Mow, he's spreading the terror in the valley. Skeletal Cave Bear.

1- eNTRACE DooRS. Locked doors. The inner side of the entrance doors has marks of
seratehesinspiral Teap (1-2in db, Damage: 1d 12+ paralisys d10wirns),

2-DEAD GARDEN, Every night dozens of purple flowers sprout and wither in seconds, asa
beating, The Dead Garden is home ofa Zembie Plant.

3- HALL oF MIMIATURES. Former dance and cvents hall, Coloured mosaics cover the walls
and the Aloor. The mosaic on the Aoor reveals the secret doors and hidden connections of
the Palace, Spirits of the dead dance eternally in this room, Spectres.

4= THE TWO FOUNTAINS, One oures wounds, the other one recovers from illness. The gem
stones in the water keep inside the spells of their creators.

5-THE ALTAR OF THE UNDINE In the South wall of the room an altar rises in wich the scale
of an Undine has been depositated to purify the underground waters that move under
and feed the two fountains of room 4. The statue of an Undine presides the altar and will
attack If somebody tries to extract the scale or the gem stones of the fountains. Living
statue of Undine.

G- Tue Vault. Formerly it led to an underground level, completely closed at present.
Mow is home of a Yellow Mold.

7-Tue RIVER oF STars. The room known as “The Starry Night” or “The River of Stars” is
covered by an enormous vault. The vault is decorated with nocturnal sky map, in wich
the stars shine with magic light, illuminating the Foom. A prolonged study of this map
wonld reveal the exact position of the lostcapital of the old Sochars Empice. Here lies the
corpses of many of the inhabitants who were buried during the earthgquakes that
destroyed The Starey Palace. Lost Souls (wights / sleletons).

B- THE PERGOLA. This shaded passagewsy conmected the public part with the private
part af The Starry Palace, The passageway is filled with the corpses of deceased servants
and guards of the Sochara. Skeletons § spectres.

Atthe end of the Pergola, the goblins of King Gkusani have builta parapet te be protected
from the incursions of visitors of the West part of the Palace, Goblin guands

9= LiIsraRY. Most of the books here will crumble upat mere contact. A locked secret shell
proserves in good state the personal diarics of the empress and some of her most priced
jewels (5.000 GP). Trap (venom; 1-4 in dé, Lethal). In this reom await the personal
guard of Maximilian. Dark elves.

nderthe roing of the Palsoe of the Musicians, a rreaure ol incaloulable salue is hidde n bur protected
byaterrible curse and a guardian that meither thie ime nor the flames have heen able toexile. (T

A phostlike beast is devastating the arms near Mount Urgul. The hunters talk about a restless spirit
thatd cesn't devour the meat of its vickims. [T}

Some children of the farms near Ur-agnés have disappeared while they slept in their beds. The
people talk of aorthern enslavers kidnapping the chikicen to ell thim in the dae market of the
distant (e (F)

The Corumme Eamily build the Palace of the Musicians, They were rich and ppwerful althowgh inthe
periad of the fire that destroyed the Palace only the youngest of the hrothers was sane. Some state
thathesurvived to the fire but nobody hassaw him againor known anything about him, (T}

10- Oun OmservaTorY. Personal room of Maximilian, Okusani's leutenant. Maximilian
(Dark alf; deml-Powerful NPC).

11- Goarm Exvcareent. Most of the goblins that serve King Okusani are distributed in
these rooms, awaiting hisorders. Goblins.

12 & 13- Preson and TorTURE RoOM. The Torture room is illuminated by a milky light of
unknawn |:|rigi||. Here works Maknlhela]h;-r ||:|-:r|:|g|:|h|.ir.|; MPCY.

14 5 15- PRIVATE LIBRARY and CHAMBER oF DoMESTIC RITES. The Sochara pul in this
room the books related with The Arts. The books only can be manipulated with the
Ahrar Glowes [now in Okusani's hands), Any contact without them would submit the
minco of the reader to the will of the bools,

16-THE ORKGIN OF ALL EvIL, There are seven doors painted on the walls and a golden
point that indicates the center of the room. Here rests Qud-quih, originally a water
spirit captured by the Sochara, now, after conturies of captivity, a devil of Grudge. The
Corumme didn’t free him for they longed for the lost Arts of the Sochara. He cormrupred
their souls until they turned mad. Only one Corumme escaped his fate and set fire to the
Palace. Since then, the grudge of Qui-qui'h has corrupted the Palace itsclf and the
entrails of Mount Urgul, and now starts to extent further on, threatening Ur-agnés.

Qui-qui'h animated the corpses and throw the spirits aginst the living. He's trying to
cheat Okusani and be released. Only destroging Qui-qud'h wall finish the curse. Qua-
quid’h, Devil of Grudge [Powerful demon; NPC).

17-Toe Court of THE OGRE KING, Okusani is an ogre mage who has proclaimed himself
king. His gobline discovered the ruins of the Sochara palace by accldent, while they were
exploring the Underdark. Mow he's trying to reveal its secrets. He uses this room as his
throne room and 1s always protected by his personal guard. He keeps the keys of the
locked doar that leads to rooms 14, 15 and 16, and the one of the Treasure chamber.
Okusani (Ogre mage; powerful MPC) and personal guard (Elite Hebgoblin guard].

18- Treasune cuaMpin. Okusani keeps in this chamber the treasure recovered from the
East part of the Palace, aswell ashis personal treasure [Treasure trove). The treasure is
guarded by his pet Alcoba [Pseudodragon).

19- To THE UNpErDark. An alarm trap and several gobling protects the bastion of the
ogrekingof non invited visitors, Alarm Trap (1-5 in dé. Damage: d6 and deafness) and
Goblins,

A One Page Dungeon released hy Foo. Javier Barrera under Creative Commons Atribution-Share Alike 3.0 - httpef fcreativecommons.orgflicenses /hy-sa /3.0,
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Felbrigg Napoleon Harriot - One Page Dungeon

One Page Dungeon

by Felbrigg Mapoleon Herriot 2012 http://creativecommons.org/licenses/by-sa/3.0

The game is for exactly 3 players. You can match
this dungeon to any genre. Your character will be
defined during play. Background: The "ancients" left
behind a great treasure, perhaps the greatest
treasure of all time, but they left it guarded by a clever
devious trap system. Only three people have a
chance to get that treasure. Players take tumns in
strict rotation each attempting to defeat the next trap
in the sequence, see the diagram for the sequence of
traps (left to right). During a turn a player gives an
outline of how they will attempt to defeat the trap.
Then roll a D10, if they score 8+ they succeed and
can explain the full details of how they defeat the trap
and get to the other sidefall players are now
assumed to have passed the trap). If they fail, the
player may "burn” one or more resources to increase
their score. Other players may assist by buming their
own resources to increase the score. If the final score
is B8+ the players involved describe the scene and
how they used the resources to defeat the trap, the
next player starts on the next trap. If the final score is
less than 8 the attempt has failed and the player
whao's tum it is takes a penalty, the next player starts
their tum on the same trap. You may not move to the
next trap until the current one is defeated.
Resources. Each resource may only be used once
during the game. No two players may have the same
resource. You do not define the resources before play
they are made up during play.ltem of Equipment:
This is a piece of kit ., it adds +3 to the die
roll.Training Montage: In terms of a "Flashback”
describe some of the training or history that applies to
your current challenge, it adds +2 to the die
roll.Desire or Love: Your character has a reason to
win, describe how it motivates. This adds +1 to the
die roll.Penalties: Each character may take two
penalties, a third penalty kills the character in a heroic
manner.Penalty 1: The trap is actually defeated
successfully, but the any further die rolls inveolving the
character for the rest of the game are at a -1
penalty.Penalty 2: the trap is not defeated and any
further die rolls for the rest of the game involving the
character are at a -1 penalty, this is not cumulative
with Penalty 1.Penalty 3:Character is dead.

The

|
[ \E:Eﬁ reasure!

Bottomless
chasm

Quick sand

floor

\

Snhake covered floor

Inspired by the works of Matthew Reilly
(hitpz/fwww.matthewreilly.com/)

Visit my web site at

{hitp:/iblackdogofdoom blogspot.co.uk! )

Rain of Lava bu )‘

Qily Slope
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Gabriel Perez Gallardi - The Oracle of Pagebrin

The Oracle of Pagebrin by Gabriel Pérez (urudnd@agmail.com)

Background: Legends tell about a magical place in a mountain range
near the coast that houses the all-powerful Oracle of Pagebrin. Many
adventurers have set forth with promises of untold riches and assurances
that the oracle does not serve the darkness. Wary adventurers however
reflect upon the implied fact that the oracle does not serve the light
either..

1. Entrance: After a flight of wormn slippery stairs, a dark tunnel slopes
down and to the right into the darkness.

1la. Welcome: As you pass by, a magic mouth on the wall to your left
asks: "What are you searching for?" After a pause, and regardless of the
answer given (if any), the mouth exclaims: "You came fo the right place!".
1b. Playroom: A wooden door (closed but unlocked) leads to an oddly
shaped room that has a round green felt covered table and several chairs
around it. Several chandeliers and a lamp hanging from the ceiling by a
chain light this room. On the table there are different sets of cards, coins
and dices. A leprechaun dressed with a blue hat, a red shirt, vellow
trousers and green boots is sitling at the table absently toying with them.
"Helia! Do you want to play @ game?" he cheerfully says when he sees the
party as he takes out a deck of cards from his pocket (which is in fact a
Deck of Many Things).

1c. Portal: This opulently decorated misty archway has a Greek cross sign
engraved in its commerstone. It functions as a Gafe to a magnificent
banguet hall lavishly set with thousands of chairs but with no one in sight.

2. Search Room: A roughly oval cavern housas a rectangular pedestal of
grey granite with rounded edges (2 ft. high, engraved with black glyphs)
right in the middle. The walls are lined with rows of shelves stacked with
books, scrolls, and parchments on random topics. A successful decryption
check reveals that the glyphs allude to luck. Whenever an item is remowved
from the shelves, a similar item can be seen behind. Any items taken from
this room disappear when the party leaves the room. There is an exit to
the South. The pedestal functions as a 7&lgoort to room 4.

3. Abandoned Corridors: Masonry-made dead-end carridors of dubious
craftsmanship run North to South. Wavy mosaic patterns adorn the walls.
These corridors are dusty with cobwebs and debris.

3a. Trap: Theres a 1 in & chance of falling masonry and bricks.,

3b. Sign: A dusty bronze sign on the North wall reads: "< Beach — Apiary
3"

4, Domed Room: The dome in this room appears to be open
to the outside, but it's actually an illusion placed over a Gate
that only allows pigeons to go through., The walls are lined
from floor to ceiling as far as the eye can see with nooks.
Carrier pigeons come and go constantly from this room; if
attacked or captured they all turn into Angry Birds and
retaliate. A pedestal identical to the one on room #2 sits in the
middle; it's a Tafeport to room 2. To the West there's a stout
wooden door (locked) and reinforced with iron bars.

5. Round room: The walls of this room are pitch black and
the only source of light is a 1ft. diameter Crystal Ballthat sits
atop a 5 ft. high red marble column. Bleached bones litter the
floor around the column. The crystal ball shows random
depictions of strangers in unknown places; a save is required
to prevent being enthralled by the images and forego
nourishment until natural death occurs.

5a. On the South wall, 5 ft. from the floor, there's a lever. If
ackvated, the crystal ball shows what's happening in the room.

6. Map Room: A tunnel with several sections with steps
slopes up into the unknown. The walls are covered in murals
of painstakingly detailed maps from faraway places.

6a. Treasure: A bright red X is painted over a loose flag on
the floor. Digging beneath for 1 round unearths one broken
chain link and one gold piece. This can be repeated
indefinitaly.

Wandering monsters (1d6):

Gang of 2d4 criminals

2d4 pirates

Bug swarm

1d3 trolls

Travelers toffrom a near city/ville
2d4 angry birds

e e

Motes:
+ All rooms are dark unless specifically noted.
» Ceiling is 10 ft. high unless specifically noted.

Released under the Creative Common Attribution - Share Alike 3.0 License: htto://creativecommaons.ara/licensas
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Gene Sollows - Holy Sword
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Gerardo Tasistro - The Graveyard

A priests falls prey o the dark magics as he tries to bring back his loved one fraom the grave. His love returns as a wight that attacks and
Th E G raveya rd turms him into & wight as well, MNow they haunt the chapel and the sumounding countryside with their ever growing flock of undead.

Intro

Poasible infroductions 1o the adventure are: hearsay in the
nearby village of disappearances in the area; charactars
nappen ta stumbke upon the ruins (some warning should be
given by wriling on walls or trees, preferably with blood).
Arrival during dusk is preferrad. Letting night crawl upon
them as they begin to investigate, Create tension by raising
zomhias and skelatons from the graves and crypts (11).
Ghasts may alsa coma cul from the hangman's ree on he
| Teee 1.4~ ] | howesr vighl part al the map Jor bigh level advenlunes)

| | Wandering Monsters
1 3 <.. i = Wandering monsters are only found on the cemetery
b g e I | - grounds and in the chapel's main gallery.  Shortly after
=7 ) - 1 sunsel and belore sunnse wighls and ghouls may mowe
J L . around 7, 5, 4, 3, 2 and 10. Consider this as a possible
F Y P ancounter with these creatlures oulside their assigned
] q l_ areas,

 — — i — 5.— e — K J ! | Ba
E-:"‘.'- q ] | 1R Nightime (1d8) Daytime (1d8)
e [ | cele- : - | 1 Giant Spiders 1-3 Giant Rats
gyl 1l & AR 11| s : 2 Gianl Rats 3-7 Zombies
J_ )
¥

3-5 Zombies 2 Ghouls
v depil g 4 . 5-6 Skeletons
0 I 7-8 Ghouls

" - ! ; I;
{5- Ie III_.—-r-'-_'-- ——I‘J‘J'-"ilb _, / y | / Monsters
|\ 515 I u | - 3 Tret Room 6: Skelstons. Ga 2d8, 6b 2d4, 6o 3dd
’ Room & Wights (2). The wights are the core creatures in
3 T | 1 tha dungeon. They can be two nomal wights. The female
| being stranger than the male given she was call farth fram
i ¢ " ] ’ - lhex nelhersordd. An oplional spin is thal the male wightl is
\ S W ' ’ -' 1 immortal ae long as the female wight stands. Kiling the
E —— < 1 . male wight will only banish him for 1d4 rounds after which
' H ] F A hiell return fully recoverad, Only killing the female wight first
L L] 4 be ! S fraes his soul and allows him o die far goad.

M S Y S T e . S —t L s Room 9 Ghauls, 248
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Room Key 1 square = 10 feet

1. Chapel's main gallery. The main gallery still stands with a few holes in the roof. The walls are covered with frescoes depicting deities and event in local
history. There are backpacks and left over equipment scattered arcund as well as remains of firgs once lit inside this area. Evidence of combat can be seen on
the pillars and benches as sword cuts and waapon damage to the structura. Blood stains can also be observed, but no bodies or remains are to be seen
anywhere, A stair leads up to the ball lower from which a clear view af the valley can be seen from above the mist Ihal surrounds the area. On he north
western corner a staircase leads down to the catacombs. The altar which was once well kept is now detericrated and stained by soot from fires burned in this
area.

2. Cleric's living area. This was the old living rcom and receplion area to the clerc’s quarters. A table and some worn cut chairs can be found here. There
are scaltered remains of adventurar equipment in the area.

3. Kitehen. Thiz rcom is the main cooking area for the chapel. A fire pit with partially burnied wood is to the west of the room. Few kitchen appliances can be
seen and a close inspaction of the floor will reveal a hidden door on the south eastern corner leading down to the cellar.

4. Bedroom | Study room. This is the main quarter for the clerc in the chapel. A bed now eaten away by rats and an old table and chair remain in the room.
The window has been blown away and the alements have been ealing away al whal remains inside,

5. Wine callar. This old cellar still cantains good wine and some vinegar from the times the living frequanted these rmoms. Mo creature dwells here allhough
ghoulz and the wights might pass in front of it on their way up to the chapel.

€. Catacombs. Three catacomb rooms were built under the chapel. Going from aldest to newest as the distance from the entrance increases.

a) The oldest of the three raoms. The walls are filled with niches. Some are closed and some are opened. In them skeletons lay that will reanimate
when the parly passeas through this raom, They will usually wail for the parly o enter 8b and trap them inside the catacomk,

b) Thiz middle section contains niches on the walls as well as in the floor. Reading the names and dates of these stones will reveal that imporant
people have been buried here. From high ranking nobles to clercs and military heroes. The skeletonz of what appears to be dead warriors line the walls and
these will reanimate shortly after the party begins to explore this area and as soon as the skeletons in Ba are covering the exit.

) This is the newest part of the catacombs. There are a few skeletons hara and a great deal many emply nichas. The ones on the north wall have
cracked under the rools of the trees above and a drall of air will be fell coming fram the cellar beyond. Adventurers can easily dig through the dirl Lo enter the
cellar this way.

7. Main cellar. The main cellar once contained & great amount of food that has now gone to waste. Only old wood boxes and barrels remain. Mo creature
dwells here, but ghouls and the wights might go through here on their way to the chapel. There is a secret door behind the old and rotten barrels. Itis easy to
find cue to an air draft that flows traugh the now pooardy sealing door and the marks of repaated usage on the floor. The cellar 15 collapsing dues to the pressure
from the tree roots above.

8. Study reom. This rcom is the lair to S'luvan's and Lourouses's wights. This old study room was once furnished with great artwork and masterpieces of fine
gold and jewels. Only the gold and jewels remain as well 35 captured freasured from past victims. The room is foul with rotten remains and stench of death.

9. Prayer room, This room is the lair 1o the ghouls the wighls use Tor their dirly work, They rest hera during the day and wander oul al night, A fight in 8 will
draw their attention and they will go halp their masters.

10. Crypt of the cleric's family. This iz were Sluvan's family has been buried. S'luvan arranged a secret entrance be made to this crypt from the chapel
dungeon. Itis now used by the ghouls to go out hunting at night.

11. Other crypts. There are free other crypts in the graveyard. They belong to important families in the area. Since the haunting of the graveyard no other
member has bean buried here and ne ong has come Lo claim the bodies, Some worry aboul the lerible fale these dead relalives may have mal,
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1. Entrance - In a large shallow depression lies the
steaming  form of  Devil Gt Rock.  Stinking
gasses cloud the grownd around the base of the red sand
stone and vent from the sides. The face of the stone has no
hiand holds and is slick to towch, A sandy path leads inno san
enteance gl the bose Ut is choked with serub plants, The
dry vegetation seems o grasp and plead ar the adventurers
legs as they walk through,

2, Lower Halls - The lower part of the complex s
madde of square cut stone and mortuary pctographs
that have been defaced. Study of the pictographs
reveal that the Rock vsed w be o sacred bunal space,

™est

3. Buzzard Open o the sky, this room

conlains  several buzzard nests, d6 Buzzards and
several shiny goands ke Jewelry and glass.
4, Mortuary  Chamber Formerly a  groml

columned hall for burial ceremonies, it is now a large den
for df Chupaeabras, 2 Porions of Healing are found on
a e -priest corpse lying among other bodies,

5. Preserved Dead - Beyond a black iron gate is a burial
chamber filled with larpe canopic jars. Each is sealed at
Lthe top with a thin gold ring. Several jurs are [lled wilh
valuable Persevered Tncense or Sihver, TF amy .i:ar seal is
broken, d12 pickled Canopic Zombies burst forth and
altack.

6, Gas Vent - This square room has a perfect circular
hode in the floor that vents a column of choking vapor
imte an dentical bole in the cetling. Yellow sulphur nngs
the fioor, Does the vent go lower?

7. Hiding Villager - A young willage woman has
escaped her captors and is concealed underneath a pile
of rodting moze sacks. She is the mavor of LongGrm's

daughter.

- DEVIL $UT ROCK:

Greengoat - Devil Gut Rock

Gy

tall

8. Vent Mesmanine - This domed room has
identical holes in the ceiling and Hoor to let the
vipors [rom below wall upward bul the gosses e
especially thick in this room. There is glimmering light
from far up the shaft that dances in the steam. Save versus
hallucimation.

9, Upper Passages - The upper passageways througzh
the rock arc naturally formed (unworked) amd the
senstion of mawving through the innards of a great beast
is disturbing. This ribhed hall is littered with rough stomes
that remotcly look like crouched amd sitting devils, A
CIill Gargoyle lurks here, ending in with the scenery,

. Thrall Ambuash - dt Bandit Thralls enslaved o
the vampire wail in this room © ambuash adventurers in
the adjacent passage. The nomads are covered - Silver
Rangles.

11. Caged Villagers - di0 villagers
wooden cages, halt of them are drained of blood and
dead. They may make noise when they see potential
rescuers, possibly alerting the Harpies above.

aare imn

12. Ancient Gallery - Numerows ntrhcaie cave
pamntngs  an blacks., ochres, and  umbers wll oa
history of a forgoffen people and their powerful

knowledge, One week's study can give d3 New Spells.

13, Chamber of Wind - This high chamber s
pierced Ty many  large holes open o oufside
landscape and strong  breezes. The high elevation

wind blows throgh the chamber and whistles through
a small  Turguoise suspended  between  two
freestanding stome doors. The hoop is simply  hong
between two hooks, bae ol it 15 tooached d3 Duost Devils
are summongd through the magical hoop and attack, The
hoop can summon d3 Dust Devils per day if held up in
the right wind.

Hinps
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Under a harsh bine sky lies a massive red
sandstone rock, Venting volcanic vapor, if
has the shape and color of a gant mound
of steaming guls spilled onto the badlands.

Chver several monihs the town af Langfarm fus had cases
of Woenlless feestock dewd in pasinre oand mow several
villapers fiave gone missing recentlv. Canine and -
mrwanoid fracks fead fowards the wasteland and Devil Clur

Kok,

Area Encounters

L.ty Wild Dioges

2. Warning Pictogtaphs carved into rock (for study)
3. Ghaost in ihe daylighi

4. di Giant Rars in burrow

3. do Buezards (howks)

6. Bad Alter of stone with fresh blood and bones.

Wandering Monsiers

s [ macahras (fairless va does, drain streng
1. diz Chupacabras (hairle rp dogs, drain strength)

2. d3 Bramble Rattlers (large poisonous snake)

3, Dust Dewil Csmall air elemental )
4. di Canopic Zombies (piekled)
5, dd Bandir Thralls

6. d8 Skeletons

o e e G G G G ey

14. CoyotedTeaded Jinn - Sitting atop a large pile of fine
buttalo hides is a trickster Jinn with the head of a coyate.
He s quite Triendly amd will answer any questions asked if
paid a stiff amount of gold or jewels. His answers are all lies.
If the adventurers are polite, the les are obvious, apposite
1o L troth, and easy 1o parse, 17 e party is rode, the lies
are unhelpful. If he is anacked, he may fight or vanish in a
brecee. His collected treasure is bengath his pile of hides,

15. Trash Room - One Wandering Monster patrol

l6h. Scrying Hall lichen
surface of this cylindrical hall forming Light images of sghts
bt wre withim O mibes of the Rock by way of welepathic
comnection  with  ather  lichen  in  the  surrounding
landscape. An adventurere anly has 1o think of a direction.
1L only waorks [or one viewer ol w tme. 1D mone than one
oceupant i inthe hall, the images become a jagped blur of the

immediate landscape.

Luminescent cover  the

17. The Three Mothers - A trio of old Harpies arc
the bodyservants of the vampire. They have been
enthralled by him for seme ome and speak of him
maternally. They may  hear the party  coming  and
sel o sing im this chamber. Each s adorned  wikh
ostentations and mismatched jewelry allong with other g

18. Observatory - This circular chamber is open o the
sky and has a multude ol inased markings W tneck the
stars and the sun around the circumference of the walls,
However, the douds of noxious steam from the gas vent
blocks the sun and obscure Lhe stars. (The venl 15 more active
now than it once was.} The Vampire sudaciously keeps his
codfin in thiz open space with a tattered but fine canopy Keep-
ing hght and ran oll. He is deessed as o nomaed noble with o
Fine Clovk of Feathers and many Mecklaees, He uses one
random Mergre Wegpean and one prece of Magic Armur, The
stewm clouds sfueld the vamgpine [rom sunlight and he muy lee
dovwn the shaft if his cover is dissipated, He may also harry the
adventureres lower in the Rock if they are noisy. His coffin
contung o bed of Ciold Ceoiny, several Pofions, and Spell

Hr_lr.ljl\__\ .
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Ian Johnson - The Necromancer In The Three Lobed Brain
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Jan Pralle - The Lost Temple of Moradin

o The Lost

| Tam}: le vf
| Moradin

T
1
|
Wap ereated by Jan Pralls using Dungeancgraphanim)

Uensad under Creative Common ASanidion-Shane Alke 3.0 [Repicreatrecommons orgdicersesy-sa'3 0]
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Jason "Flynn" Kemp - Sell-Swords of Mars

Sell-Swords of Mars

A One-Page Mini-Setting for Sword & Planet: A Roleplaying Game of Planetary Komance

Written by Jason "Flynn" Kemp, In Like Flynn (http://flynnwd.blogspot.com/)

Wandering Monsters [1 in 6)
2d6 Encounter
2 Banth (1)
3 Band of white apes [1d6+1]
i Herd of wild zitidar [1d4+1)
5 Herd of wild thoats (2d6]
(5] Green Martian tribesmen (1dé+1)
7
H
9

Red Martian patrol [2d4)
Pack of wild calots [1d4+1)
Pack of ulsio [2d&)
10 Terrible storm
11  Adventuring party
12  Referee's Choice
Map Scale: Each hex is 12 miles across.

Points of Interest

0106 Lor's Tower [Ruins): Four levels; home to
mad scientist and synthetic warriors.

0202 Caverns of Woe (Ruins): Natural cave
system, three levels; home to ulsio, vermin,
various reptiles.

0207 Damaged Hatchery (Lair): Only shells of
Green Martian eggs remain; now a banth lair.
0209 Korbal [City): Regional trading center;
known for great markets and a love of Jetan
(Martian chess). Strongly desires annexation of
Manathor to their trade empire.

0304 Ersite Quarry (Resource): Prized for its
coloration and beauty, ersite is the Barsoomian
version of marble. Abandoned due to white
apes.

0401 Crashed Airship (Lair): Wreckage has trade goods; now lair for a hermit and his wild calots.

0406 Ruins of Jodanga [Ruins): Ancient dead city; main gathering place for a Green Martian tribe,
Treasures may be found in ruins or in underground tunnels; beware of white apes.

0409 Camp of Bantor Kan (Lair): Large bandit camp of bandits, rogues and assassins; threatens trade,
0503 Lair of Giant Spiders (Lair): Ancient outpost ruins hold 2 giant spiders and other vermin.

0508 Green Martian Hatchery (Lair): Guarded by Green Martian tribesmen; epgs almost ready to hatch.
0610 Forsaken Outpost (Ruins): Military complex once quarantined; inhabited by infected Red Martians,
0702 Manathor (Town): Exceptional artisans; known for their finely crafted trade goods. Hires mercenaries
to protect itself from Korbal armies,

0706 Hidden Shrine (Lair): Secret shrine used by Holy Therns when on missions in the region.

0804 Ancient Fort (Lair): Aspiring Red Martian warlord Gor Vas leads mercenaries to raid the region.
0808 Mantalia Fields (Resource): Rich with mantalia (milk plant used as food); home to banth pride.

Reaction Table (roll 2d4; smart monsters that are outnumbered roll 2d6 instead)
Result Reaction Description

2 Agpgressive  Incredibly irritable; will often attack other creatures on sight

3-5 Hostile ‘Treats others belligerently and attacks if it can reasonably succeed

6-8 Cautious Avoids contact with other creatures whenever possible

9-11  Neutral Only attacks other creatures in defense of themselves or their own kind
12 Friendly Very friendly, curious; Will seek to interact with others, if not threatened

Jason "Flynn" Kemp releases "Sell-Swords of Mars” under the
Creative Common Attribution-Share Alike 3.0 license (http:/ fereativecommons.org/flicenses fbyv-za/3.0/)
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Jason Shaffer - The First Casualty

A campaign starting adventure
AIIY tor 1st level characters by
Jason Shatter
OOK: While traveling a known-

dangerons footpath in the woods, the

PCs discover Harlan's body being
eaten by 6 gaunt hounds. The PCs likely
recognize the body as that of a local teen,

FIRST

wa rival dark powers — a Sorceress Queen and a

Necromancer — are both secretly encroaching on Gaunt hounds: evil wild

dogs. Their bite inflicts 1d4
damage and a gaunt curse

the same realm and have learned of the others'
plot. Minions of the Sorceress Queen convineed
Harlan, a local, to serve as their spy. When Ottvar, - )
If they kill/scare off’ the hounds, they (victims ignore the first 5
see wounds obviously intlicted by a blade
(Ottvar's dagger), A fresh trail leads into the

Wi |'I_J."| Lo a cave I._l]ll]]].ll._..\'...

Fil ]IIiI'IIIUI'I k?j. []Iﬂ_: NUL"I'(_:I”I;:“IL'{H'. (LHL'U"-'ET'L'[J [|1iH. I'H._" HL"',
points of magical healing

per day and must make a

out to assassinate Harlan, As Harlan was returning
trom sharing secrets with his mistress, he was killed
by Ottvar and his pets (the fendark),

(relatively easy) save daily

= = and left to be eaten by wild dogs
{raunt hounds),

—

-":'__-_r’ '?-—n- .._r
Tﬂrv \‘ "

Ju_., “_‘h

Cave notes: These are natural caves with uneven floors, 107 ceilings, and no natural light.

1 - Entrance. Dense trees and a large boulder
conceals (but doesn't’ block) the enmrance.

2 - Stream. A 6 wide,
across the pathway Howing southeast. Many
small puddles of water (3 sets of tracks) lead
'I_JL‘L‘EH.‘T' i| (0H] ',I'IL‘ L L H]If'i| |I‘i.i| Ig H]‘Igl'll]}' s []IU:.-'
progress.,

' deep stream cuts

7 - Nest. During the day, 6 stirges huddle
asleep near the ceiling. At night, they hunt in
the woods. They will sleep through walling
and talking but awaken to investigate loud
noises, including combat. The stirges ignore the
tendark because of their putrid taste.

% - Fork. The path splits. The puddles go
down the right side and shrink to nothing after
another 10 feet,

1 = Pool. The stream collects here in a 57 deep
poal that is home to 3 giant erabs. They attack
anyone who enters the pool but will not venture
out of the water. Underwater, a calcitied
skeletal human grasps a magical longsword.
rl‘ll'ﬁ +1‘|‘ ]HI'IgH“. (8l o d il |]l§_, '\'LIL]{I(_,d h"r .:I.I'I'\-l.._?rll;_,.
as it he were proficient and sheds an icy blue-
white light.

8 = Pit. The passage is ohstructed by a 207 deep
hole, A narrow ledge (1" wide) runs around the
]I(,:I'I",h 'rl{l(_: -rhl..,: .‘-‘l(,i{"!‘i (,:III [H[ el 5‘\'11._1"1:! |_.||,||, (,:IHL"I'
numerous handholds. At the bottom ot the pit
15 a6 high passageway that cannot be seen from
any angle at the top,

9 = Lair. The 2 fendark live here and are
happily munching on bones unless noise at the
|:'|l; artracts thelr attention. Bones Litter the Hoor,

along with a forgotten purse of <44 sp.

4 dire rats cower here atter
the fendark ate most of their pack.

5 - Lower Caves.

i - Wehs,
webs, the home ot 5 giant spiders. [t the web

The path is ohstrocted by dense

is disturbed, 2 spiders will erawl along the
ceiling and drop down hehind the PCs while the
others attack from the front.

redeased b Jason .‘1'-'..'._.'_:'__"|".l'

A I
ke ne

( Il"l"ll'.'l"l' e A .|'.'.'|'|'_---l'.

10 - Home. |Lantern light.) Ottvar resides
here and is studying, eating or sleeping.

The room contains a lit lantern, hammock,
provisions, dagger, spellbook, Ottvar’s purse (55
gp. 3 black onyx gems (25 gp each)) and a map

of the region with this and two m']u AV
complexes noted.

n Alfribegdion-Sare . .I'-".".': e g0 -0 s
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to heal naturally). The
gaunt curse is lifted once
the victim is fully healed.

X

Otivar: 2nd level human
wizard; minion of the
Necromancer, Ottvar 1s a
coward but clever and if
trapped when the PCs get
to room 9, he will bind his
own wrists and pretend to

he a prisoner of’ someone
from the Sorceress Queen’s
camp {“Severen”) to trick

the PCs into hunting his
enemy and releasing him.

X

Fendark: undead
humanoids; hairless with
!![]E'I{"‘ i\"]'l‘llr'.‘\" O ArTTes Fil'l[l
legs; strong, athletic, and
teral. Sits squatting and
runs on all fours, Treat as
chouls except stronger
and less intelligent, able
to charge and knock
opponents down, followed
by a bite attack.

(ALY AT .".',.-,l:-_-.'-',. i




Jasper Polane - Ship of the Lost

figurehead

aftdecl

)

i

[
caplainy

crew deck

aft hold

Ship of the Lost
Jasper Polane (http://weirdopera.blogspot.com)
Released under the Creative Common Attribution-Share Alike 3.0

(http://creativecommons.org/licenses/by-sa/3.0/)

The ship is made of black, rotting wood. The black sails are nothing more than tatters. The figurehead is an evil-looking gargoyle. The
ships name is a single word: Lost. It carries the bedlam stone, and within it, the death titan Arak-Kur-NMortahn, If it ever reaches the
mainland, it will bring about the apocalypse and the end of the human and demi-human races.

Figurehead: The figurehead looks like a grinning, evil gargoyle. It
is indeed a kapoacinth, and will attack any characters investigating
the front deck.

Aftdeck: A woman hangs over the steering wheel, her hands on
the wheel. This is Gwendolyn the Beautiful, a pirate that entered
the ship with her crew. Gwendolyn is cursed to stay behind the
wheel and keep steering until the ship reaches land. She has to
keep her hands an the wheel at all times and cannot let go unless
sameone alse takes it of his own free will, She looks exhausted,
but the ship keeps her alive and in good health. Gwendolyn is in
her early twenties. Sha's a 5 level thief. She is smart, malicious,
and subtle, and tries everything to persuade the character to take
the whesl,

Captain's Cabin: A pool of green slime flows from under the

door to the cabin. Inside, the cabin is arranged as typical

captain’s quarters: a desk, maps laid out, a large globe next to

it, navigational instruments on the window sill. In the corner is

a hammock. Everything in the room is covered in a thin layer of
slime. The green slime isn't a monster, but the phlegm of the
guardian deamon hanging against the ceiling. The dagmon is
sleeping, but will awake if the characters make enough noise. If the
ship makes landfall, the daeman will take the bedfam stone and
carry it to land, thus bringing about the end of humanity.

Crew Deck: Dark and cave-like, Tattered hammocks hang from
the ceiling. The ground is littered with the large bones of different
types of demon, Searching for 1d4 turns reveals a gold and silver
box (worth 450 gp), containing 8 black candles. The candles emit
an ominous purple light when lit, but are not magical,

Crawling Space: Characters must crawl on their belly to enter it.
The crawling space is home to a nest of 5d10 husk rats. Characters
fighting prone get a -4 to AC and attack rolls, and cannot use

bows in the crawling space. Husk rats are the undead, mummified
remains of rats, Use stats for normal rats, but undead and instead
of a normal disease they can infect a character with mummy rot.
Treasure: a 50 gp gem.

Cargo Hold: The hold is flooded with about 4 feet of water. In

the water float 10 bloated, rotting human bodies. These are the
remains of Gwendolyn's pirate crew. When the PCs enter the
water and make for the aft hold, the bedlom stone will animate the
bodies as zombies. They will try to grapple PCs and drown them.

Aft Hold: The bediam stane is a clear yellow diamond, greenish
mist swirling within, worth at least 5,000 gp. It stands on a tripod
in the centre of the room. Any PC touching the diamond must save
vs. spell or roll 1d4:

1. Wants to possess the gem.

2. Wants to protect the gem from harm (this includes from
the ather PCs).

3. Wants to bring the gem to land and bring about the
apocalypse.

4,  Has avision of the death titan Arak-Kur-Martahn,
destroying the world.

Pocket Dimension: The bedlom stone is a container holding the
den of Arak-Kur-Mortahn, the death titan. A character holding
the diamond and concentrating on the swirling mist within will
be transported to an octagonal room. Behind him the wall has a
reflective surface; touching this will return him to the ship's hold.
Before him is an alcove in which rests Argk-Kur-Mortohn, the
Death Titan, 5 Lord of Misrule. Argk-Kur-Maortohn is a titan of
20 HD, with the following additional abilities: only vulnerable to
attack by creatures of 6 HD or mare, unaffected by non-magical
weapons, immune to charm, sleep, cold-based and electrical-
based attacks, and death spells.
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Jeff McKelley - Lair of the Minotaur

Lair of the Minotaur by Jeff McKelley A 5" Level Adventure }T'"m The party is o be sacrificed (o the
inotaur. They are dropped from above and

sealed into the Minotaur's lair at point A with
Level Il their normal clothing only-no equipment or
weapons, The lair is lit by eternal torches.
Thieves will have concealed their picks and ools
on their person and spell casters have thear
components and holy symbaols hidden in their
clothing. Rations for one day and a wineskin
filled with water will be dropped down for each
party member.

Wandering Monsters:

=2 Large Spiders 2=1 Huge Spider

3=5 (aant Rars 4=Cielatinons Cube

S=Cray Coze f=Rust Monster
=5 Skeletons 8=5 Zombies

9= 3 Ghouls 10= Minotaur

Lawel 111 Leevel 1Y
s | 1 E Er Legend: The lair consists of four levels. The
r AEEE i6 lettered spots on the map indicate that a crude
T | = [ ladder has been carved into the wall. These
TN i ] | r 1 Taclibers are wsed by the Minotaur o move

N T through the levels. The letter indicates the top of
the ladder {such as A) and the letter starred (such
as A% indicates the bottom of the ladder.

11 14 : 5 5 — Secret Door

= T y . License: Creative Commons Attribution-Share
=5 e =k m ] N Alike 3.0 hitpe/fereativedlicenses/hy-saf3 i)

L. Old Weapons Room: An assortment of broken and rusted weapons 15 strewn about the floor. A gnndstone 15 in one corner of the room. I§ room 1s
searched, 4 usahle weapons will be found. Weapons can be sharpened using grindstone.

I Guard Bunk Room: Three bunk beds line the left wall and three line the right. A table and 6 chairs are near the back wall. Under one bunk matiress is a
long sword in good condition and under another is a large shicld.

3. Captain of Guards Room: Room contains a bed, a chest at foot of bed and a large wooden storage locker. Both chest and locker are locked and wapped
with a dart/sleep trap, Locker contains three suits of chain mail, three helmets and three paics of bools, The chest contains a tnder box, four Dasks of o, (two
potioms of extra healing and & hooded lantern. Oil Nasks and potion vials may break if lock s smashed

4. Meeting Room: Rotting wooden remains tables, henches and chairs. 5ix giant rats nose around the debris and will attack if provoked.

5. Sacrifice/Summoning Room: Bones and shreds of clothing are scattered on the blood-darkened floor. Sets of chains and manacles hang on the right, left
and back walls. Pulling on any of the chains will activate o gong that swnmons the Minotaur in 1 trn.

6. Kitchen: The kilchen ares is swarmming with 12 giant rals and contaims bareels and shelves of rotten Tood, Rats will attack on sight, When six or more rals
are killed, the remaining rats will flee, Two knives in good condition can be found in this arca.

7. feus Temple: Temple room with a statue of a large, muscular bearded man against the center back wall. In front of the statue is an altar, to the left is a
statue of an eagle and o the right is a large stome shield, Black apesties depicting lighining bolts line the walls. Touching the tapestry causes minor
clectrical damage each segment. Desecrating the temple summons a large angry goat.

&. Poseidon Temple: A blue-green statue of a large, muscular man holding a trident and cup stands on a raised platform in the center of the room. In each
corner 15 & statue of g horse, Tapestries depicting agquatic scenes line the walls, Filling the cup with water opens g compartment in the base of the statue that
containg 5 potions of water breathing. Desecrating the temple summons a large angry crab.

4. Family Tomb: Mausoleum with 6 sarcophagi, 3 open and 3 sealed. Inside each sealed sarcophagi is a ghast, one of which has a key 1o the secret door,
Opening one sarcophagus automatically opens the other two, releasing the ghasts. Secret door on N wall has two locks. Door opens to a tunnel that leads out
of the lair and to the surface. This door can only be unlocked by the key in the ghast’s possession and by the key held by the Minotaur.

10, Bar Trap: Debris, seraps of clothing, bones and burned ouwt torches Liter this room. One round alter a PC enters the room, iron bars will drop across the
doorway, Two gelatinous cubes in the room will attack. Bars can be lifted when the unlock lever behind a hidden panel o the right of the doorway is pulled.
11. Sleep Room: After being in the room one round, characters must attempt to save va, magic or else fall asleep for 1-6 rounds. Zombies from room 12 will
move o room 11 when the sleep is activated.

12. Zombie Room: Room contains 10 zombies that attack immediately and pursue if party runs.

13, Spider Room: A huge spider will attack the [irst charcter appearing al DF. Spider room is [led with webbing and covoons holding rat and human
remains, One human remains wears leather armor,

14, Fungus Roeom: This floor, walls and ceiling in this open area are covered with a variety of fungi. An open trail on the floor through the fungus can be
seen. Disturbing the fungus cavses a cloud of spores to be released. Characters caught in the cloud must save vs. magic. Failing the save causes the affected
person to attack a random party member for 1-4 rounds.

15, Underground Pool: Dark green amd brown vegetation grows on the edge and surfoce of the pool, Several Osh can be seen and two large turtles rest on
rocks in the WE corner of this arca, Turtles are large snappers and will only attack if provobked. An octopus lives in the pool and will attack anyone enlering
the water. At point T, an long underwater tunnel requiring a 30 minute swim leads out of the lair.

16, Mold Room: Several recently dead human bodies and an assortment of hones lie on the floor of this cold feeling room, The cold is due to brosn mold
on the floor and ceiling. Characters will take cold damage beginning on the third round they are in the room.

17. Minotaur Lair: Room contains straw bedding, a large grindstone, several battle axes and a large Minotaur. The Minotaur will attack characters on sight
and pursue if necessary. Minotaur has no treasure, but docs have the key w the secret door in room 9.
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Baron Fel's Vault

Two groups, each comprised of two guards, one battlemage, and

A One-Page Dungeon by Jeff R

Jeff R. - Baron Fel's Vault

The Lost Crown of the Griffon Kings has been found, and
watts in the vanlt beneath Baron Fel's keep wntil e can
turn it over to First (itizcen Bain's Sapphire Guards.
Guildmaster Corris would rather possess it Rimself.

one ranger patrol the indicated route. Tiwo guards armed with
ey Reep watclt atop each of the small towers,

/
\ f_'

1. Entry Hall, Uswally a Butler on duty fiere.
2 Barracky Generally 1020 Guerds and -6 Hatd Emages will fe
fere, half of them sleeping and falf ready to respond to alams
3 The entry to the vanlt, guarded by four guards, two Battlemages,
and the guand Caplain or e of Ry Geulenants,
4, Thes room & 2 gailery, with armow-goes allowing attacks fnto
raom 14, Tave guards are afusays present, with suffacient sfot
prosdtinmes o <0 meowe i the event of an afiom.
5, Wining Rpom. The haror occasionaly entertadns geets, fut they
are clasely watched, expecially if incompleely trusted
6, Witcken. Usually some domesiie staf) present fere,
7, The Fakes The keep's plumbeng i conrected to the oty sewers
bt twa well-set grates prevent casy access, and the Baron's men
e Bhe Rabt of Gaving meat near the tunmels ading there,
encolraging the sewers mast dangerons animal fe fo congregate
there.

Created by Jeff R, {jsr232000@yvahoo.com) hitp! mappamundonum, wardpress.com

WA _ARE NOT ASSASSING. Shonld the Baron, the
Priestess, the Jailor, or the Shenlff die during the course of
this theft, falf of the bounty shall be considered forfert,
An additional Sounty will be provided if the operation can
be completed without the death of a single one of the
Baron s guards,

Trew Guants stard watoll medr tie
enbraney, mear the fire. Nearfy are
twa barrels af alchemical stones
Liiar ey witl pur fnto tie five i
the waent of an alarme. A single
stone af the first type will make
the frre buen bright green, and of
of the otfier witick wsil cawse i fo
emil o farge anemoed of red smofe,
ity Meteh will respond to erther
signal withiin 10 minutes, endering

O o the agdreated dinectam,

Trees

£ Guest ®oom, Shenff Vol is the Baron's
curment guest. He is an eneny of te gty
ard tie guildmaster wonld e pleased i, i
thie conrse of tlie apenTtion, amy
itcriminating evidence e te found
against bim feve, O for that matter,
planted.

9 Fhie Baron's Clamber. Baron Fel spends
most of fis time heve, awake or adeep Tie
is o ‘Vieteran af tfe Vpuelding and @
oemadalfite combatant, wnd may espond”
personaily to on alerme T fs not @ fanatic,
ard will flee a fopeless siturtion unless
sormered,

10, Sheine, The Baron's wefe, Farella, i a
practicing Erestess of Sie Mo 15 Sronudred”
T Flmes, and may alio nespond to alioms,
Bevunire fev myrtical ponpers!

Large Tower, Second Floor

Ramparts

sty

1. Lock romm, AT af the doors in the Sasement are ocfed] But the ook on the north door i this oom &
particulary vexing, o5 & & contooled By twe separate eyps wiioh must fe wied simuieneousdy. The Baron
carries one of these Kgvs bt we bave mo ppformarion on the locaton of the second,  They are, of cowurss,
subfect to fockprokgng, Gt thds will require tuo people with strong ofdtties i that falent for one and the
Haron's gy

12, Trap Koom, This roem fes many traps, mcofeding four megical aptomata stationed i the corners, Our
imformation on these traps is incomplete, fut we o that most are desyged to push mtruders dnto e
central apen pit, wiich is 50 fred deep A0 U Sedtome of that pit i g well fidien secrel dbor, Defiind wiick
15 @ tunnel winch feads, after several days pourmey undenprownd, to the Skaven-igested nans of Deepr
Femvack, Trme pressure prechudes aitempiing to use this as a way i, fur i mry be an egt of s e,
14, Privons, Three el and Master Jaifor Veesif are woually fere The Bamn 3 el are comently searly
empty, save for one ocenpred for almost @ year by Eversen, formerly a guild member of figh repute, The
Creildmaster ix porstedly uninterested in Eversen s relese

1. Fial tyuard Chamber o addition to the cresfirtmen statimed in 0he galery abeoe G0 oo (4] one
ar more af some form of monster guard $s roem. Cer fgformation on the expet rature of s beast or Beasts
is sadly imcomplete, aftfough we Guow it to fe stromgly assoctated wieh five. Be ready to fight Salamanders,
Elmentals, and We G fue Sope that {frits and Drgons ceowld e Seyord the Baron s mens, af st )
15, The Vault. The door to ties vawls requees fua Egys (the same as tie one i L5 and & comfnation,
Ewonm to the Haron. Three skifled thives workng i concert will e required to difrat it if wone of those
are prsent. A of e contents otfer than the Crvan may Be considered part of the fownty (o adifition o
the wruad gold and pevvelry, sonrces iudicate that Archmagus Tyers ' Book of Hones, the Trident of the
Tanndation, and at [east twa Keystones for Pemtagoral Gateways are to be_ fownd isde the vawl. Cess
relfalie repovts mention @ mag charting o safe course tirough e Fverstrom, and a Troth of the Crypiding

Licensing: Creative Commons Attribution-Share Allke 3.0
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Jeff Shepherd - Four Brothers

CRYPT OF THE FOUR BROTHERS

A ONE-PaAGE DUNGECN BY JEFF SHEPHERD <iksimac.coms

Can you solve the four brothers riddle? Think how hard it
was for you (the GM) reading this and consider your PCs.
Different parties might need maore clues.

Treasure parcels are in the tomb itself (16) unless a gener-
ous DM wants to sprinkle loot on some defunct NPCs that
didn’t survive.

All creaTures have the elemental keyword,

HOOK PC are here 1o do some tomb raiding. Either guested
by a third party to retrieve an item (2.9. the Scepter of Infinite
Aweasomeness) or looting for their own greedy pockets.

RUMORS Succeed together, die alone (True). Words clarify,

NOT TO SCALE

(ESPECIALLY NATURAL
EXPANSES)

P Portcullis
¥ Ol Mist Nozzla
' Grated Floor and Ceiling

L
Entrance %= Collapsc {Impassible)

K_! Winding Earthen Tunne!
BA-F Tunnel Infersection

‘@ Fountain

T4 Hanging Rapes

_i > Magmin PoolsVonts

portrayal distracts (True). The drifting feather lands with a
crash (lrrelevant). Challenges march four abreast (True).
That wasnt chicken (D'ohl). Golors mirror truth (True).

WANDERING MONSTERS Mane. Creatures were placed
here as guardians. If you must have wandering monsters use
previously unsuccessful adventurers as ghosts, zombies or
other undead.

ENTRANCE Corridor with five portcullises surrounding four
trapped sections. Teleport circles at each end bypass traps

' but require signet ring from tomb (16). Each trap is triggered
in tha center of it's section. Easy perception check to detect a
trap, very difficult (25%) thievery/arcana check to disable.
Traps trigger independently but all 5 portcullises drop when a
trap springs. The party should stay together—the traps are
tougher alone. Reward clever and cooperative solutions.
Traps reset after a minute and portcullises raise as one.

1) FIRE TRAP. Four nozzles spray oil mist for
one round then ignite (perception check no-
tices soot on walls). Blocking a nozzle re-
duces fire damage 1/4 each.

2) CRUSHING TrAP. Block wall slides in to
crush (perception notices scratch marks on
floor and crushed rubble along one side). To-
tal damage distributed among number caught
trap. Each PC halves damage with strength
check.

3) TorrenT TrAP. Floor and ceiling are grated
{perception notices signs of water). When
triggered water pours through crushing and
drowning (teleport window below cycles water
bhack above).

4} ENDLESS PIT TRAP. Floor swings open for
pit trap with blades across space. Teleport
window below cycles falling bodies back
above far continued slicing and dicing.

5] RouNp RooM. Four shallow one foot-
diameter indentations in center. Door to crypt
(16) iz locked with inscription "Four brothers
of this world all born together" and below
that “Gather them here”

&) CORRIDOR is collapsed in two places. Dug
tunnels lead into and out of corridar.

71 Maze oF TUNNELS twist and turn and are
hard to map (tip: breadcrumbs at intarsec-
tions). Must be crawled through single file.
May encounter EARTHAL INSECTS, especially
in nasts. Creatures may attack soft center of
party ling by bursting through tunnel walls.

8) BROTHER 1. Red tinged room with a paint-
ing of a feast and the words “The first eats
and is never full’

9) WATER CROSSING. Infested with DiRE Pira-
wHA swarm. Simpler to cross and take dam-
age than defeat, If fighting, check to remain
standing else current knocks prone. Climbing
across waterfall is safer, but could ship and
take falling damage as well as attacked by
creatures.

10) BowLs anD JuGs. Water fountain next to
table with the five numbers 4 5 6 ¥ 8 engraved
above. Below 4, 6 & 8 are three large empty
bowls and below 5 & 7 two different sized
jugs. When a bowl or jug is filled with the cor-
rect volume it's number glows (jugs hold ex-
actly 5 and 7). Must pour and empty between
two jugs to make 4, 6 and 8 amounts. When
all numbers glow, door opens to next room
{11).

11) BROTHER 2. White tingad room with a bas
relief of a famous bard/performer and the
words "The second sings a tuneless song”

12) VasT cavERN with collapsed rope bridge
on floor. Must pass through cavern swinging
from ropes attached to ceiling. Cavern floor is
vary difficult terrain and tha cost (damage,
fungus patlches, swarm insect attacks) should
be higher than ropes. GarcoyLES fly through
cavern and harry dangling targets. For a
tougher challenge a RoPER greels the PCs at
the far end (avoid one-at-a-time crossing!)
where far end of bridge should connect.

Return to Index

13) BROTHER 3. Blue tinged room with a
sculpture of a sprinter and the words “The
third runs and never wearies”

14) Lava FLow. Slope of mostly solidified lava
with some holes exposing magma. SaLaman-
DER MAGMA BELCHERS attack from higher
slope—ranged attack can knock PCs into the
holes. Salamanders can also swim through
magma flow and prairie-dog through crust for
surprise attacks.

15) BROTHER 4. Brown tinged room with a
tapestry of Bacchus (or equivalent D&Deity)
and the words “The fourth drinks and is
always thirsty”

16) THE CRYPT, (Have you solved the riddle
yet?) The door to the crypt won't open unless
the four brothers {

highiight or cutipaste to reveal) are placed in the
indentations of room (5). Contains appropriate
itern {e.q. Scepter) or treasure promised in
HOOK. Sarcophagus contains soveraign
dressad in royal armar with signet ring that
activates teleport circles 7/ (bypassing en-
rance traps). Spint rises, challenges adven-
turers. If noble intentions, tells of ring and
allows to leave with quested item. If grave
robbing, summans four ELEMENTALS.

Released by Jeff Shepherd under the Creative
Common Attribution-Share Alike 3.0 -
http:fereativecommons.orgdicensesby-sad. 0y



Jens Thuresson - Close the Gates
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Jerry LeNeave - A King With No Crown

D rown the world: http:/ / creativecommons.org licenses/ by-saf 3.0/

Hook = Asiir is aseaside city ruled by a dead king. Though the coast itself is
rich with legend far moreintriguing than dead kings and sunken ships. A
drowned covesaid to be the birthplace of a great evil lies forgotten beneath
an island prison. That is, until the king's hand falls silent and the depths
begin to dance with prodigious shadows as ships capsize and waves
swallow islands whole

M eridiana e The sixth daughter of Lilith and mother of all sirens has many
shrines, The place of her birth serves as the greatest, which isnow a
submerged labyrinth that lies beneath the same waters her mother was slain
in centuries ago. Though Meridiana herself is dead, her orphaned children
dwell here, chuming the sea with their song. On the anniversary of her
death thair song begins to reverberate from the deep, drawing men to thear
deaths and offering sacrifice to Tiberion.

Tiberion = Said to be the avatar of an dusive God, this beast is larger than
any known sea cresture. Rows of pointed teeth the size of wizard spiresline
its cavernous maw, and a stalk that protrudes from its spined head holds a
luminescent sac that emits an eerie glow.

Unless noted » VWalls: hewn stonewith relief's depicting waves, shdls,
various saa life, and humanoids. Doors: made of brass and unlodked.,
Lighting: mounted seashellsfilled with bioluminescent fluid or aeatures,

H. Stockade These barred alcoves serveas
threadbare cells for aptives and slaves,

L. Skeletal remains of a human, athidk knot
of rope gags its mouth. It wears simple dothes
which are adually a set of glamered plate armor.

2. Waterlogged corpseof a pirate His
mouth still agape bears many gold testh.

3. Empty and pooled with water.

4, Anunconscious tiefling man lies naked
here; his genital area appears to beraw.

5. A hooded figure lies hare denching the
iron bars. One hand is tattooed with the
upside down sigil of Asir. Theother hand
wears a thin silver ring of water breathing.

1. Foyer The walls here are marbled and
depict a great toothed fish swallowing the
world. Torches of dark purple flameflank the
doorway. The door itself is warded with
madgic, unless dispelled it will bestow a curse
of tongues upon all mortals who cross its
threshold.

). Reliquary Within is a stone effigy of
Tiberion's head, several drown bodies are
impaled upon it in obvious sacrifice Incense
chokes the room. If sacrifice is offered, a boon
of bless is bestowed upon thosein the room. It
the shrineis defiled, thedoudkill trap in the
caling is triggered.

K.Heart of the 5ea A broken ledge separated
by a stone partition opens to a noisy chasm
that extends vertically in both directions. On
either side of the partition a wave pattern ads
a5 a button. If either is pushed, the opposite
side of the chamber produces a magical blast
sending the shelf's contents into the chasm
below. & crumbling stone shelf sits 90" above
across thegap, flickering with dim light.

KL Shelf of Mischief Two nixies guard a
hollowed turtle shell containing a N & of
Entanglement and a Bag of Tricks.

A.Tiburon's Shelf A deeply scratched
marble ledge. It sits above sealeve, carved
with shallow steps that lead into the water,
Atop it liethe bodies of several drowned men.
B. Underwater Canal Beneath the canopy of
the diffs above, a few abandoned rowboats
mark the entrance into the siren’s domain. A
submerged tunnd approximatdy 30" below
rises up through the rock and into room C.

C. Antechamber This cavern is dimly lit by
candles made of human fat that spackle the
floor. To the south are double doars inset with
waveike filigree, the handles bound together
by an animated lock affixed to a rusty chain.
D.Spawning Pool A half-finished dome
ending in ashallow pool of water, A stocky
water mephit sits amidst cave formations and
dozens of spider crabs. It gnaws at the corpse
of astrange humanoid creature with the head
of an angler fish,

E. Store Room. Ransacked and smelling of
rot, this chamber holds a few barrels, arates,
and a small table. Spices, ingots, and various
ores can befound. Atop the table sits a bronze
bow!| filled with a foul concoction. (pation of
langevity)

F. Guard Chambers This room resks of brine
and iron. Two lumbering coral golems
skewered with fineweaponry, and fused with
the skdetal remains of the dwarves who first
sailed to Asiir stoically stand guard in this
chamber.

G . Scrying Pool Thewalls here are featureless
and mirror smooth. An incensefilled censer
made of seashell and bone dangles above a
stone bowl to the south. The basin is filled
with sea water, carved up from the floor itself,
Disturbing the censer (Pendulum of the D eep)
causes the door of this chamber to seal and
completely flood within 30 seconds.

A King With No Crown by | erry Lel eave

H

L. Ruined M enagerie \Venomaous water slugs
inhabit this partially submerged chamber,
Feading off of fungi and seaweed that grows
on the now aumbled throne While alive the
slugs secrete a fragrant fluid that is seductive
to humans.

LL Hidden Alcove Several dozen slugs
blanket thewall leading to this chamber. I
they arekilled the underlying wall gives
obvious dueto entering. Within is a pedestal
holding the brine encrusted Conch of Truth.

M. Shrine of Lilith Steep stairs lead into this
brazier-lit chamber, within are 7 statues
depicting Lilith and her six daughters. Each of
her progeny held amagic wand with 1 charge
that acts as a lever, pulling them causes the
statue to come to life. [Statue (wand)]
M edusa (perification), Siren (charmy),
Succubus (command), Marilith (hlade
barrier), Lamia (disguise s2f), Nymph
{lightning)
Onceeach avatar has been bested, the basa of
Lilith's stabue will open to reveal a partially
melted iron crown and a small treasure horde.
ML Hidden Tunnel Exitsinto thesea.
MN.Hall of Trials 6 alcoves lined in brass
relate riddles pertaining to each of the &
daughters of Lilith here. Each corresponding
wand from the statues must beplaced in
insets to pass through the gate to the east.

N1 Sprite's Passage Leads to K2,

0. M eridiana's Bedchamber Siren twin
sisters Hecuba and Sthasia dwell here, often
abusing slaves. Sthasia is a priestess of blood
magic and holds the key to area P. Hecubais a
swift fighter that widds a varpal trident.

P. Siren's Cache This locked room contains a
deep pool of viscous water, Beneath the water
is a glass dome containing a large horde of
treasure, induding aH and of Glory.

For mare, visit http://dreadgazebo.net/ | Follow @D readG azeebo on Twitter | Cartography by hitps//d 20M onkey.com/
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Jim "Wilmanric" Pacek - The Tesseract Prison of the Putrescent Lord

Watery Palace of the Qoze Behemeoth:
Level 7 - Thhe Tesseract P pr.ﬁan ok the Putrescent Land

By Jim “Wilmanric” Pacek  htt jackedsera

im.b

There are dark and terrible things in the world that man was never meant to see
When gods dream the dream of reality, dark nightmares creep into that reality. Gods
cannot simply wish the darkness away. it is part of the whole. Instead they trap it.
entwine it, ensnare it and hide it away. They set up safeguards and hope that no one

finds the darkness, but the darkness whispers_.

Owverview

This level is 2 trans-dimensional trap, designed to contain the
Putrescent Lord (PL). The walls and floors are slimy, Slithering
tendrils of aoze can be seen r.n:n:Fmg across the walls. Constant
-:Ierpmg of water {a:nd wursc] is present ev erywhere. The PL
can't Jeave his chamber until he is released, but he can exert his
influence throughout the dungeon, manifesting slime beasts, the

Impish Wizard. illusions snd mind altering magics. The PL

Random Encounters
(1 im &5 chance]

1. Slime pours fram
cracks in the ceiling

2. Tentacles grasp from
the walls

4. The walls and the
floors shake. slide and
sertle disconcertingly

4, 246 ravenous slhime
beasts erupt from the floor

5 A wave of shme pushes
the adventurers down the

bzl

6. You have srumbled
inter 2 large slime-Tilled poe
in the floor

7. ld4e | Undesd waeriors
on patrol ['-c: FH]

8. Apparition of 2
beauriful woman s seen ar
v distance

. 8

Inspi:cd in part by the Eral Dtus cover of D ipon M;ﬂl?i:m: 155, Gnng]c it!

Mapped vsing Dungeonmorph Dice, Buy some!
Licensed under Creative Common Attribution-Share Alike 3.0

I [conl, wibraes] The stairs lead vp to Level 6 “The Tunncls of the Slime Crones™.
The door to the west leads into 2 misty corsidos that ieleporis anvone who enters 1o Level

2 “The Eboay Obelisk of the Saail Demon™,

L Atrio of Hooked Horrors are scraping around in thes ronm. Omne seems quite
confused and is possibly affecied by ihe mind-warping powers of ihe PL.

J. hl:l'l.w]:d m I'llmd ont I'll: '“']” sa PI" rasc Tl’]ﬂ:n ||'| En|1||:|1 - I“'I |1-|: r'.tll.l:' l.ﬂrd- was
here”. See Level 1 *The Sunken Temple”,
4. |warm, vibrating] The floos pits are Gilled with saerifices who will be consumed by

the :nilirl.u slime when PART ONE i read from the tablet. The doomed wail piﬂ:nu:l}'
from theer confines,

5 |[cool] The floor is covered with watery slime. some ambulatory. A pink. [ziking
ﬂru]rli: lp}liﬂ\'.t:l' il'l :I'll: :Ci lI.I:IE ri]l |'|P:T| ata tn'll:.h_ !1‘ J:Jd’ﬁ tiva 1||h'||JJT Pi*”a: [‘Jim:ﬂ'

but climbahlz) that leads to #10 on Level 3 “The Pearly Spiral of Endless Hunger"

6. The Four Gates. Do 1o the dimension-warping nature of the tesseract prison the
creator IIIJT iII SCMTIC 'EI'I'.\ETBETIE?«' ETi“ﬁ' :I'Ilt mllld I'.U: ILﬂ:d {ﬂT rlPid d:Pil’lul’E. IE :I'IC
appropriate keys are found. these foor chambers can be used as one-way releporfation
dewices io four distani locations of the referee’s choosing. The door wirird fock an 154
level when the door is closed,

7. [warm. vibrating] A dark sphere of encrgy floats in the center of the roam.

encircled by glowing white bands of energy. When PART TWO s read from the iablet,
the white bands vanish and the dark cnergy rises up to the shmy ceiling. The shime itsclf
seems 1o gain 3 new vitality and energy. All slime creatures and other shreats should ke
mazximized once the dark energy is released.

&, This room contains a retting table, two chaies and a ring of rusty keys, A single
picture of a heautiful woman with dark hair and seductive eyves can be found, oddly
untouched by the slime corr uplion, cin be found on the wall,

Q, [cnn]. bumming :|1r.|ix|:>] This room exists simultancously in two locations within
the tesseract prison. Entering from #5 means that vou will exit to 713 and wvisa versa, The
effect m-]r aperales when the party is unawire of its existence ':l. kied of quantum ]l:u_k...._l

1L [n'a:'l:n. vith:an] A madman, once a cleric adventurer, dwells in the small room
near this one. He has learned to subsist off the slimes and oozzs and dwells here 1o
prevent the PL from escaping. Since be is mad, he is immune 1o the mind-affecting
powers of the PL. He will rant and rave about “the lord of madness” and how it must not
escape. He hid the entrance 1o the secret room and will nos reweal i, The mtenior of the

"E.HU“-'F |EI.I| Hd"CHIHFFFF E]ﬂd an '.'-I.!‘}' ]:lilliln CWEm miro Flll‘FlIi".'iUl.l-F
than a dif ficult one...

There is little eeal treasure here. The PL will "create™ enough
treasure to hold the adventurers interest. It will of course, in due
time turn oot to be worthless or illusory.

The colored arrows in the map mark trans-dimensional warps that
wrap reality back upon itsell. Travel in both directions is
passible. “North” is toward the top of the page.

The Impish Wizard

At some point in an carlier scepario, the adventurers should be
befricnded by a likeakle, jmpish wizard. The wizard is h:]pfuf
and generous with his magic, He is however, merely an
extension of the PL, created to cajole and convince the
adventurers to help it escape. The wirard is powerless to remave
the wards or manipulate the stone tabler. The adventurers must
do all of those of their own free will. OF course. the wizard can
suggest...

The Stone Tablet

In the deseriptions below, text within [braces] is used 1o describe
what is happening to the stone tablet found at #% on Level 5*The

Pl:u]}r Sp.lnl of the Endless Hungl:r" In the absence of [braced
text), the tablet can be thought of poing inert.

The adventurers must activate all four pares af the tablet by
r:admg them aloud, in order, in the proper rooms before they can
gain entry into chamber #17. The doors ta #17 are marked with
runcs similar 1o those found on the 1abler,

secret room is similar to #7, When PART THREE is read from the tables. the PL will
feel pariicularly emboldened and will iry 1o burey the sdventurers to #14.

1. Contained within tr:rﬂmE circles and enchantments, the Pri:x: af IILl"i]ET {l.:\-:] J

“The Coiled Grottoes of the Slime Spawn) has hidden his heart in this chamber. He

cannoi be killed wntil his heart is destroyed.

12, varlu;. h‘l:gu: of any kind ceases to work inside this area. The ]“‘F"h Wj.“rd will
refuse o enter the area, because, if he did. he would immediarely vanesh from existence,
Prisoners Erom #15 or secrifices from #4 will repain iheir senses while bese. Some mighi
recaver fully (referee's discretion)

13, This room contains a rotting table, rwo chairs and a ring of rusty keys. A single
preture of a beautiful woman with bloade bair and seduciive eves can be found, oddly
unteuched by the slime corruption, can be found on the wall,

4. [warm, vibrating] The mortal remains of thirteen warriors, ance tasked with
guzrding the iesseraci, are interred here. Owver time, they have been corrupied by the foul
cmanations of the PL and are now 2 strange rigﬁrfmmmr kvbrid that still defends the
area, The warrior [eader has 2 +2 froscbrand hody sword This turn of events frustrares
the PL 1o no end. He looks forward 1o the adventurers destroying the wareiors and
activating PART FOUR af the table:,

13 [cold] The PL bas entrapped and mind-wiped adventurers that bave failed to release
it. They arc emaciated, drooling and pathetic. 144 cclls are egpty, Roll random
accupants. The adventurers will possess any treasure thar was imprisoned with them.

6. |ice cold] The door is carved wiih runes indicating good and [aw. 1 will opes ai 2
touch, In the cells hevond wait two ﬂﬂp@iﬁg .I'Wﬂtll. If released, they are strong coough
1o har the SE and SW doors, effectively keeping the PL ensrapped within the level. They
will however weaken after 10410 yELrs and IjII:} will wara the adventurera of iheir eventual
demise, ..

7. [HOT!] The Putrescent Lord dwells here. It is an enarmaus behemoth, capable of
attacking each adventurer multiple times each round with it teotacles. T bas magical
powers over ilusion, darkness aod sanity. The truc way to destroy the PL is to destroy 10
with the stone tiblet, That tnvalves gerting the stone tablet INSIDE the monstrosity and
detomating it with ices/cold magic. TE the adventurers 2re here the PL can now escape
fram the tesseract ];l:rimn. HI: will I.I‘h:r.n.pt ta devaur the :d\.‘:n:u'r:'r:. 2% a reward f[ar
releasing him, ro gather energy for his slithering trek to the surface. It cannat be reasoned
witl. It is 2 primal foree of chaos and desteuction. motivated only by its urges ind & need
j i+] ::ﬂ:]F:.
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John Bailey - The Wanderers Tomb

The Wanderers Tomb — by JohnB
Orniginally used for a group of low-ish level Pathfinder characters.

Maze comdors = 5 ftwide. Vis = 5t max! TI"ﬂER
A - Double Pit Trap

across a doorway, Just
because the spot the first
part, they don’t
automatically spot the
second part. 15 fi deep.
Weak acid at the bottom.

Fall dé
Acid ddir

9 Tomb
(]

a0ftx 151t

B — Portcullis Traps.

Big
2 Pit

15ftx 30 ft

When they step on the
204t pressure plate X the
Porteullis drops from the
ceiling (at the dots) and
locks in place. Needs
Str checks or similar to
10t get out,

30t

40 ft x 30 fr
After three or four

rounds release some
small poisonous snakes
16t out of the ceiling.

Snake
ACLS, HP3, Mald Ponson
Bite +5, D2 dam.

4 skulls Room
201t

# * g Fg e b g

[T EETIEE

20 ft 10 fit 90 ft B= Blue
ot B P Pink

1 = Mud Room. Central circular staircase with safe arca. Rest of floor = six inch deep mud, laced with caltrops. Stepping in it
conjures four mud men slinging mud at PCs. Caltrops = slow movement or extra damage. Mud bombs = d4 dex damage / hit

2 — Big Pit. Floor is 15 feet below rooms | and 3. The sides are shiny and glass like. Difficult to ¢limb. Fall d6, Climb DC30

3 — Electric Avenue. Very narrow — only 3feet wide. Single file with no passing! Pink squares shock boys. Blue squares shock
girls. Careful checking allows them to recognise that there are two types of flagstone. Electrical Damage d4/r

4 - Skulls. Wall 1s lined with shelves and skulls — and they are buzzing! Wasps crawl aver skulls, out of eve sockets ete. Use two or
three swarms of wasps.

5 — Safe Room, Small room with a large stone table and benches Strange {meaningless) carvings on the wall,

6 — Necrophidius. Pile of Bones turn into a large (snake with a human head) skeleton. Remember the trap, Construct — NOT Undead,
Special Attacks = Diance of Death (daze for 2d4r) and Paralysis (d4r)

7 — Death Field. Remember the trap. Fows of Black Wheat with a stick like scarecrow in the middle. Black Wheat looks like wheat
except the heads are razor sharp. D4 damage per pace pushing through them. Huge spiders start dropping from the ceiling onto the
party. Treaswre: scarecrow holds a Wand of Spider Summoning {Summon Monster 1) with 30 charges.

8- Misty Maze. All corridors are 51 wide — and visibility 1s restricted to 5 feet by a strange, vaguely magical mist. Blue path = good.
If they start going round in circles — let them 2. Remember the B traps.

9 — Tomb. The Wanderers Tomb, decorated with carvings and friezes of country roads etc. Lit by four ever-burning torches. He
will rise as a Mummy one round after the party enter the room. Treasure; 4x Ever-Burning Torches.

10 — False Treasure Room. Four treasure chests and a huge pile of treasure. Pile swirls and animates into an Animated Humanoid
Treasure Monster — The chests animate and attack by running around bashing into legs — trip attack, Once they are defeated ...
Treasure: 2x Emeralds (worth 1000gp each), Long Sword —1, Warhammer +1, Chain Shirt +1, Helmet of Air Bubble (breathe
underwater for 10r/day) Coins: 211 PP, 691gp, 2536sp, 4232¢p

11 - Real Treasure Room. A figure stands silently, flanked by two rust monsters! Figure is a wooden manikin dressed in -
Tregsure: a Cloak of Resistance +2, a Handy Haversack, Boots of Elvenkind & a Hat of Dark Vision,

This work is under the Creative Common Attribution-Share Alike 3.0 license hip:Sereativecommons.org/licenses/ by-sa/3 .0/
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John Geoffrey - Mourning Wight Of Brakhill

The Mourning Wight of Brakhill

a one-page-dungeon by J.E.Geoffrey

4 dventurers Needed! 4. Throne Room A stone dais and throne sits in north of room, faint

chirping noise near west wall, 1 Wight (formerly Brakr), wearing 1 helmet
=4 Desmond Baron of Byrkwood, has a proposal for the characters: he cFmﬁraf.ren workmanship ght{ o ) -

spent a large sum for a custom made set of dwarven armor, made by the
famous artisan Brakr, Master of Brakhill. After the dwarf took the money he 5. Shallow pool of water in north-east, broken spear lies in the south-west
did not come back to the Baron in over two years. Not knowing what corner of the room

happened to Brakr, and more importantly: to his new armor, He now wants
to send out a group of adventurers to see what happened.

6. Smithy A half-circle of tall stones surrounds a forge and anvil in the
south-east corner of room, Pit Trap (former waste disposal, sharp objects)
Unknown to the adventurers something indeed did happen: a group of
ratmen, lead by the crafty wereral Drugbold, infiltrated the home of the
dwarven smith, and took over his small mountain hall, killing and torturing
the poor dwarves until all of them had perished, but even then not letting 8. ceiling is covered with cracks, a corroded chain in north of room,

them go. Brakr is now a something was held here, unfinished parts of
wight, driven mad by the armor and weapons are lined along the south
knowledge that he took and east wall

money from Desmond
and did not deliver. Mow
the rats are slowly trying
te establish a feothold in
this area.

7. A mural of geometric patterns covers the ceiling, the scent of old smoke
fills the south-east of the room, rotting wooden furniture is lying around

9. Spirals of black stones cover the floor, A
creaking sound can be faintly heard near the
east wall, when investigated Bat Swarm can
be found, Treasure hidden under bat guano:
70 ¢p; magic ringmail (superior quality)
Finding Brakrs Home 10. Lair of 8 tiny monstrous spiders and 1

large monstrous spider
The enly thing the Baron & o

knows is that Brakr lived
in Birakhill, about 60 miles
from Byrkwood. When
reaching Brakhill it is
reasonably easy to find
the entrance to the small
rmountain hall on the side

11. Boneyard of the Spiders, one can find 1
dagger and 1 flute here

12. Former Shrine of the (Dwarven) God
of Smiths, now housing a rat idol and 300
gold pieces, everyone removing them not a
priest/believer will sulfer curse of the idal,

of the forested hill: rat swarm
somebody has tried to
hide it so badly it draws 13. 1 Wererat and 3 ratmen servitors,

Treasure; 700 gp; Magic Sword +1, 7 ancient-
looking books, wererat can cast 3 level
cleric spells

attention to it (+20% on
any search check),
somebody has taken off
all signs leading here,
check normal for
Wilderness encounters

14. Hidden Treasure: hidden locked iron
chest (superior lock), 250 gp; hoard total 250
Ep

Wilderness Encounters (1d6) Wandering Monsters (roll 1de6)

. 1. 1d8 monstrous spiders from room 11, searching for an object stolen from
1. 1d6 ratmen, scouting for food their lair
2. 1d6 cavemen, looking for their children 2. 1d3 young cavemen carrying pouch of shiny stones (opals) stolen from
3.1 large spider, gathering food —

4, large spiderweb, 50% chance of entanglement if not noticed

5. one very angry wild boar

6. a colorful, bouncing bear hops past (maybe you should lay off the cheese
sandwiches...)

3.1 large monstrous spider, returning from outside

4, 1d4 dwarven zombies (formerly chained to wall in &)
5. 1d4 Carcass Scavengers, lost and desperate

6. 1 piercer, fearless hunter

Physicalities Ending the adventure

Walls of hewn stone; Floor of smooth stone, debris and trash lying around; oo om0 eoild like to have the armor he paid for (now worth even more as
the cave 15 cool and moist, dark and unlit, but ald torches can be found in the last set crafted by the

each room, 40% chance of them still dry encugh to be lit legendary Beakr of
Brakhill...} and he will pay
Areas handsomely. He will also

pay some bards Lo spread
1. Entrance, thick bushes make it nearly impossible to see the entrance the legend of "The Wight
of Brakhill’ with the heroes

2. Entrance hall 1 Cave Bear, skulls and bone fragments on the floor in the main roles, He
3 .Empty One can hear the moaning of the wight here though im do what good publicity &

Created by LE.Geollrey, Stuffed Crocodile Weblog - Released under a
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Enbeserth's Island

Joshua Taylor - Enbeserth’s Island

by Joshua Taylor, relessed imder CC BY-5A 3.0
http:/fereativecommaons.org/licensesby-sa3 0

| Wil 1

The wizard Enbeserth was buried on @ remode ivland in the hopes thal ireasure
seekers wouldn'? find her. It woarked for a while, but now rumar is that the
Ixdeened fues Deen found, After many called favors, vou now feve o magr to that
island, Unforiemately, vou know vou're not the only one. The island iz big
enouglt that it will toke some time fo expdore. Time enough for someone elve

tev fined i1 fiess,

Enbeserth's tomb s locuted at one of the three murked pomts. The other two
contain small caves that could be mistaken for the entrance, but are inhabited
by some unpleasant beasts, A whiptail centipede, an assassin vine, oF an
ettercap, for example froughly an APL encounter). Decide which s which (or
reell for it} before the game begins.

The players can choose w land ther ship at any of the three beaches. The
WPCs (a wizard and some bodyguards, an APL + 2 encounter) will land at one
of the other two (again, choose or rollh three hours after the players.

The players must spend time searching for the tomb. On entering a new hex
and on migking camp for the might, roll @ d10. Onoa 3 or less, roll on the
Encounter table,

Each hex of beach, grass or light forest takes | hour and a successful Perception
check to fully search, Each hex of dense forest takes 2 howrs and a check. Each
hex of meuntains takes 3 hours and a check. [ they fail the check. it enly 1akes
another hour o ey aguwn regardless of the terrain, These times apply o
both the PCs and the NPCs.

A successful search finds the caves in the marked hexes.
Foll on the Search table for other hexes. Each
resuli hesides Mothing can only be found

[l [N

N

0,‘

)
o

Enbeserth's
Treasunes —

A\
N/
e

Delays a few rounds before attacking
(APL+ 1)

NPC movement

The NIMCs search 8 hours each day and Tully explore
cach hex before moving on. They search & howrs cach
day. Roll a d€ to sce where they go next. Ona 7 or 8
ey fuiled their perception check and wail another
hour. Reroll if they would otheradse move intooa hex
they already searched.

If the players reach the tomb first, they should encounter the MPCs on the way
out. Otherwise, they should encounter the WPCs inoor near the tomb. How you
handle this alse depends on what infonmation the PCs have about the NPCs
moveinenl,

Encounter Table Search Table

1 Tdire rats (APL - 3) 1 A boaded bear trap (Ouch)
2 Skeletons (APL - 3) 2 Mothing to find (0 gp)
3 Insect swarm (APL - 2) 3 O0d ron pet (1 gpb
4 Snakes (APL - ) 4 Old platinwm coin {10 gp)
5 Wild boar (APL - 1) 5 Flask ol alchemist's fire {20 gp)
& Slime mold (APL - 1) & Some alchemical fungus (25 gp)
T (niant wasp (APL) T Masterwork manacles (30 gph
# Shadow (AFL) £ Rare flowers (T4 gp)
9 Muandragora (APL + 1) 9 Desd adventurer (200 gp 1n gear)
10 Decapus (APL + 1) 10 A strange ring (7 gp)
Muodify these tables for an appropriaie challenge
and reward for yowr players,
Statue of Enbeserth

Well hidden secret door

Moderate Lock

DY
0
4

Giolems

,_;

— Murals of Enbeserth's
deeds
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Kabuki Kaiser - Shrine and Shield
iaap P
he Swier) of PR ooy ot

KaBoki KAis6R o CC ATTRiBuTiON sHARe- AL ke
lmr:{;cm1umn.uuﬁuumgi,'.f-ul[.1.:

7

wagTings TRAP
H T et x4

THE SHIELD OF FAITH
oS iten L Drildive

ol SrestuEe Contents of the room 13
N See 1B below " ’
e 15
o L] "1 The Sh iald aof 2 le ry

¢ [snield. It can prevent fatal

® damage, and loses one plus whe
LA [Bone * |dcing so. When all its pluses a
8 gone, ita wielder is spirited s
. [to limbo forever. It radiates
- ‘mﬂmfmmw
= '_|permanentl ’
C staged p amid o blact mArD w
- = [tts steps are proteoted with
1B None glyphs of poison (30, save for .

~  |nalf). The teleporter works both 20
— - E.
P Roll 3 times upon the magic items
wery table for treasure. In addition, i
2 iF powerful wraith|  teins coe scarab of esch type,
|including the cursed ones

D Containa a set of 7 cursed serolls

° a tome of vile darkness

he high temple of Urd. IT
imisiBle mrpRe the ritusl clothes and of
H:ne bue hactic alignement, gain spell |
'l riqPH . loves ng ability a8 a low-level

eric permanently. If of lawful
MW i# 10/ 566 W6R .  |alicuement, face your nemesis and
one level if you win
5 {8 obaidian trolls Fapty rr—
A8 smoke elemental or any mist
oreature you use, but save every

|& 1 hate mist round or enter in & killing
nzy wntil the mist is dispelled
or iilled 5
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Katie Simpson - The Maximum Utility Chambers

The Maximum Utility Chambers

The drow are notorious for their use of siave labor. This particular enclave uses them even after they can no longer work...

A You can place drow in rooms 1,
3. 4 and‘or 6 to grant more real
combat oppartunities. If you
are running the MUCs as a
“side trip" in an angaoing drow
city campaign, you might leave
them fairly empty, either to
pravide down ime or just to
creep oul the players that mueh
mare.

If you introduce the players to
the MUCs by having them enter
through the tefeportation
circledrap in room &, cansider
placing at least one drow in the
room with the slaves, to
potentially run and raise alarm.

Remember this area is for the
processing of dead slaves.
There will be nothing valuable
in hare — unless the PCs decide
they want fo use their cousins’
livers as a spell component...

All rooms are dark exceplt for #6, which contains dim light coming fram the slaves working at the table. All doors are initially closed, but
none of them have locks,

1) Abbatoir — a rail runs along the ceiling {grey line), with huge meat hooks hanging from it (x). Two large open crates are neatly
labeled “Organs” and “Bones”. Three large buckets are labeled for holding bodily fluids. Everything is very, very clean. The door to
room &2 is a split door; PCs can open the top half ar bottomn half {or both). A whistle on a leather thong hangs from the fop doorknob.

2) Vermin Room - Some very cleanly picked bones lie on the floor, quickly obscured by the hundreds of vermin that come streaming
out of holes in the walls as soon as the door opens. The vermin are trainaed. If a PC blows the whistle, all the vermin will stop moving
and look intently at the whistier. (Rats will sit up as if begging for treats.) They will swarm and try to devour anything thrown at them.
They will not attack PCs unless provoked somehow; if they do attack, treat it as 3 — 4 swarms’ worth of vermin. (PCs spending
excessive time playing with the whistle, trying to make the vermin do other tricks, is a perfectly legitimate provocation. ;)

3) Tannery — varicus humanoid hides are lying cn a long table against the far wall, covered in salt. A few others have been lacked to
stretching frames to finish curing. The rectangular vat on the near wall holds tanning solution (moderately acidic but not harmful).
Everything is very, very clean.

4) Alchemical Lab/Kitchen — This is where organs and other body parts are pickled, boiled, dried, smoked, sliced, diced and otherwise
turned into reagents and spell components. Everything is very, very clean, and meticulously tidied; there may be some slices of liver
drying on a dehydrator rack, but nothing just left sitting out on the counter. A tall stone well in the far comer [octagon] holds an ooze,
for devouring whatever bits simply cannot be put to use.

5) Reagent Pantry — The walls are lined with shelves, and the shelves are full of vials and packets, all neatly labeled with their contents
(pickled elf eyes, smoked dwarf liver, etc.) and the date they were prepared. A ledger book details all the items that have been brought
into or taken out of the pantry. There are occasionally notes like "need to take more halfling slaves, burned through a lot of kidneys
during the last uprising”. PCs can take these reagents for their own thaumaturgical use, though this should be a morally dubicus act.
6) Arts and Crafts Room — open crates along the wall contain very cleanly picked bones, all meticulously sorted by size and shape. A
couple of crates contain small scraps of tanned hide. Shelves above the crates hold shears, needles, glue, and other arts/crafts
supplies. A large worktable takes up the center of the room, and six haggard slaves sit at the table carving bone and stitching leather.
A teleportation circle (or teleportation trap?) is incised on the floor in the far cormer [spiral].

This ane-page dungeon was created by Katie Simpson on 24 April 2012, and is released under the Creative Commons
Attribution/Share-Alike license: http://creativecommons.org/licenses/by-sa/3.0/
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Kelvin Green - A Rough Night at the Dog & Bastard
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Kevin Heuer & Michael Jones - Tomb Of The Sea Dwarves

w00 SEA DWARVES

A 8th-10th level adventure for 4-6 PCs, in a seaside fown.

Something is wrong with the water...
very wrong. Black sludge is coming out
of drain pipes and the water has an acrid,
bitter taste. The town has sent maintenance
crews into the city’s water and sewer
systems but none have returned. Now
the mayor is asking for a brave group of
experienced adventurers to root out the
problem.

Unbeknownst to the townsfolk, a beholder
has setup shop in the sewers and has
discovered a long forgotten tomb in which
it is performing necrotic experiments
to raise an army of undead slaves. The
byproducts and run-off of his experiments
have fouled the waters of the entire town,
The tomb belonged to a rare clan of sea-
going dwarves that plied the seas in huge
stone boats powered by dwarven magic. A
cataclysmic world-event caused magic to
become unstable and the majority of the
clan drowned under the waves hundreds

of years ago.

1 - Sewer intersection
A half-dissolved corpse lays in the
muck. He is clearly a city worker that has

died from what looks like a type of acid.
As the party examines the body they are
attacked by a black pudding. One or two
more ooze oul of the nearby pipes on
rounds 2 and 5. Near the pipes is a secret
door that has been left ajar, leading down a
hall to a small chamber with a large stone-
engraved door.

2 - Key Puzzle

There is an unlit brazier in the corner
that can be lit by magical or conventional
means. Several iron rods in the corner
about two feet in length, lay near a basin
ol cool, clean water. There is an anvil in the
middle of the room with a keyhole in the
top. It has dwarven runes on it that read:

PAM AFTEH KAEAN FEAL SFAMCC XNCHENA
T6 ICET LA FC ECGEN FEEA FCBX
ACHAE ICEIN CIIC ¢t

All-Father bless these fallen brothers
If you wish to enter this tomb

Forge your own key

The party must forge a key with a series of
skill checks at the discretion of the DM.

Return to Index

3 - Tomb Chamber
As the party enters the ancient tomb, a
strange other-worldly voice booms:

“Who dares to disturb my research?

Your fresh corpses will make worthy
thralls in undeath!”

The beholder attacks! It is a typical
beholder with one exception: as a swift
or minor action at the end of its turn it
can use its dominate eye stalk to animate a
dwarven skeleton, as long as the dominate
eve stalk wasn't used in an attack during its
turn. Dwarven skeletons have typical stats
for a skeleton, with the exception that they
are armed with battle-axes and throwing
hammers. The fight starts with two of
the dwarven skeletons already animated.
If the party proves victorious, they find
a number of ancient dwarven artifacts
(DMs are free to choose any magic items
with a dwarven origin).

If no attempt is made to reconsecrate
the tomb, one of the artifacts will be
cursed. Il the dwarves are properly laid
to rest, the party finds a hidden cache of
gems, and none of the items are cursed.
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Konrad Ferlangen - Collateral Damage
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L. S. F. - Fungal Infection

FUNGAL INFECTION! g

A terrible creature has emerged from the underground
stream and has made the cavern and surrounding

agqueduct system it's home. The workers have fled and
the water supply is in jecpardy!

The Spore Queen

Being a huge-bloated myconid-like creature with . R - —r) Sa®
glowing yellow eyes, a maw full of razor sharp i
teeth, and possessing a mastery over both plant
and fungus. This would-be gueen wears a woode
crown atop her purple and white spotted cap as a
symbol of her power over the natural world.

This creature of ill-disposition was driven out by
her myconid kin for terrible ambitions. Finding the
caverns to her liking, she has taken root, scattering
spores that have grown into a loyal myconid guard,
Mow she has begun to slowly spread throughout
the area,

1) The stone building set into the cliff houses the sluice
systemn controlling water flow. A windmill atop the cliff
powers a giant archimedes screw which pumps water to a
secondary agueduct. The grounds are silent and strange
clumps of fungi grow all over {see Fungal Hazards below).
& heavy wooden door {locked by the workers) blocks the wa
in and the only windows are thin narrow openings that allow
ina little light. A doaor in the dliff to the south (barricaded
from the outside by the workers) allows access to the cave.

2) The three main sluice gates are in this hot and humid room
though the two southern gates are choked with vines from which small purple
mushrooms sprout. (& and C are open, B is closed).

The vines are a part of the Spore Queen and cover the gates, preventing them
from being raised or lowered unless they are cut free, Touching the vines will
alert the Spore Queen. & mechanism in the north of the room controls the
three sluice gates and an unlocked wooden door leads to the overseer's office.

(Mote: the purple caps heal myconids a little but are poisonous to humanoids)

3) The overseers office contains only simple writing tools and a few documents
and arnaments. There may or may not be a small lockbox containing money
for incidental expenses or pay for workers,

4) These rough stone steps are wet, slippery, and covered by fungus, some of
which give off a soft blue light that illuminates the way down,

5) A waterfall from the overflow channel dominates the room running to an underground stream.
The cave is slick and full of fungi as well as some of the Myconid Guard.

6) A huge windmill-driven archimedes screw pumps water upwards (access to the windmill is via
the stairs through a locked wooden door). A closed sluice gate (E) has left the pool empty.

7} A mechanism in this room contrals sluice gates E and D but is choked with mare vines. Sluice D
is currently opan. Myconid scouts guard the area and some are exploring the tunnel west,

8) The Queen's chamber is full of fungi and the remainder of her guard. She sits atop a throne made of tree roots. She can bite, choke
apponents with vines ar use poisoned spores and strange magic. She could be fought or flooded out (close sluice A, C and D, open B)
but will fight to the death. Her white wooden crown is magical allowing control over myconid and plant creatures and she also possesses
a few other valuable trinkets.

Fungal Hazards

Clumps of fungi grow all around, some good, some bad. What kind are determined randomly.
Additionally, the air in some chambers may be full of spares making it difficult to breathe. Assume

the Myconids are immune to any of the bad effects:

D6 Fungus Type
1) Edible White Caps that offer minor healing
2) Yellow Caps that release poisonous spores when disturbed
3) Glowing Blue Caps that give off a soft light
4) Poison-coated Spotted Purple Caps that whistle softly
5) Brown Caps - Good for cooking!
6) Orange Caps - Slightly Hallucinogenic, but offer pain immunity

Released uncer Creative Commans Atribution-Share Alike 3.0 - it creativecommons anglicensesy ty-sa¢3 0F LS.F
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Leslie Furlong - The Faerie Market
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e' Paeme Mafket

By Leslie Furlong

g o @ﬂur scarch for young Kath, the Minister's gifted daughter, has led you to this nowhere place

go . between places, the moonless fair that beckons the creeps, the shadows, the forgotten. Shielded from
lht_.Ll" scrutiny by a powerful illusion, you move among them, hoping to soon find some sign of the girl, %1
- bccamc in a few hours the market disappears with the dawn, and with it go all of it's secrets.
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Lester Ward - Seven Spindles and a McGuffin

Seven Spindles and a McGuffin by Wordman

Background

Fantasy? Pulp? Sci-h? Horror? Supers? Up wo vou, We know this for certain:
the now vastly imporang whosiwhatsit was buried with the Impomant Guy, who
dic the thing, in the place, back in the day. Rumaor pues his resting place in an
underground camplex that has remained undeteceed. . .unril now,
How to use this map

Prin vwa capies, one for main use, the other lor pares, From the later, cut out
the six circles on the right and the large circle in the cemer ol the map, Place the
six simaller circles (in any order) onto your main maps dack circles, Each ol these
circles Tepresents i la rge s[lin-dle that roares, 4;|1a|15ing the cnnﬁgum[inn at hall-
ways and how (or i) rooms connect, Every ren minures of pame time, each circle
rotates 457 clockwise, Owverlay the large circle onra the main copy, with hallways
at 8 o'clack and 12 o'clock. For now, chis .:pindl: is locked in this position.
Sea Section

A matural cave connects to the se providing one of the entrances ro the
complex. Rowhoats can be chrough mose of the cave; however, at high ride, the
very end of the chamber will be almose completely Hooded. ‘The hallway leading
FI'CI"ITI T]'IC Cave 1'11111 "I'.IC cnrn]'rh:'x :Hmd‘i Tor sme ngI'CC' |:]'|ﬂ'|’|- I'I'Il]d'l d:]’hﬂl’ldﬁ on t]'lt
tides). When a spindle connects a passapge to here, fresh sea water will How into
the spindle and wherever it leads, A wribe of intelligent (though primitive) am-
phibious humaneids have claimed this section as their home A bad experience
with a teap in the ceneer spindle has made i a eribal aboo o enter there.
Fissure Section

An earthquake opened this Rssure several decades ago, exposing this pare of
the complex o the sky, While the sides of the fissure are steep, the rubble steewn
Haor of the rift gradually slopes upward to the surface. Rooms fdpped open by the
fissure form cave-like entrances to the complex, several dozen feer above the rift
faor, A number of unsavery creatures from the surface have made it down here
over the vears, though fow have penerrared far into the complex.
Fungal Seclion

The fungus grown for food long age in the cave in this section has mucated
into semi-sentient, mobile form. Fungal creatures have spread throughour chis

D = 5 E.‘.‘tt — nnrmal I'JLN.IE == HECUrE rlJ.[J[er £ secret I'J\'.'ll'_'ll'

Factory
Section

SL‘-H

Section

[ seirs (arcow=up

section, along with several species who have been ‘converted” by spores. These
species live in symbiosis with the fungal creatures, eating lungus w survive and
supplying waste (and their own remains) o feed the fungal creatures,
Factory Section

The clockworld/golems/robots/automata whe once provided manufacrur-
ing labor in this secton still remain, While some have broken down and others
standby for humans w come along, a few carry on with teeir duties. None will
leave this section or go through secret doors without correct arders. The lone vent
o this section has been clogged for some time and, combined with the waste
ourput of the manufacruring work, the air in this secrion is fairly oxic.
Memory Section

Omece a religious or bureaucratic headquarters, something (undead, cursed crys-
tals, insane Al) repeatedly 1ries 1o overwrite memories of visitors with those of
past inhabitanes, Also, several chambers act as a prison for immoreal beings, who
will rry to trick the group inro deacrivating the devices that contain them,
Tomb Section

A catacomb containing remains of once renowned, but now lorgoten people,
Up the srairs is the resting place of Impartant Gy, v:nmp]q'n: wirh many false
tombs and other surprises,
Specific Locations

Certain locations are marked with letters on the map, They are:

C 'This collection of rooms houses contrals for the spindles; however, 2
malfuncrion now prevents the center spindle from rotating. The characters
[pethaps with pares and help from the fictory section, perhaps not) should
be able to correct the problem and gain control of the spindles.

M This room contains the MoGuffin,

T ‘This room is actively used as a temple by the currenr inhahiranes.

WV Each of these rooms sits ar the bottom of a 3" diamerer air shaft up o the
surface, Most shafts have a small structure built over them there, keeping
most of the rain warer out. Even so, a grare covered pir in the Hoor colleces
excess water and whatever else might fall down the chafts.

Z. "This room was once a shrine or temple 1o one deiry or another, bur the cor-
rent inhabitanes don't care,

ards)  w ladder

Fissure
Section

' Memory 1'i"""*- S
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Luka Rejec - Deep in the Purple Worm

Deep in the Purple Worm
a one page dungeon for 2012
In the dark ages of this world that followed
the fall of Khan Bakhusaba of Bershamel
horrors crawled upon the world as the
demiurges themselves were revolted at
the pride of the humanlings who thought
to question the might of the Vile Ones.
The magus Hi Xaphon of the Turalian
order took it upon himself to save the
Teshites from the worm that tormented
them. He climbed into its maw and turned
its magick heart into stone, paralysing and
eventually petrifying the whole beast. In later
years a dark magus enamoured of the dark arts
took residence there and became himself a plague
upon the Teshites. Where are latter day heroes who
could save the poor benighted serfs and peasants
from this malefex?
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Mark Garringer - Shrine of the Demon-Monkey God

Shrine crfb the Demon-Monkey God

y Mark Garringer (zizazat@gmail.com)

Background — The Shrine of the Demon-Monkey God is casily dropped into a jungle ruin or underground complex Tor some trap-filled Fun.
Players can be sent there to rescue the sacrificial prince, or stumble on his sacrifice as a new plot point. Originally conceived and playtested
by 4th level characters under the Pathfinder Roleplaying Game. Treasure and magical items are left to the individual GM need,

A. Hallway — The hallway leading into the shrine can be as long or short as required. Just before it opens into area *B’, there
is a pressure plate trap. When inggered, it releases two spring-loaded blades that sweep out of the walls hitting the first two
ranks at a height of 2.5 feet off the ground.

B. Central chamber — A raised alcove at the east end of the room is filled with a life-like angry looking demon-monkey. The
left hand of the statue is open, extended and contains a stone key. When the key is removed from the hand, the three
hallways immediately seal shut as 5° thick stone slabs drop trom concealed slots in the ceiling. The eyes of the statue begin
glowing bright red, after 2 rounds the room is super-heated to scorching temperatures inflicting damage to everyone
trapped in the room lor 3 rounds (and additional damage to those wearing metal armor). Two rounds after that the eyes stop
glowing, the temperature returns to normal and the stone slabs retract into the ceiling. The stone key opens the double
doors leading to area ‘C’". The far southern wall contains a sliding stone secret door leading to area ‘D’.

C. Acolyte room — Behind the locked double doors are the simple living quarters for several demon-monkey acolytes.
Currently 3 present and they attack! The southern wall contains a sliding stone secret door leading to area *D’. One of the
acolytes carries a silver key which opens the doors to area ‘E’.

D. Secret passage — A wide scerel passage links the main hallway and the acolyte room, with peepholes in both northern
secret doors. The secret door to area *J” also contains peepholes. There is a minotaur in the passage who has been watching
and waiting.

E. Torture chamber — Behind the locked double doors, there is a room filled with torture devices and implements, such as
chains attached to the walls and a table with leather straps. There are also 4 cages hanging from the ceiling. Under each
cage there 15 a binding circle in silver dust. Two of the cages are empty and the other two contain imps. These imps are
cunning, nasly and manipulative; they have been trapped here and subjected to various tortures by the demon-monkey
acolytes. One of the imps managed to steal a key to area *F™ and will try to use it as a bargaining tool to escape.

E. Open chamber - Behind the locked double doors is a large, open room. T F “]

The northern end of the room has the remnants of a binding circle. The :  ama
castern door appears to be warded with painted runes. E. ' _]
|

There is a sleeping gas trap here which goes off 30 seconds after the T T
door to area "I’ is opened, unless a small switch, on the southern wall
opposite that door 1s pressed. One round after the gas trap goes off, a
zombie demon-monkey is released from a slide away panel behind the . 1
switch.

H. Priest’s chambers — Behind this door are the private chambers of the
demon-monkey priest. A desk, a wardrobe and a bed are here. The desk
contains a set of scribbled notes about the curative properties of the blood T
of a first-born roval son as well as extra-planer summoning. A

I. Alcove hallway — This long hallway contains 6 empty alcoves that lead i_J \
to the main shrine, On either side of the double doors, twin . . |

demon-monkey heads are carved into the wall. There is a : (

|
(J

G. Hallway — An empty connective hallway to the priest’s chambers. = i ‘l—
=

W

pressure plate across the midpoint of the hallway that triggers
fiery blasts from the heads, capable of reaching the northern
end of the hallway.

J. Shrine of the Demon-Monkey God — A priest and 2
acolyles oceupy the shring; they are preparing Lo
sacrifice a prince when the players enter. They are
in the middle of their ritual and very displeased with
being interrupted. If the minotaur from area “D° has
not been discovered. he will charge out of the eastern
secret door upon seeing the priest killed. Just tothe
west of the doors 1s a switch that disables the trap in |
area ‘I". - ) _ _ ==

http://creativecommons.org/licenses/by-sa/3.0y
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Mark Morrison - Turtle Shell Bandits

Turtle Shell Bandits
For 1st-2nd level characters
By Mark Morrison

The local merchants have been under
attack from a group of bandits. They will pay
the party 200gp and whatever loot they get
from the bandits, if they can solve their
prablem.

The bandits hide out is just one mile from
the main road and a trail that leads to their
hideout will not be hard to find. The bandits
have set up their hide out underneath a
giant turtle shell in a small wooded area.
When the players approach their base, they
will see two chimney's stacks coming from
the top of the shell. A set of stairs lead down
to a locked heavy wooden door.

Room 1: Hallway. The hallways are il by
torch's. All of the walls are made of wood
and the floor is wooden as well. A 25%
chance every turn that 2 Bandits from room
4 will be wondering in the hallways.

Room 2: Starage Room. The room is filled
with boxes and barrels of their ill gotten
gains. A drunk Bandit (2nd Ivl fighter, HP 13
wearing studded leather armor, longsword,
dagger) is inside the room. He will fight with
a -2 to hit from being intoxicated.

Treasure: 30sp,9gp.60 days of iron rations,
2 barrels of ale worth 50gp each and 12
bottles of wine worth 5 gp each.

Room 3: Kilchen. Inside this room is a
bandit (1st Ivl bandit, HP 4, wearing leather
armor, and carries a +1 Dagger) who will
attack whoever enters the room. Treasure:
7gp, 389cp and a set if silver dinner plates
and bowls worth 50gp.

Room 4: Great Hall. Inside the room are two
bunk beds, a fireplace, 6 foot lockers and a
table with six chairs around it. Inside the
room will be 4 Bandits ( or 2 if the party
encountered two of them wonhdering the
hallways fram Room 1). The Bandits { 1st Ivl
bandits, HP 4 each, all wear leathar armor,
small wooden shield, shortsword and
dagger) will be here playing cards. There is
a 25% chance that two of the bandits will be
wondering the hallways. Treasure: 39gp,
102sp, 47cp, a Potion of Healing, and four
+1 Arows.

Room 5: Bandit leaders study. The leader of
this group is here reading { 4th vl fighter,
HPF 20, he wears +1 Chainmail , large steel
shield and a +1 Footman's Pick). He has a
20% chance of hearing any battle that
breaks out in room 1, 3 or 4. Treasure.
B8gp, 200sp, a large gem worth 100gp.

Room 6: Bedroom. This is the leaders
bedroom. A large bed and a small chest
under the bed are the only things in the
room. Treasure: silk bed sheets worth 20gp,
300cp, 100sp, and a jar of Keoghtom's
Ointment.

Room 7: Study. This room has wooden
chest and a desk. Sitting at the desk is a
half elf magic-user ( 3rd Ivl, HP 8, he has a
wooden staff, a silver dagger, a Bracer of
Defense ACY and a Wand of Color Spray
with 9 charges left } He has the following
spells: 1st vl- magic missile and shield. 2nd
Ivl- web. If a battle breaks out in room 5, he
will arrive in two rounds. Treasure: the half
elf spell book with five 1st level spells:
Detect Magic, Light, Magic Missile, Read
Magic and Shield. 2nd level spells: Knock,
Rope Trick and Web, 27gp and 2 pearls
worth 100gp each.

Room 8: Goblins Barracks. Six straw mats
are in this room. Inside are 6 Goblins { 3 HP
each, all are armed with moming stars and
spears). Treasure: 120cp and 30sp.

Room 9: Prisoner Cells. A set of keys hang
on the far wall.

Room A: a wealthy marchant who will pay
100gp for his save return home. O-level.
Room B: a local farmer, O-level.

Room C: this area has 3 gnomes chained to
the wall. They are from a local clan. All are 0
-level,
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Matthew Schmeer - Lazzer Bears for teh Win
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Matthew Skipper - The Burning Lair

THE BVvRonGg AR

A onc page Dungeon for 6=8 characrers, levels g+

Al Bl

Cave A

Al-The entrance is littered with gnawed bones,

A2-This large cave has d3 Blooded Trolls eating a captured adventurer. The
adventurer carries same gems and a magic weapon.

AZ-Mursery-d6+1 young Blooded Trolls in this room [stats as normal trolls + fire
resistance).

Ad-Sleep chamber-This filthy chamber has beds of decaying wegetation, Mo trolls
are in this room currently, but there is a dead adventurer. Amongst his goods are
3 potions and a magic ring.

AS-The Blooded Trell Chieftess lives here with her four male concubings. She
fights as a frast giant and casts spells as an 8" level wizard. The concubines are
narmal, She has 5 pieces of jewsiry, 3 wond, and two miscelloneous magic items,
Cave B

B1-This tunnel has no tracks indicating anyone has been into it.

B2-There are several valuable gems glittering in the walls of this cave. If they are
pried free, do earth elementals will step out of the walls and attack.

B3-This large chamber is very warm. Every turn spent investigating it there is a
25% af a Steam Vent eruption as above.

B4-There are fiery vents in this chamber, as well as 5 salamanders. They carry
treasure normal for their type.

B5-This room contains a large pool of black, viscous fluid. This is actually a double
strength Black Pudding that will attack anything that approaches it.

B&-Magical pool chamber, There is a large pool of warm water that, if drunk, has a
random ettect on the drinker {use your favarite random table, one drink per PC,
should be at least half good and half bad). These effects should be permanent
unless powerful magic is invalved.

Cave C

Cl-There are many tracks going in and cut of this cave.

C2-Guard room-10 Blooded Kobolds wait here, on lookout.

C3-Guard reom 2-10 mare Bleoded Kobolds wait here, and will come out to assist
their allies if they hear fighting. They each carry 2 flasks of cil and torches to
throw at intruders,

Ca4-Supply room-Lets of supplies and stolen goods in this room, There is a magic
spear and a cursed spear in amongst the other weapaons.

C5-Prisoners-cages have 3dé prisoners. Mixture of normal people, merchants and
passibly playable characters (to replace lost PCs). If PC replacements, their gear
may be in the supply room. & Blooded Kebolds and 3 hell hounds stand guard.

The Story so far... the great drogon, Astreilax, woges o terrible ossault
on the surrounding lands, His fowl magics have twisted and carrupted
many creatures and he hos bound them to his service. He demands
tribute and those cities that foil to poy he rovages or sends fis minians
to destroy. The King has called for o group of heroes to stap the
dragon, offering lands, wealth, and Hitles to any who can.

The valzana is difficult to reach overland. There i little normal wildlife
in this broken land, but monsters and undead rove nearby in packs.
Ewen the elements themselves have been broken to Astrellax’s will; air
and earth elementals patrol the upper reaches of his lair, denying easy
access to climbers or flyers. The characters must find a way into his lair
using one of the various caves they can see upan approach.

MNew Monsters:

Blooded-These are creatures that have been warped by drinking
Astrellax's potent blood, It has made them stronger than nermal
creatures of their type and giving them +1 to saves versus fire and they
only take half damage from magical flame (none from mundane fires).
Blooded Kobolds-Red skinned Kobolds larger than normal, Fight as
Gnolls.

Blooded Trolls-These red skinned hoerrors are as tough as hill giants but
still use their narmal claws and bite (+ giant strength) and are nearly
imrmune to firel

Wandering Monsters (Roll every 2 Turns, 1 on a de):

1-2db Blooded Kobalds

2-1d6 Blooded Kabalds, plus 146 Hellhounds ‘pets’

3-1d3 Blaaded Tralls

4-5team Vent-save or take 5d6 damage, d4 PCs.

Mote: All cave tunnels slope upwards, allowing the PCs to move up the
map. Distances should be to the GM's taste.

Cave D

D1-Many tracks go in and out of here.

D2-Guard raom- 10 Blooded Kobalds

D3-Kennal-8 hell hounds and & Blooded Kobalds. Hound master is double strength
and wears a ring that controds animals,

D4-Living chamber-25 Blooded Kobolds and 3 Blooded Trolls are in this reom. One
double strength sub-chiefis here, He wields a magic sward and wears magic
armar, He also wears expensive jewelry.

D5-5upply room-Food, weapons, stalen goods

DE-Witch lair-This chamber is where the dragon shaman lives, a triple strength
Blood Kobold that casts spells as a 6 level wizard. A bound fire elemental isin a
brazier. He has several scralls and d& potions as well as 3 valuable gems,
D7-Chiefs Lair-This large chamber houses the Blooded Kabald Chief. He has wings
and can fly, has a 6dG breath weapon, and is as tough as a hill glant. He wears a
magic ring, cloak, and fights with a powerful magic spear. There are 15 Blooded
kobolds, 3 sub-chiefs (as above). The tribe’s treasure isin a locked chest with a
poisan cloud trap {save or die within 10°]. A moderate pile of treasure isin the
box. If losing, Bloodad Kobolds will attempt to run down the passage ta the shaft
towarn Astrellax by yelling (or flying it it’s the chief). It showld take 3 rounds at
top speed to reach the shaft, giving PCs passible chance to stop them.

The Shaft

The Shaft is several hundred feet deep and a fall would kill 2nyone not protectad
by magic. Climbing with the right eguipment is not toa difficult, but time
ConsUming.

Astrellax

This huge, ancient Dragon casts many spells and is very smart, If warned af the
PCs approach, they will see an illusion of the dragon on his hoard, while Astrellax
flies invisibly overhead using ventriloguism to threaten them and goad them into
using their magical resources. His trove iz as vast in wealth and magic as the GM
sees fit, IT things go against him, he will attempt escape rather than be killed and
will broad on his revenge.

The Burning Lair is by Micah Blackburn

hitp:/fmicahblackburn. wordpress.com

Licensed under the Creative Commaons Attribution-Share Alike 3.0 United States
License. http:/fcreativecommaons.arg/licenses/by-sa/3.0/
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Matthias Hoefler - All Creatures Great and Small

A]l Creatures Great and Small / The Lord God Made Them All.

_— ¥ P =

# e 7 I.-JJI._‘I.‘I . ’ i - — Legend has it & mage lich once inhahited
] : S this complex. However, it realized what a
J : - | "9 | cliche it was, ruling over a dungeon. So it

k‘ Now the big boss is a former orc warlord
gl | who is both delusional and schizoid. He
_ﬁz | believes he is a famous artist known as,
Wl ‘The Super Pillow,” and dresses like her

_; and acts like her. If the party plays along
| with her delusion, she will reward them by
offering to paint a picture of them. At the
DM's option, this could be an actual work
of art given to the players. Or she could
be a musician, who thanks them with a
song the DM performs for the players.
These works could be very crude since
the orc isn't actually an artist.

W “Super Pillow” was “normal” until he lost
his father. Not long after that, reaching his
early twentles, insanity struck and he fled
to this somewhat hospital/hospitable
place.

A gay harpy has Super Pillow convinced
she is his muse. The harpy can't decide if
she is romantically inclined toward Super
Pillow or not. She loses sleep over it,

: sometimes.

A. Enclosed aquarium. Some of Super Pillow's work acts as a background to the tank.

B. Lifelike model of the harpy's (adopted) sister, a bone devil, She is gorging herself on dripping human hearts.

C. Chairs and tables in this siffing room. It has a strong nauseating odor. Terchlight will reveal shiny blue gems on the floor (100 gp total). Two carrion
crawlers haunt this area. They will tend to flee into the shadows, so the players can hear but don't sea them. If the party goes after them, they will retaliate.

D. This passage plays host to Super Pillow's paintings. It's an understatement to say they are crude and inexpertly realized.

E. Figh bone. The lich's crowning achievement ~ created after a ridiculous number of painstaking hours using the stone to mud spell. Each protrusion has
bars —is a jail cell. The harpy stores "toys" here that she allows o live so long as they still interest her,

F. At each “F" there Is a sculpted ice cream cone, inverted. If touched, they give off light and spurt water for drinking and bathing. At the end of this
passage is a trap door with a handle so it can be opened. Beyond the door is a chute. It is very steep, which for the harpy makes no problems as
she can fly. The player characters, however....| hope you breught some rope and climbing tools, kids. The chute Is fifteen feet long.

G.The harpy's room. A rotted straw bed and a copy of The Pllgrim’s Progress. She laughs every time she reads it.
H. Super Pillow's studio. She rarely leaves here, 1-4 on & that a werewolf or vampire will be here with her, No zombles! (AN right, if you must.)

1. Portal to the Third Circle of Hell where the harpy's sister lives. 1 on 6 that her bone devil sister is visiting. Sometimes the harpy takes Super Pillow sight-
saaing.

Performance Notes:
Super Pillow may be given other types of insanity if the DM prefers (see AD&D Dungeon Master's Guide, page 83-84. That's right. We're going old schoaol),

She won't fight, because the real Super Plllow Is a Quaker. Which is well ahead of her time, but hey, she's an artist.

The harpy will swing an excessively large club (same damage as a two handed sword) that she got off a hill giant. She has a ring that radiates "detect
presence” continually, so nothing surprises her. She may be aggressive, or approach the party and fry to reason with them, at the DM's option. If she opts
ta talk first, she will grip her wand of suggestion and “suggest” they come see Super Pillow's magnum opus. (1-15 on 20 that someone in the party notices
this tighter grip immediately proceeds her "suggestion.”) The wand has 7 charges left, or 5. She will lead them to the frap door at the end of area F. Though
it has a handle, it locks at the top, hindering those below from trying to escape.

The harpy is nurturing to Super Pillow, at least, so far as a harpy can be. She feels protective of Super Pillow, because she sees her as fragile. That
touches her, to the point that she really does care about Super Pillow. The harpy will fight to the death, if need be, to keep them from finding Super Pillow.

Matthias Hoefler
http://creativecommons.org/licenses/by-sa/3.0/
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Michael Atlin & Michael Prescott - Dungeon Town
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Michael P. Bonet - The Diagnosis
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Michael Woodhead - Dungeon of Doom

@EE ﬁ ﬁ Eﬁ H ﬁﬁﬁ @@@ m - A One Page Dungeon Adventure by MICHAEL WOODHEAD

Copyright & 2012 by Michaeal Woodhead under the Creative Commaons License (hitp:/feraativecommons orgllicenses/by-sal3.0/)

. DM's INFO:
= > Ravaged by a debililating illness, a hall-mad 5th level wizard named
< Arkimedes can only remamber how to teleport, and has created what he
2 1 l | | I | | 2 likes to call the Dungeon of Doom. He challenges various adventurers
=l 13 p passing through to complete the obstacle course he's created in return for
. — - wealthy prizes. However, what starts cut as a simple test of the PCs' skills
|_ 1 > s0on Wwins inlo a deadly competition thal could very well lead 1o their dealhs.
s
/f L L) © GOAL:
3 E p The primary goal of the PCs is to escape from the Dungeon of Doom alive.
e s
=] > WANDERING MONSTERS (d5)
6 g @b 2 < (Teleported in by Arkimedas)
@ E 201 1 gianl baetlas & 2d10 giant spiders
B B b 2 2d12 centipedes | 6 1 giant scorpion
= [ r [ <3 194 fungi 7 2d20 giant ants
P X — ‘E'- 2 4 1d10 giantrats 2 1d4 giant worms
: o »
Ef Fa | © NOTE: the game is predicated on the fact that the PCs will accept the offer
e = =t — — ¢ lotake the obstacle course. If they refuse, the porteullis at the entrance will
p slam shut and automatically lock. Arkimedes proclaims, "Then you'll never
5 9 N = E < gel out of here alive!®, and then telaports away. He sands wandering
L L | - » monsters o each room the PCs subsequently enler in their quest Lo escape,
-NE-RN- | %
= p— — — © KEY:
AiR|A = = =3 - © € = concealed door
£ 8 = gecrat door
|11 b X=trap
4 10 3
[
s
o|lo|o %
» (Map created with Dungeon Maker]

1. ENTRAMNCE [15x15 fesl; open poriculis north; locked secred stone door easl; open wooden door wesl] A sign on the south wall reads, "Are You Really As Good
As You Think You Are? Then, It's Time To TEST YOUR kMEfée METTLE! Open to Adventurers of All Levels and Classes. Enter Your Team Today. Adventurers
Guild Members — Free;, Mon-Adventurers Guild Membears — 1 GP Each, Challenge Your Teammates, Challenge Yoursell, Human or Gname, Hallling or EIf, Dwarl
af Hall-Elvan, No Matter Your Race, Meet All the Challengas and Win or Lose Facs, 1000 GP in Prize Maney 1o the Winner"

2, ROOM 15215 feel; open wooden door eas!t; closed wooden door wesl; stone lables north and soulh] Arkimedes welcomes the PCs and encourages them o
parlicipats in the Test Your Mettle challenga, especially with the 1000 GP prize money at stake. If the PCs agree, ha motions them ta go through the weast daar.

3. ARCHERY CONTEST [15x 7100 feel; fargets at 50,75, and 100 feef; open wooden door southeast] Bows and arrows lie ready to ba used, Each PC has thres
tuns, once for each target. uzing percentile dice: 31-40% to hit 75 foot target; 56-65% to hit 50 foot target; 1-15% to hit 100 foot target; PCs with archery as
proficiency add -10 to their rolls. Any other score other than those indicaled indicates a miss.

4. AXE-THROWING CONTEST [15x25 fect; unfocked wooden door north; targels at 25 feef] PCs must roll 25% or less to hit target. PCs with axe proficiency add
=10 to their rolls

5. HOLD YER BREATH CONTEST [15x15 feet; 5 foot pool in center] A Gem of Healing {+2 to Hit Points when held) glitters at the bottom of a 10 foot deep pool.
FCs try ta reach it without disturbing an electric eal. PC gets ona chance and must rall 50% or less to succesd, otherwise the eal will attack

6. SWIMMING CONTEST [15x45 feel; long pool-5x35 feel, 3 feel deep--down middle]

7. MIRROR ROOM [15x15 feet; mirror on east wall, concealed stone door east behind mirror] Upon entering, PCs will see themselves reflected in a mirror. The
images then becomes dopplegangers and step out of the mirror. The PCs must then virtually fight themselves with whatever weapons are available, or grappla
hand-to-hand if none are carried. If any PC is beaten, he is sucked into the mirror and the doppleganger takes his place {played by the PC). However, the
doppleganger becomes a miror image of the original PC--for example, if the PC is right-nanded, he now becomes lefi-handed.

8. PIT OF PERIL [20x30 fect; 10 fect down stairs from north door; 3 cages southwest; frapped wooden door south] Stepping on the square at the bottom of the
stairs releases a goblin from one of the cages. After one turn, a troll is releazed, and after a further turn, 2d4 orcs are released from the cages. The creatures
attack the PCs.

9. TREASURE ROOM [20x30 feet; pile of traasure along south wall wooden daor north; locked wooden door sauth, Sx10 foot drop pit trap in front of doar] PCs
peering through the door from the Pit of peril will see the south wall lined with varicus freasures [DM's cheoice of what kind and how much). Within the pile of
treasure will ba two identical chests--one real, the other, a Mimic. First PC into the room will frigger a pit trap 10 fest deep with spikes on the bottom.

10. ROOM [20x30 fact, woodan door novth; sfone door east; emply] Check for Wandering Monster{s) before PCs enter

11. CORRIDDRS [5 feet wide] As soon as PCs are through the door, it slams shut behind them. W ater begins pouring it from the end of the comridor. In the water
are 2d6 leeches which attach themselves to 1d4 randomly-chosen PCs. A trigger just south of the trap opens up a pit. Any PC sliding into the pit will become
entangled in strangleweed. Check for Wandering Monsters,

12, ROOM [15x15 feel; two sarcophagl east end westl] Stairs lead up to this room. If the PGs open the sarcophagi, they will find two mummies. Touching or moving
the mummies will revive them two turns after being touched, and they will attack the PCs

13. CORRIDORS [5 faat wide] Check for Wandering Monsters. Stepping on the trap releases noxious fumes for 1d8 turns

Return to Index
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Mike Monaco - The Panopticon of Peril

THe PanoPTICON OF PeriL

A One-rEge dl]l‘lgﬂ:ﬂl"l {21]]2} |'n Mike Monaco

# The Panopticon is a prison designed to allow every prisoner to
be observed from the central tower. Anyone inside the tower can
see into all the sections ("yards") surrounding it. Only the well
and the other floors of the tower are "blind spots”.

* The walls of the prison are all 40 feet tall and topped by
spikes that make them dangerous and slow to top, but they are
climbable by someone skilled {(or well-equipped and determined)
s The entire complex is 400 feet across

# The yards have openings about 12" across, are 120 long, and
are 100" wide at their widest points

& The tower is 40" wide and 80' tall

& The bridge to the tower is 20° long and 107 wide

& The guards are described mare fully on my blog here: hitpf

= The party might need o rescue a prisoner, or may want to
destroy the prison for the common good, or may simply hear
about the treasura in the tower.

A: Entry yard. This area swarms with eyvebals (10) and cyclopskin (40),
Patrols of d3 evebats and d8 cyclopskin leave this area every 2 turns,
and patrol clockwise or counterclockwize (alternating). They spend 1-3
rounds at each yard giving cursory to detailed examinations of each. One
does not simply march rghl inta the Panopticon.

B: Annular well. 50° deep and 20" across, with a surrounding ledge 10
wide. Cyclopskin in the patrols from A generally walk the ledge, two
abreast; the eyebats will fly freely over the well but will try to keep within
A0 of the cyclopskin, Tha well itlselfl is home to variety of anthropophagic
wermin (rats, ghouls, gelatinous cube, even a cyclops, as DM sees fit). A
small monetary treasure and possibly several magic items litter the floor,
dropped by unlucky adventurers. A secret door at the bottom of the well
on the side opposile the bridge leads (o a slairway that goes up lo the
slairs in tha lower (D). 20" balow the ladgs, thara are 11 entrances to the
sewers beneath the yards, some have no grates.

C: Ruined yards. These vards are littered with rubble that provides
some cover. Each of these yards houses dé lurking morlocks. They

use nets and ropes to catch and bind victims for later consumption.

They will only attack if they have local numernical superiority, but can

call on the morocks in other areas via the sewers, which they access
through secrat hatches. The marlocks ara adept climbars and use these
openings, localed al regular intervals about 20° down from the ledge, 1o
scurry about the prison. The sewers themselves are 10" circular pipes
that slope to the well, littered with bones but otherwise bare. The sewers
drain into the annular well.

Unlabeled yards hold priseners, chained 1o the walls by chains 20" long
to allow zimple labor and exercise under the supervision of the guards.
The prisoners may plead for release, alert the guards out of fear, or stay
silent, depending on how they are approached.

D: The control tower. The central platfom is 80" wide and a lower 40
across is at the center. The tower is five stories tall, each story baing
ahout 15 high, and large windows face out in every direction. It is topped
by searchlights, one shining on each yard constantly - a continual light
cast inside a mirrarad bowl. Each of the first four loors consists of
nothing but an open space with a circular stairway in the center that goes
up to each level. The ground, 2nd, 3rd, and 4th floors each have one
flying eyeball ("watcher") roosting there. |f alerted they will fly to attack -
- remember the walchers can see all Ihe yards from the tower, bul each
will be Inoking in anly onea direction in any given round. The dth fioor

has a table with plans of the tower set on it. Careful inspection reveals
a keystone at the base of the stairwell that can be removed, causing the
entire tower to collapse in d3 rounds & killing all inside. The top floor
houses the warden of the prson, sealed on a revolving Lhrone, The
warden is Beramy Jantham, a mummified philozopher from the distant
past who designed the Pancpticon. He wears dapper clothes, and holds
a cane. His face looks awake, but slightly glassy; in fact it is wax. A
blackish, found object sit betwean his feat - itis he badly presarved

and dessicated face. He is usually dormant, but awakens if the alarm

is triggered. In fact the mummified body cannot move, but the head will
animate, float, and fights as an Eye Tyrant. There is a large treasure
hoard surrounding the throne.

The trigger: Each trigger event adds a 3% cumulative chance of awakening the warden, which will use itz eyve beams to destroy interlopers. If any
flying eyes are left in the tower, they will be alerted too. Once awoken, warden may also ring an alarm bell which will mobilize the cyclopskin and

eyebats in area A, At each trigger event, the active PC rolls. The trigger chance maxes out at 90%. Altermatively, one could use a dial to rack evenis
sa thal tha tngoer is sprung al same sel number (say 15 or 20), or & Jenga game may be used - just pull a block or two for aach Ingoer event; lappling
the Jenna tower awakens the warden (axpact it to topple by the 3010 block).

Trigger events.

= Moving in a yard being observed by a watcher
» Yelling, arguing, or making olhar loud noises s Moving in a yard ocoupied by guards

= Moving on the ledge, bridge, or the Sth floor of the towear = Othar congpicuows activities as determined by the DM

Characters with the ability to move silently, hide in shadows, etc. can avoid movement triggers by moving no more than 1/2 speed. Movement in the
sawars and well are not trigger events, but fighting in them is a trigger event.

# Each round of meles

Swords & Dorkery: hup:/ fmikemonaco. wordpress.com

Share-Alike with Attributon: H iv i
Panopticon map adapred from Jetemy Bentham®s 1791 diageam — Thanks (o Scotisz!!!
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Nick Wedig - Project Phaeton
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in THE VOID

by Nick Wedig
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Project Phaeton is the Interplanetary Alli-
ance’s first attempt at an interstellar colony.
The closest, best candidate lor colonization
is the fourth planet orbiting Epsilon Eridani.
Epsilon Eridani is 10 light vears away, so the
voyage Lakes a little over forty vears. (The
Phaeton was expected to top out at approxi-
mately one half the speed of light.)

Due to the tremendous distance, costs and
dithculties involved, the voyage would be
strictly one way, The crew will travel 1o
Fpsﬂnn Eridani, establish a m1nn}-‘ there and
reestablish contact with the Interplanetary
Alliances science platform orbiting Jupiter.

A system of Von Neumann auxon replica
tors should have the colony’s biodome ready
and waiting for when the ship gets there.

The crew is only 16 live human aslronauls
and a few dozen guinea pigs, (A study
showed that guinea pigs have more edible
meat per kilogram than any other animal,
s0 they were the chosen food animal). The
crew of volunteers will spend the voyage
asleep in cryogenic stasis, o minimize the
life support systems needed for the journey.
The crew will be wolen from cryosleep only
once the ship is nearing Epsilon Eridani

or in the case of an emergency while in-
flight. As a safety precaution, the crew was
divided into two banks of cryopods, so thal
if anything happened to one the other team
could handle the situation. The mission
commander would lead Red Team, and the
assistant mission commander would lead
Blue Team.

There’s a bank of additional “colonists™ a
sperm bank and system of frozen embryos.
Transporling embryos is easier than Lrans-
porting full humans in eryosleep. One on
Epsilon Eridani, some of the female crew
members will act as surrogale mothers of
the colony’s second generation and thereby
make the colony into a large enough popu
lation Lo survive,

That was the plan, anyway. Something went
wrong, and Blue Teamn has been woken from
cryogenic stasis early. Or is it early? The
crew will have to investigate to igure out
whal is exactly going wrong., Once the dam-
age has been assessed, they'll need to figure
out how to save themselves.

it keeps going that direction.

If the ship continues on this course, it enter the Eridanus Supervoid, the largest empty space in
the universe. The Supervoid is billions of lightyears across, so no help will ever reach the ship if

/

RAMJET SCOOR

Tlﬂl fur 1|"|C 5]1 l]_'l‘l,S fu:-..mn reaclors,

Due to the thruster misfire, a section of ramjet scoop has been blown off, The
ramijet scoop was nesded to provide an electromagnetic shield tor the entire ship,
preventing harmiul cosmic rays from interfering with the ships computer syslems,
The ramjet scoop also collects interstellar hydrogen to act as supplementary mate-

/

GYROSCORIC
STABILI2ER

Stabilizers aren’t rotating, meaning
the ship has lost gravity and might
be drifting off-course.

COMRUTER
mainFRAME

Lost h]lic]ding in the

explosion. Cannot
Boorl up.

OXYGEN

RECLAMATION
Lostalot of 02 inac
cident, can only sustain
crew FU[ i |.-L"|'|-' I:]ULIfh.

RED WinG

Lost pressure, vaccuwm
inside. 4 of & cryopods -
still funetional. -

NELLOW WwinGg
The guinea pigs that act !
as food and drog supply !

I:]a\".‘ €8C il]."‘l."d. I I

LANDING
moDULE

Alll systeims go.

)
I
]

¢

[ p——

4 CONTROLU

JBARYOGENIC

IETEERIHE
TRRUSTERS

[Duiring course cornec-
tion, a thruster mishired,
causing an explosion
that damaged the ramjet
seoop, the mainframe
housing= and the gyro-

scopic stabilizers, /

/sEnsSOR
ARRAY

Radios not working
wntil ramjet scoop

shields it once more. /

EXTERNAL
AIRLOCK

Only two functional

VACULM SUils remain.
5 — " |

BLUE WiNG

Some of the pods were
knocked loose and the
inhabitants didn't survive.

TRERMAL

Membranes offline. Un-
til working, heat on the
ship will continue to rise
o dangerous levels.

INVERTER
Lacking hydrogen 1o run
until ramiet is fixed.

nucLeEaR
PULSE CORE
Radiation shields dam-
aged. Leaking radiation.
Lmstable if activated.

1) (0 R —
P @ Ol{j htp:ffereativecommons.org/licenses/by-sa/3.0/
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OtsplII - Cave Of The Hunted

Cave of the Hunted

Premise

A cult of prey-worshiping gnolls have moved
into a cave network and are abducting local
wildlife and peasants for ritualistic hunting/
devouring for their demaonic rabhbit god.

Wandering Monsters (d6)

1. The White Rabbit

2. The Hound (Rabbit Swarm if dead)
3-4. Gnoll Cultists.

5-6. 3warm of Screaming Rabbits

Sample Hook

There have been disappearances over the last
few months. At first it was just livestock, but
recently peasants have gone missing as well.
Recently, however, one of the missing
peasants was found outside of town, sewn
into a wolf costume made out of genuine waolf
skin and completely out of his mind with fear.
He had sirange red eyes and a valuable gem
growing from his forehead, and his fear was
so great that he lingered bedridden for a faw
days hefore dieing of stress and starvation. In
his insane rants, however, he made constant
reference lo a terrible cave and left hints as o
its probable location.

Licensed under the Creative Commons,
http:ffereativecommaons.orgflicansasby-sal3.0f
by Otsplil

k|

Room Key

1. Cave Entrance: The party will be greeted by The White Rabbit, wheo disappear into the shadows before the parly can approach. MNear the back of the
room are dozens of dead rabbits hanging on ropes from the ceiling. Despite being dead, they will kick and whine if any nan-gnoll approaches them.

2. Guard Shrews: Giant Shrews inhabit the holes in the walls in this area, They will poke their heads out and hiss at anybody who approachas, any any
who Iry lo pass will be allacked unless the shrews are pacified. They are hungry, and will slop allacking afler dragging one parly mamber inle thair burrow
or being fad in somea other way.

3. Cave Pond: Empty, other than a poal of clear water. Dozens of dead non-decaying rabbits float at its botton, looking upwards out of the pool.

4, Bear Cage: Four large cages ling the wall. Within one of them is a Grizzly Bear with a wolf pelt spiked to its back. Moss coals the north-east part of the
room, which leads to a passage heavily clogged with moss. If the party lingers too long The Hound will smell them and approach fram &,

5. Secret Passage: Hidden behind a drape of moess so thick it looks like part of the wall is a passage leading to a zsliding panel secret door that leads to 13,
6. Passage of The Hound: A narrow and moist passage lined with such thick mos that vision is limited to 107 It dips downwards, and then back up again.
At its lowest point is the nest of The Hound, where The Hound spends most of its time. Unless it has already been encountered, it will be waiting there.

7. Gnoll Camp: Hammocks and furs and bad smells. Gnoll cultists are gathered here around a fire, chawing on things and dabaling theology.

8. Empty: The Hound may appraach from & if the party lingars here too long. A mossy passage extends to the aast.

9. Prizsoner Cells: Three peazantz sewn into wolf-skin costumes in cages. Somebody probably cares about them encugh to pay for their rescue.

10. Screaming Rabbits: The passageway is lined with dead rabbits hung from stalagmites. If the party approaches they will scream and kick, alerling
nearby monsters.

11. Pool of the Hunt: Conlains a gianl 10-wide basin filed with a clear liquid and the corpses of well-preserved dead rabbits. |7 drunk from, Ihe drinker
must Save vs. Spell or be struck with magical fear for an hour. They will begin to run, and anything that witnesses their flight must Save vs. Spell or be
overvhelmed with a desire to catch and eat the runner. If the drinker succumbs to the fear but survives they will grow a red topaz jewel in their forehead
worth 1500gp and will gain 5ft to their base movement speed until the jewel is removed, in addition to gaining the red eyes of an albine rabhbit.

12. Rabbit Kennels: Hundreds of rabbits Irapped in kennels surraunding the walls. Will swarm and attampt to kil the PCs il raleased, but are not vary
powerful. They scream. Constantly.

13. Congregation Room: A great open room lit with torches. The focus of the room is a gigantic idol of The Hunted One being built on a great stone altar.
The idol is made from the half-eaten corpses of hundred of creatures—rabbits, goblins, bears, humans, and even a displacer beast. The Gnoll Priest is
here, standing on & raised platform behind & crude podium. If blood is spilled in the room or the topaz in the idol's forehead is touched the idol will awakesn.
The idal will begin ta question the party a5 to if they are hunters or huntsd, and iF it judges them to ba hunters it will attempt to devaur them.

Cast

The White Rabbit: An illusianary albino rabbit with a large red topaz stuck in its farehaad. It will attempt to entice the party towards 13 to ba devourned,
The Hunted One: The true form of The White Rabbit. A great idol to a demonic rabbit god made entirely out of corpses. Has a gigantic Red Topaz worth
~3000gp in its forehead. Leaps arcund and furiously kicks/bites randomly at anyone nearby.

The Hound: A summaned lesser deman. Built in the general shape of a white, soft-furred greyhound, but with the saber-toothed head of a horrible rabbit.
Gnoll Priest: A charismalic gnoll leader wearing lall poinly rabbit ears, Has a red lopaz warlh 1500gp growing oul of his forehead. Speaks eloguent
Commaon and is highly evangelical.

Gnoll Cultists: Bestial gnolls wearing long droopy rabbit ears. Frenzied by their religious convictions, they will fight to the bitter end.

Swarm of Screaming Rabhbits: Will ignore the party, running past them. 50% chance they're chasing socmething from the Wandering Monsters fable.

Return to Index
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The Kobold Coalition
by Peter Regan

The Great Forest 15 a hostile environment for all its inhabitants,
hut perticufarly so for Kobolds and Goblins, Mastly, they will only
b fouiied ehere az servants oF slaves to tribes of larger goblinaids.
However, several years ago, o maverick kobold called Kamrun,
Jormed e allionce between his fribe, and @ group of goeblins,
Tigrether, ey escoped from e agre masters,

After menths kiding in the forest, the obolds and gobling found
a Ridden cove complex ehat they have now adopted ond
extended,  From there, they launch scovenging rodds, stealing
whal they con from neighbering tribes of ngres, begbears grd
ores The gobilin leader, Clug, s o ferce warrion, and his gobling
avre surprisingly well trained and equipped for gobiling. Kamrun
is an expert tropmoker. ond, with the help of several
apprentices, s heavily rigged the hidden entrance to the caves
to deal with any unwaented visitors. The kobolds and goblins live
in sepurade arens of the coves, and whilst they are happy b work
.'J?_\';!!f..llr'r Iﬁ'l." CORRR _r;rm.'v. Lhr\:}- do ol atherwise socialize
Soppretimes In-fighting breaks out bebween them over food,
tregsure, or other resources, but it rorely leads to boedshed

This adventure is ideal for dropping into any sandbox
campaign. It may be played as a straight dungeon crawl,
but it also has the potential Tor more, should the
adventurers seek to interact with the kobolds and/or
goblins = That is, assuming that the adventurers survive
the extensive traps set at the entrance!

1 The thick trees and undergrowth suddenly stop here, A
steep earth slope drops down about 20°, and then the
undergrowth resumes. [Mrectly ahead, there is a cliff face
about BO” tall. At its base, there is a narrow opening. ne more
than a couple of feer wide, A search of the area will reveal a
concealed rope on the right side of the earth slope. [t makes
scrambling down the slope relatively easy. However, as soon
as the first character tresds on the gn:-und at the bottom of
the slope, the 6 archer hushes there will attack.

2 well hidden, and about 12" up the clifl face, is a secret
entrance bt the caves.

3 A narrow passageway leads from the AP in the cliff for
abaut 207, and then opens into a small cave., Ahead, there Is a
log fence with a crude wooden gate in the middle. Around 20°
up, there is a concealed ledge that allows someone at & to
discretely ohserve those below.

4 Peyond the fence, the stone walls have heen roughly
worked, and they open out inte @ small chamber. The foor
hasz a gentle slope and a stagnant body of water about 4" wide
has collected ::|1:-ng the rig|:|| {lower] side, There are two pit
traps [both 1d6 damage) in the room. The first is not very
well made and should be quite easy for am ohservant
charagter to spot, The second has been expertly concealed,
Omce the characters pass or trigger the first trap, a porocullis
drops at the entrance to the reom, blocking any retreat. High
abowve, # gublirm with erozshows will star H]u:nllirlg at any
characters below. If the characters stay in the water, the
gablins cannot get line of sight to shoot them. However, the
goblins will then pull a lever that releases 4 spitting cobras
into the water. The only wigible exit to the room, has another
log fence and gate. The gate is fastened from the other side
and may anly be opened h}' c'lll:ling away some of the twine
securing It (takes 2-4 rounds]). On the left wall, there is a
small secret door, beyond which is a narrow passageway with
steps that lead up to area 12,

5 At the rear of thiz chamber, covering mast of the far wall, is a
I|1g lence with I:'.rgg' rlomble Eates in the centre, Dn either sicde
of these, is a ravenous woll, secured by an iron collar and chain.
In each corner, level with the entrance to the room, is a large
wopden wheel, attached to a mechanism in the wall, These
wheels retract the chaing holding the walves, The kobaolds also
have a release lever for the chains, that they will use at an
apportume moment, Il the double gales are 1:-|'||'-|'||'-|l. it is
immediately clear that they are decoys, as there is no chamber
beyond them, just a few feet of umworked cavern wall
However, opening the the gates will also cauwse G small buckets
of oil 1o be dpped out, covering anyone within & feet of the
gates. After this trap is triggered, the goblins and kobolds will
prepare !I;llning arraws and crosshow balts For Cheir archers,
(O the left wall, there is a small secret door, beyand which is a
narrow passageway with steps that lead up to area 12,

6 This cave serves as the shooting gallary that looks onto
arca 4. There are 8 arrow slits which allow about 75% of the
floor below 1o be L:irglﬂl,-tl. There is also a lever here [or
|-::||'.|:\.ir|r_ the smakes into water, Al the end of the cave, thers
15 a ledge that looks down onto area 3, some 20° below. The
ledge has been cut to blend in with the cavern wall, making it
almost impossible to spot from below. At all dmes, there will
e 2 kobolds near the ledge, and they will alert the rest of the
community as soonas they notice any intruders,
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7 A large log fence has been built across this cave. There is a
wonden gate that is held shut by a bar on the other side. The
fernce also has 2 small hatches (1 each to each side of the gate).
The cave has two passageways leading from it The first
crosses over the top of areas 4 and 5, and gives agcess to the
kobold Lair at 12, The ather leads to the seeret entrance to the
caves at 2.

B This cave is cecupied by Z-4 gobling at all times. They
guard the gate which opens inte 7. They will defend against
intruders, and call for reinforcements from 2 as reguired,

9 The hulk of the goblins spend their time here. There will
normally be 13-18 goblins here, of which 8 will be sent bo area
& in arder o shoot any intruders il called u o Lo o s

10 This i= Clug's private cave and he keeps the log gate at the
entrance closed at all times. 1 the years since he helped free
the other goblins from the captivity of the ogres, he has
changed from being a hero figure and freedom fighter, into a
cruel tyrant, He does not trust his fellow gobling and has
secretly grown to despise the kobolds. He is also obsessed
with hoarding food, treasure, and just about anything else he
can Ij:li]“ ter his cave.  Sirewn iIrIJI.IIlIJ ||1I.' ﬂi:ll:lr AFE Variouns
useless items including empty sacks, crates, broken armour,
WwWeapnns etc.

11 The log gate leading to this cave is protected by a poordy-
made trap [+30% on any detection roll). 1f the gate is forced, it
will open with a 5004 chance that the loaded crosshow inside
the cave will be triggered. The cave is used by Clug to store his
treasure, and other items which he perceives as being of value,
There are two badly-made weoden chests, (They will break if
they are lifted without first being emptied). One contains
S60gp, B&Tsp and a pouch with 20 gems worth 5gp each, The
other i lilled with 1,253cp. Hidden amongst the copper ooins
b5 a smaller box which holds 5 black iron keys that Clug stele
from the ogres. The walls of the cave are covered with animal
sking that, for the most part, are rotten - but there are a couple
that might stll be worth something. There 1s also a large
leather pouch hanging from a spike that contains dozens of
teeth, which Clupg hiss remaowves) Iriarm wirious crealures,

12 This area marks the beginning of the kobold-inhabited
section of the cave complex, A log fence, with just a small
kobold-sized gate, seals it off from the maln kobold cave at 13.
The cave's ceiling is rigged to collapse (248 damage or half
wilh o successiul save ), bul the lkobalds will only trigger il asa
last-ditch defence. A secret deor te the right of the fence
opens into a short, secret passageway that ends at the rear
workings of another secret deor, There are also 2
passageways, with steep steps, which lead down ta the back of
the secret doors inarcas 4 and 5.

Return to Index

13 This cave is where most of the kobold tribe are to be
found, There will be 19-24 of them, and of these, 4 will be
actively guarding the log, fence which separates this cave frem
area 12, The rest of the kobalds are eating, tinkering,
squabbling, and getting up to all manner of koboldy
shenanigans. There are 3 exits leading frem this cave into
other areas. 2 of these exits are open, but the one at the rear
of the cave is covered by a wooden gate, held in place by
several wooden bars. To the side of the Eate, '|=ill1il1g apainst
the wall, are a dozen, 6-foot long, unlit torches.

14 This is Kamrun's private cave which, by kobold standards, he
keeps relatively clean and tidy. Normally, he will be found here,
sleeping on a straw cot, or working on a new trap desizn. He has
varigus trap-making teols and materials tucked away around the
place. Om his person, he carrles an ornately-decorated short
sword, a potfon of speed with 3 doses remaining, and & small,
silver kevs, In combat, he is e more pewerful than a sink and
file kobold, and this should be reflected i his state. There are 2
secret doors in the cave. One leads to Kamrun's treasure cave,
and the other opens into & secret passageway that connects with
area 12 viz another secret door.

15 Kamrun keeps the wealth of his tribe here in 3 identical,
strongly-made, locked, wooden chests. The first contains
397gp, 362sp, 405cp and a pouch with 124pp in it The
secomd contains 2 spitting cobras in one compartment of the
chest and a pouch with dozens of gems of many different
types, worth in total about 3,000gp, in the other. Any of his &
ks wiill opien this chest, but 5 of them will alsa open thie
compartment containing the snakes. The third chest containg
items which Kamrun has not been able to identify. There are
several potions, a couple of maps, and a scroll case with
several papers in It (these are left to the GMs chodce, or rall
randomly to determine what they are).

16 The kobolds collect water fram this cave. There are sleep
steps leading down into the cave, and the floor continues to
slope down until it becomes submerged by water from an
underground spring. There is a 50% chance of encountering
2-B giant water rats in this cave. The rats will wait until their
prey nears the water’s edge before attacking, and will Nee
under the water il |:|:||i|_l( waounded. The kobolds use I'“‘"'H-
wonden, flaming torches and food scraps te keep the rats at
bay whenever they nead to fetch water,

17 This cavern is used as a sleeping arca by the kobolds,
Thizir pear is strewn about the place, and the kobald's filth ancd
rmess foul the air. A tee back of the cave, there i a secret door
which opens to reveal a narrow passageway with a low ceiling,
just tall enowgh for a kobold, The passageway is the kobolds®
escape tunnel. It runs ina stralght line for about £0' and then
ends at a secret door which epens on to the forest floor.
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WHENSFIELD ATE BASE was
decommissloned in the 1950s. It served 28 & domestic
fralght hub for bhe IPE delivary Grm untl] that
company went bankrupt. Then RaptarCorp bought
bhe site for & song.

Security Btations (51-4) are stalfed by goons with
sidearms and bad atbitudes, who monitor camerss
pealtioned throughout the air base (though notably
absent frem the warehouses). They also have Jeeps.
Corporate HQ (HE) is for legitimate business only,
though hidden files may hint ab a top secret plan
called the Merlin Prajant,

Hangars (H1-2) hold an array of drones, plus a

Dasault Faloon eorporate jet (seeretly equipped
with dirarest air-to-air missilar). Fower tools (arc
welders, rivat guns) littar the area. Technicians
werking here know nothing of tha Marlin Frajet,
but are inclined to rough up noay PCa anyway.
Warehouses (W1-3) are a dark maza of disused shabring, crates, forklifte, and suspanded
walkways—an optimal place for a daadly game of cat-and-mouss, ar a hideout for pursued FOs.
ATC Towsr (T) is aight stories tall and full of radar and communications terminals, Tt is staffad
24,7 and has a elaar view for miles around. Tha contrallers know nothing of the Merlin Projaot,
UAV Lab (L} is the tightly contralled drone research and fabrleation building, Clever POs or NPOs
might improvise something useful from tha half-fumetional weapon systems, propulsion units, and
surveillanca gear baing worked on here. Part of thie building might house a saerat bioweapona lab.
Control Banker (B) ie a hidden underground Cold War era fallout shelter rewired for satellite-
relzyed command and sontrel of all RapterCorp drones. These tight spanes are packed with

corparata jet, fight tha erew, and use tha
Jes's secret misslles e shoot down
drone(s). Techie PCs support the action
by hijacking canirol of remoteplcied
drenes in the same alr spage,

JAYSON CORVUS is 020 of
RapterCorp and mastermind behind the
Merlin Project. He Is charming (in greasy,
manipulative way) buk entiraly sell-centrad.

Corvus' concealed pistol lires exploaive
gyrajet ammo, IF e 0an't reach his

FEI YEN XIAQ iza
brilliant, beautiful scientist reaponsible for
soma of RaptarCorp's secret advancas.
Although headstrong. her leyalty might be
gwayed by a compelling argument from &
debomair PO, Her snientifie fiald is whataver
ia most partinent to the Merlin Project, e.g.
biochamistry, AT spaca technolagy, ate.

ROLEPLAYING SBCENES

help the PCs figure ous what's geing on and

allaw for wlity repartee. Some ideas:

= MNagotiabe with a hard-nosed oop for
details about the mardar of a CDG
oifizizl who dispoverad the thaft of
several vials af super-patent hird

s Boore an invita bo o gals at locel oo
spansored by HaptorCorp. Alter learning
of Qorvue’ unhealthy obsession with
birds. FCg become “acaldentally” teapped
in an aviary with afitated oassaowaries!

& Carpuse with Fed ¥an Xiao at & selentifio
oenference, unill Corvus cakehes wind of

It and whisks her away.

vidao gareans and control panels for & flast of dronas, &nd ara separated by thiok blast doors.

PaptorCap

Always Looking

RaptorCorp is a privately hald aarospane
research [irm with saveral important
defanca contracts. Il primary business is
development and operation of unmanned
aerial velicles (UAVa) for milicary,
agricultural, saaroh/rascue, and law
enforoement applications. It was recantly
awarded a cantract to provide UAV-based
homaland gecuriky sarvices.

COut For You

SPY GADGETS ara always fun.
Glve spme to PCs, apme to bad guys, and
sprinkle some around as ‘Lraasurg’

01-20: Flechetba gun hidden in wristwalch.

8 1-40: Quiet, hummingbird-gized belloopter
piloted via smartphone.

4 1-60; High powerad explosive disguised as
ahewing gum, with ouff link detonator
(twist ko get timer, than attash).

G1-80: Paelable tatton dissalves in drink to
become quick-acting sbeep drug.

31-00: Climbing harness sewn into suis

Jaoket; grapple and line congcesled in balt;

shoes have retractable splkes In sples,

KAZIMIR SOEKOLOV few an-
226 jets for the Hussian Alr Poree unkil &
dishonorable discharge ended his capeer. He
now sarves a8 head of Corvus' parsonal
seourity detail (that is, ha's & murderous
henehman). With bakh the phyzsigqus and
pareanality of a bull, he enjoys pounding
people with nailadorned brass knuskles,
tossing them into whirring et engines, or
throwing them out of planes &t 12,000 feet,

2013 @ PJ Cunningham. Creative Commons BY-5A lleenae 3.0,
Drone lmagde by He Media Studics, Photos by KryaiaB, Mahalie Stackpole, and Xuan Zheng. Al are used under Creative Commons BY-SA lieense,

INFILTRATING THE BASE
can ba an abstrat skill challange or a
garies of invabrad spemes. Here ara ideas;

+ [mpersonata & RaptorCorp customar,
bypass a sacurity door Lo reach
unsukhorized areas.

= 3tow away on a cargo fight bringing
spars TAV parts to Wrensfisld.

» Nighttime HALD parsdrop from 10k feat.

= Cuk the slactric fence, avoid security
cumeras, locaba air vanl Lo bunker.

FINDING CLITES keeps the plot

going, Here are wagys PCa might find clues;

= (bserve base activity remately, neting
unosual traific patterns and activity.

#= (ueation Fei Yan Xiao or surreptitioosly
gtaal data or codes from har computar.

# [nspack UAVE or research lab devieas.

= [hzpover seorat or eneryphad files.

THE MERLIN PROJECT i

one of these helnous plots, Choose or poll:

01-20: The Merlin iz & fully autonomeous Law
enfarcement drone, dangerously
averpowerad and paorly programmed.

21-80: The Merlin is o mundang
agricultural drona, a Daet of which could
deliver & weaponized serosol of super
bird fu cvar the largest 30 matro areas.

&1-80; The Merlin is & tiny, prezision-strike
drane capabla of hovaring in confinad
spaces. Corvus plans ta wae tham ta
asgassinate hundreds of political targets
slmultanecusly, bringing the nation to
1ts knees in one fell swocp.

81-00: The Merlin is capablz of super-hlgh
altituda fight. Corvus is
using them ko assambba
a daath-ray in
low-Earth orbit.

Return to Index
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corporate jet, he'll tey to wse the still
funotional jatpack (an early RaptarCorp
patent) on display in his office to eacape
(he 2 & mastermind, after all).

TWEAK THE GENRE o fit
your favourite gama. Here are axamples:
+ Z0's HORROR: The villain Is 5 cultis:,
The drones ara biplanes with tentzoled
monstrosities fused into the luselage.

« MECHA/SANIME: The villain is head af
the tachno-yakuza Tha dranes can
tranaform,/combine into big rabods.

» BUNNIBE & BURROWS: The basa iz a
bird colomy. The willain is o vulturs, The
drones are hypnotized sparrcwhawks,

= PANTASY: The villain 1s & gnome
artifleer. The drones are alr-
elamentalinfused constructs,

= JANE AUBTIN: The base is & boarding
achaol, The villain is an cdicus suitor.
The drones ara impropristies thak
thraatan the POg" moral conscisnca,

» POST-APOCALYFSE: The villain
iz & bawk mutant. The dranes
are reprogrammed warbots.

= S0I-F1: The base i3 on an asteraid.

The drones are Al spacecralt,

= STEAMPUNE: The base is ona zeppelin.
The villain i a mad seientist. The
dromes are sheam-drivan mind-bimps.

+« SUFERHERD: The willain has bird-
themed supsrpowers.

= WAR-TIME: Tha bass 18 in oncupied
Franoe. The villain is a Nazi scientist.
The drones ara a new type of V-rocket.

» WEIRD WEEBT:

The villain is &

shaman.

The drones are

marnifestatlons

of the legendary

Thunderbied,




Radulf St. Germain - The Forgotten Bath House

The Forgotten Bath House

Author: Radulf St. Germain (pvthagoras42@hotmail.com)

Licence: http://creativecommons.org/licenses/by-sa/3.0/
Background: The forgotten bath house is an underground bath
that belonged to a former caravanserei built duing the davs of
the ancient Elven Empire. It fell into disuse when the Empire
declined. Today there are only vague rumors about the bath
and its location. the surface buildings long destroyed.
Adventure Hook: When the PCs arrive in the region, the
nearby town of Silverspring is in a desperate situation. Goblin
raiders are attacking the town and have poisoned all wells to
weaken the defenders. An old man remembers the tales of the
lost bath house and its clean water source but the local warriors
are already too weak to search for it Rumors talk about the
hostile spirit of the former keeper of the house and water
elementals that were bound to the place by its Elven builders.

Dungeon Atmosphere: In its prime, the bath was a beautiful
place of white and amber marble with statues, classical
ornaments and frescoes of Elven calligraphy. The former glory
is still wvisible but there are cracks, lichen and wvermin
everywhere. Also, there are signs of vandalism in the upper
areas. Most rooms feel damp and there is a constant but faint
sound of running water coming from the walls.

Map Legend:
|. Entry Hall: The hall is dominated by a larger-than-life

statue of the Elven god of Healing and Wisdom. Dirt litters
the floor. There is a sizable hole in the southem door.

2. Change Room: A room with rotten wooden benches and
three smaller chambers hidden by mouldy drapings. There
is also a clogged basin and the statue of a female elf. Faint
sounds can be heard from (5).

3. Change Room: As (2) but the elf is male. 1D6 giant rats
nest here and will fight to scare off any intruder.

4. Cave-In: This instable part of the bath has collapsed and
the floor is covered with slick rubble. Several atribute/skill
checks are needed to navigate through the mess without
falling and suffering damage.

5. Refreshment Room: The old refreshment room has been
talcen over by 2d4 goblins who were ordered to poison the

well of the bath. They are quite drunk and easily surprised,
having forgotten about their quest when they found liquor.

6. Fountains: These two small fountains are still working but
do not yield enough water to supply the town. A poison-
tongue frog is hiding under the algae in one of the basins.

7. Supply Room: Most of these supplies are long spoiled but
a thorough search will yield 2d8 gold coins and an Elven
masterwork dagger.

K. Spider Room: This room is covered in giant cobwebs and
15 home to four jumping spiders ready to defend their lair.

9. Gallery: This gallery opens to room (10) at ceiling level,
Le. ca. 5 feet above ground. There are several marble chairs
and there is a gold goblet lying on the floor under some
dirt. Note that the ghost from (107 is Likely to attack
anybody on the gallery.

10. Main Bath: Three pools of pure water can be found in this
relatively intact room. The ghost of A'Liah, the former
keeper of the bath haunts this room and will attack any
intruder. A'Liah will lament the bath's destruction and
might be soothed by a skilled negotiator who can honestly
promise to restore the place to its old glory.

Elemental Chamber: Four lesser water clementals are
bound to this room and maintain a small gate to the plane
of water which supplies the bath. Killing the elementals
will disable the gate in the long run and careful players
should notice that the elementals are both crucial to the
water supply and unable to leave the room anyway.

12, Caldarium: This room is quite hot and was used as some
kind of sauna in the past. The heat comes from a magical
stone in the middle of the room that could be worth a
moderate amount of money to the right buyer.

13.Undead Spider Chamber: A giant undead spider lairs in
this room. It hides on the high ceiling and will immediately
attack any intruders, trying to get past them and to the
outside to infect other creatures,

Adventure Solutions: If the heroes clear the dungeon, they

can supply Silverspring with drinking water unless they have

slain the elementals. If they do not manage to ally with the

ghost of A'Liah, they will also have to find a way to defend the

new water source against the goblin raiders.

Return to Index




Ramsey Hong - The Cave of Kull Cove

THE CAVE or KULL COVE

L)

At.

"Yf_-‘_ will regret

I. Cave Entrance, Curdling odors o
putrescence waft from insid
I1. Whalebit Vendor, Inssne glhberlng f-]r]
seaman sils nexl to an elorineus pile -
of rotting whale entrails. A 2ign says,
Whalebnts ~ 1 gold™. Old leaky buckers ﬁl:l
c.nrr1l,'i,|'|.2 whalehits 13}-’ -rr.attrrrd arournd
on the sandy Floor. '[:Fll.rlhruh_.-' purizha
whalehits, the old seaman mumbles, ™
regret it” and cackles as they leave.

I11. Sea Monkevs, Se: monkeys sling slime
from their cubky holes at sources of light
]T iIII Il.ghl‘. SOUurces are EK!LIIEETIHIIHIJ 1.II.1'£
carnivorous gang of ses monkeys will
stback. Large pile of remainsg piled hogh -
and all arcund. A few pirrf-. of -Enlrl Can hr
found, Another pile hides the entrance to s
Mrna”r‘r 'lli o,

IV, Aleowe, The amall pile in here hides a
waterproof leather satchel capable of
holding a leaky bucket's worth of whalebits

V. Pools, Choking odor of sulfur. The hagh

acidity level of the pools cause damage to
exposed skin.

ﬁx?l i

D o

VI, Eels, Tnn‘rh}' eels slither about in the _.-'
dark-watered pool. Poisonous hite n::npnhli
of r..-.u.-::':n-a pnra|_\_.-.-:i,r;. On the Snndv_.r .-;hl.-.IF_
across the water lay some chewed-up
bones and & small bit of paper on which is
written, "Hastard.”

v II D!-' :III. FI'I!.I -‘\I'l.ll:rll.lJ ':! ar k k]“"l" E!l"!""l.l wialer ﬁl.ll"':i
corner is a sandy niche, Green-tinged skull here
with an eyepale v aned = gold tocth.

VIIL Camp site. A long-extinguished camp fire. Dank
cave littered with cracked rrlﬁing skulls and
bones. There looks to have been a scuffle here.

IX. Giant Crabs, Uracked bones lay strewn about the
burmpy sand fleor, Two giant crabs lay hoddled
waiting for anything to set foot anto the sand
nesarby.

X Underwater Tunnel. Hidden underwater tunnel
leads e o sandy recess, On the sand 2 5 ragped
skeleton c|1:|tc|'|inﬁ A arnrn '|'|im.'.|.-. n'Fp.'.pz:r. On the
paper is written, "Don't like whale,

XL Lagooen. Some of the sandy mounds in this cave
lageon hide deadly quick=and.

AVIIL Store Room. Good buckets hi.:rl:

XL Crumbling Stairway. This crumbling stzirwsy is Pirate ghosts attack if the buckets are tuuc.h«ad
hazardous AVIIL Ghost Captain's Room. Deatening keemng mnnn ’.

XIIL. Ante room, R:lgghd bones and skulls lier Spectre of the e 'l'lﬂ'" itz i o char’ ] ek
this chilly rocm. A low moaning can be heard at lus table reading a piece of parchment. He

attacks (Fanything is disturbed. Seribbles and
pnnragramr\; cover this paper a|n|1.ﬂ with the
words, "Damn thee forever to hell ¥ halfwit
swindler! Tiny will never let ve have it”

etanating from the walls.
EIV, Torture Room. The word, "Mine!” is carved into

the blood-stained table's surface.

for a moment. A second bucket will make the
sgquid recede longer. A third bucket will send Ty
squirming away in fear out the underwater tunnel

X\-’. Cell. A skeleton™s arms hanE manacled to the wall.

The rest of its bones lay in a pile. ALK Slr..ii.ri.| SFRi.r‘a.‘a':lr_-']'hi_s ’_;p_i'_-al stairway is coated that lesds o the ses. The sandy outcrop on the
WV Main It Woad hf in il et | ) with a Film of slippery slime. other side nFt]‘m cavern helds many chests filled
s Path oom, yood Lihie i The Cornsr ias some XX, Tinys Cavern, Under the deep dark waters of with Tinv's collected treasures.
papers on it | 'r"t'-’ ghosts that inhabit thesa this covern writhes the sleeping eight-tentacled v | H
rooins attsck il ANy papers are disturbed. The ¥ Bameay Hong

piant squad, Tiny. Any attempts to cross in the
LEELLY I.H.li:ll. iy ilkﬂllﬂ Ti i J- I-.h.llll }IIIIE ane I.I Il'::k“'! '::II.
whalehits inte the water will make Tiny recede @ httpeferestivecommaons org! heenses by safz.o/

writing on the papers iz pibberish, bt a short
phroze can be made oot b say, "Curse ve lving

r.h-nnri,:nﬂ thief BASTARD!"

Thursday, March 22, 2012

Return to Index




Ricky Anderson - Fine Art

A scream in the dark and a commotion outside your

inn window awakens your group. While getting your

gear on, a knock comes to the door. Itis a boy

scared out of his wits. While you get all your '

belongings in order, he tells you a tale of his master.

She is a great and well known actress. She has z n e ’ 1 ';

been kidnapped by an ogre and a man. The boy is

her assistant, and was able to hide from view and A One Page Dungeon by Ricky Anderson (Rick.no7@gmail.com)
observe her kidnapper. It was none other than

Capra, a well known artist with a workshop in the This work is under the Creative Common Attribution-Share Alike 3.0
city. The innkeeper had tipped off the boy about the license http://creativecommons.org/licenses/by-sa/3.0/

adventures. He shows you the way to the workshop.

[1)The Gallery resides near the bad part of town. It iz & stone structure, older than surrcunding buildings. There
are few windows inlo parts of the building, with the largest being the display windows (o show off the ar insida
room 3. Ta get inside a window, it must be broken, alerting guards in room 2.

(2)An entrance room, decorated with human body art, on a table beside the door is literature for buying art from
Capra. The raom is lit by torches, and the stone floors lined with expensive carpels. The lorches can be used as
blunt weapons, The guards unloyal, hired mercenaries and will lose the will to fight after 2(3rds health is gone.
They will run and hide in shame, not to bather the players again.

(3) This is the gallery. Red carpets line the stone floor in a square, making a guide to observing the art and
statues that line the walls. There are full body statues of intricate detail, and busts of beautiful heads situated on
pedestals. Mear the door to room 5 is a strange statue that iz a primitive, non-detailed design. This old statue is a
living slatue that will attack once the door 1o room 5 15 louched. [Lis strong versus blades, bul weak versus
blunt(including the torches in room 2},

(4) This room is set up like a workshop. There is a block of untouched stone, and a few bits of rock in rough
progression. All the tools are pristine and do not look worn at all. They are nol magical, they just have nol beean
used, It can be noticed there is no sign of stone or work on the floors, It is as if this workshop is made for show or
tours, and should tip the playvers off to weird happenings.

(5) The instanl the playears see this room, they nolice il is eerily lit by low burning candles. The walls are lined with
sketches, and inspection has them realize they are all of the same woman, Most of them have the words
“PERFECT" etched in big letters acrozs the face. There are easily over 50 sketches. There is a bed, and a
nightstand with some drawing paper and charcoal. The faor is made of wood and should be a tip off 1o the
players that something is different in here, The left wall is a secret false wall meant to open up and reveal a ramp
leading down to rocm 6.

(8) This room has a ramp leading down [0 old stone flooring, the walls are also stong, man made and carved.
Beside the ramp is a flatbed wagon with chains attached fo the front. This is used to carry Capra's artwork from
the real workshop to the galleny.

[¥) This room is living quarters far 4 gobling that allend 1o the ogre in roam B, ILis Tilthy with a very strong stench
noticeable at the door from room G, They can be heard chattering as well, Once alerted they will try and release
the ogre from reom 8, commanding it to attack the players... and it will listen fully.

(8) Th e oore in here is kept chained but with enough slack o walk around. He is the muscle Capra uses to haul
statues on the flatbed. He gets along well with his goblin keepers, and will attack the players for intruding.

(9] Thig i= a prizon room where Capra kesps his victims. A statue of a man in here iz a perzon wmed to stone to
silence him until Capra needs him, MNotes on a lable will descrbe his face structure and pleasing cheek bones,
though he comments that he will have to shorten his nose. This man can be set free by using a spell with no il
effects, he will give information that Capra is turning pecple to stone for his artwork.

(10)This is the real workshop. The floor is covered in debris, and there are worn tools sitting on tables. Two
statues are in the center, one is & female whose face has been cbviously carved to look like the "PERFECT"
woman in the sketches. The other is a male, he iz decapitated from the shoulders up, this bust is sean upstairs in
room 3. 1Lis well it by & 200 b orb of magical glass with magical ighl emulating the sun, This 15 allached 1o the
ceiling with no obvious way of getting it down.

(11) This room contains a curtain over a cage, inside the cage is a sleeping
basilisk. This is how Capra turns people to stone.  In front of the cage is a set
of chains and wrist shackles. The woman he captured is in these shackles
and Capra is feeling her up and muttering PERFECT when he carresses her
face. Once alerted to the players, he will unlock the basilisk’s cage. the
basilisk will fight both Capra AND the players, as it has been abused by its
master. Meither Capra nor the basilisk will attack the statue. As long as the
players do not harm it, the woman can be returned to flesh and be unharmed.
(12) This is Capra's real living quarters, very plush guarters with cushions
everywhere, There are 5 sketches of the same *PERFECT" woman lying on
his nightstand, everyone one of them nudes. Also on the table is a rod
containing 4 charges of *Stone to Flesh® that Capra uses if his victims do not
have the right pose or facial expression. The prisoner fram (9) will tell players
what the rod is if they do not have a way of finding out.

{13) This little cave room has a pit in the center, it is covered by iron bars, at
the bottom are 4 crocodiles and some water{the water leads to the sewers).
There are human bones visible in the water. This is where Capra disposes of
any remains, he feeds them to the crocs.

Return to Index



Rob S. - Rot Tower
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Rodney Sloan - Paranoia Pyramid

Paranoia Pyramid

By Rodney Sloan of Rising Phoenix Games
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Roger Carbol - The Tomb of Oddli Stone-Squarer

Lasvil 1

A These ancient stone dosble-deors are unlocked, bot
usyally barred from the sutside, 1in 6 chance every
hour that someane wandering by replaces the bar.

B: A sheer drop to the waters 50 feet below. The
terrain of the hill is 15 teet abowve the ceiling. Moss
miakes the climb treacherous in both directions.

1. Though clutzerad with broken statues, a pach has
Ewren estahlished b the passing of many feel.

2. The floar is slick with moss and constant ex posurs
L L elements. 8 stirges altacks The exssainguimnted
remains of a human fighter are clad in functional plate
mail.

Level 2

C: A narrow twisty crawl.

Dz Cave entrance hadden with underbrush,
deliberately camouflaged by goblins,

Ez Dbscured cive enlrancoe.

F: Cave entrance hidden by a painted tarp by
brigands.

3. A not-so-secret room; the door is held ajar by the
corpse of a goblin, He appears to have been killed by a
polson dart.

4. A ruined glant beehlve (s now home to 4 glant
carnivareus flies, and 5 glant centipedes scuttle among
clead giant killer bees. The bive containg 100 pounds of
fhneycomb worth 250 2.

5. A team af 7 gobling have set up camp here. If
interrogated, roll om the Rumours Table, They have
20+1d12 sp each and a fire beetle in a wooden cage.

6, Secret room. A hibernating giant toad appears to be
a houlder, but will attack if awakened. It has
swallowed a silver bracelet worth 100 gp.

7. Littered with gnawed banes, hoth animal and
humanaid; atherwise empty.

B A rotten and mallunctioni ng wodd golem sits in the
corner, twitching harmlessly, 1f astacked it emits a loud
picrcing squeal [as per a shricker.)

9. This is the burrow for 3 giant shrews. Their pelts
are worth 50gp cach if not too badly damaged.

10, [hwarven statues line this reom. They are H
animate crystal statues which attack all intruders.
Each has an amethyst heart worth 25 gp.

11. This is the hideout for 12 brigands. They have &
stolen cows (3 HD herd animals] in g makeshill corral
in the south ¢nd of the room, The cows belong tea
nearty mncher; he gratelelly allows the party to use
his barn as a base of operations if they are returned,
The bandits have four large rolled-up tapestrics worth
250 gp, and a huge tun of wine worth 500 gp.

12. Secret room. A gray ooze lurks here. A scattered
set of a dozen obsidian game pleces 1s worth 100 gp.

Level 3

13. A large mosaic covers the walls, [t depicts magical
formulae sufficient to allow a magic-user to transcribe
the memding spell into thelr spellbook.

14. This is the quean’s chamber. Her royval guard of 0
skeletons remain loyal. The queen's diadem [worth
1000 gp ] amd a girdle of pione strengsh are in her temb,

A5, Secrel room, The roorm conlains 250 gold pieces
covered with vellow mold.

16. This room has a small fountain in the south wall.
Roll 2dé en the following table if its waters are
consumed:

2: Folson

3: Gaseous Form

4: Extra-Harm (3d6+3)
5: Harm (Ld&+1]

iz Diminulisn {5059
7: Delusion (rell again)
H: Growth [2007%)

9: Healing [Ld6+1]

10: Extra-Healing (3d6+3)
11: Invulnerability

12: Super-Herolsm

17. Secret raom. Green slime clings to the celling. A
amall emerald warth 150 gp is In the corner.

TH. A nesst of 5 ghouls resides here They are
ravensus, They carry 2420 gp each, and one wears a
prubibyy mven ol

19, This is the king's chamber. He is protected by 11
gombics. His tomb contains a gold scoptre worth 2500
gp and a sward +1, The door in the southeast corner
will epen anly if King 0ddli's bones are placed in his
sepulchre here. The tunnel beyond slopes downwards
30 feer, but the slope is 50 cunningly-constructed as to be

detectable only by dwirves.
Level 4

G A small sea cave, only visible at low tide, 2 giant
crabs frequent the area. The twisty passage [some Z00
fear long] beyvond is entively flooded, alchough there's a
qmall pocket of stale air at the halfway point.

20: This is the royal treasure raom. On a mahogany
Lahlbe fworth S00gp ) i geiled 3000 pold pieces.

21: Aband of 12 nixles take shelter in this small
rooan, which Hogsls al high Lide Bt is olherwise cloear
They each wear a pearl worth 50 g, one of which is a
pearl of wisdem, They know nothing of the rest of the
complex

Return to Index

The Tomb of

Oddli Stone-Squarer

Even in the days before the arrival of
Man, the tomb of the great dwarven king
Oddli, called the Stone-Squarer, was
ancient. Carved into the very hillside, it was
once larger, but much of the tomb was
cleaved away, leaving only a sheer cliff. The
erosion of the original burial mound has
exposed several new entrances into the
complex. [t is now known primarily as a
roost for stirges, which re-infest it as
quickly as they can be killed.

22: The secret door has been further obscured by
marine incrustation; it can enly be detected with bwo
consecutive 1's while searching. Within lles the fabled
lost Stone-Squarer Crown. The value of its gold and
gems is at least ten thousand gold pieces; its political
worth B the dwarven clang is bevomd messare

Rumours (2d6)

2: The Sang of Oddli relates that the king
campaigned north, never o be seen apgain.

3: The waters in and around the tomb contain
many dangers.

4: Many erstwhile explorers of the tomb have
never returned,

5: Local ranchers report that their cows
sometimes go missing,

6: The tomb vet contains a great treasure.

7= Many secret chambers are hidden within the
tomb.

8: The tomb has long-since been looted of
everything of value. (F)

9: /i hive of giant killer bees menaces the area.
[F]

10: The tomb’s undead cannot be turned. (F)

11: The tomb is haunted by ghosts. (IF)

12: A powerful vampire lairs in the tomb. (F)

Wandering Monsters [2d6]
Z: Guant Rats B Fombles
3: Giant Killer Dees % Goblins
4: Fire Boetles 10: Stirpes
5z Giant Centipecdes 11: Ghouls
Gz Sloelelons 12z Wighis
7: MPC Group

OIS)
Creative Commaons Attribution-Sharealike 3.0 license

hitrpef fereativecormmons.org/licenses M by-za /3.0
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Roger SG Sorolla - Old Bastard’s Barrens
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Roland Volz - The Lanisha Crisis

Qne Poge Dungeon Contest 2012

by Roland Volz

T!IE lanisHn CRisis

——

SMUIILEC TARNCIN IINVUVRNDIITAL

Criminals have seized a shoitle which The Marchioness™  father, speaking

took off from Orison Starport in the carly
evening twoday,

The Lanisha, which carries four crew
and fifty passengers, reported engine
trowhle six hours after Hifolf, StarPort
Authority  has  released a  statement
indicating that at least eight individuals
wearing  anmored  suits and beanng
military-grade weaponry have seized the
craft and are demanding a fve million
Credit ransom for the release of their
hostages. Among those held on-board are
the Marchioness Kaotrin Baliin and  her
immediate  family, and  JNS  Sports
correspondent  Sharik Shiraam and  her
crew, cameraman  Tomero Welty  and
producer Lynn Lopex.

“We believe the group w be well-
trained, possibly  including  ex-military
personnel,”  said  3PA representative
Haskell Flagg., “Their motivation seams
purely economic. Mo terrorist cells ane
thought to be involved.” He speculated
that the gang mav have secrcled one or
more of their number in the cargo hold,
which connects o the enging room,
during boarding procedures. He also
reported the kidnappers deployed rescue
balls, likely with hostages aboard, aroumd
the shuttle to prevent casy access by 5PA
SECUriLy forces.

from his retirement villa in Baliin Dorsai,
saicd he did not believe the kidnappers o
be  politcally  motvated., This  ends
speculation that the incident is part of the
Baliin family’s long-running fend with
corporate rival Tuokera family, which
ended some two vears ago. He went on to
express [ull confdence in the ability of
SPA secunty forces to resolve the crisis,

IM5S Sports’ Sharik Shiraam was on
the Lanisha, en-route to the Belt to cover
the start of Grav-Ball season. She was
able w commumicate brelly with the JTNS
Mews team during the ineident.

“The grav plates  have stopped
working,” she said. “They ve heen off for
almost half an hour and two strange men
won’ | lel anyone into the drive room.,”

She then reported a low explosion
coming from the bridge, located forward
of the main passenger compartmeani.

“There's something happening!™ she
shouted. After this a loud clang could be
heard coming through the communicator,
In low tones, Sharik wld INS that four
men in armored EVA suils and armed
with Gauss rifles had scized the steward
from her station next to the door. One of
the  hostage-lakers  could  be  heard
commanding all passengers o keep o
their seats with their hands wp. Shortly

L D AR L
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The Lanisha

50 displacement tons

4 — pilot, engineer, and
two stewards

S displacement tons

50 business-class seats,
plus two small cabins
In-System Transport

2 Gen. Products 2D34
Type 3-G fusion drives
Drachenfeuer Everlight
5030 fusionPlus plant
240 million miles / 12
hours <MORE>

Crew:

Cargo:
Passengers:

Purpose:
Engines:

Power:

Range:

thereafter, all communication with the
shuttle was lost.

Independent sources have reprted 1o
JME Mews that a small craft bore in on
the while  she was  floating
depowered,  apparently  bringing  the
gang’s reinforcements.

The StwrPorl Authority s reporiedly
nezotiating for the release of the hostages
a8 W £0 Lo press.

- NEWSFLASH — BPDATE - NEWSFLASK -

Moments ago, witnesses reporied o JTNS
Mews that a rescue seems to be underway

Lamixsiur

1o free the hostages, They described




Ryan Lucas - Raven Ridge Mansion

Raven Ridge Mansion

A Modern Horror Investigation - By Eyan Luc

Goal: The Player Characters (PCs)
seek to resolve the unfinished busi-
ness of the three spirits haunting the
mAnsion.

- Raven Ridge - a notorious Victorian
mansion built in the 1870°s - will
soon be demolished o make way Tor
new homes. You have been asked

to mvestigate yvears of rumors about
strange goings on in the house.
Exploring the House: upon enter-
ing or re-entering a room, roll fora
random encounter on the chart below.
Each spirit has a unique encounter
chart keyed to them that might also
be rolled on — Each specific encounter
OCCUrS ONCE.

The Killer:

The mansion's second owner was a
dapper man-about-town who was
secretly a serial killer with a pen-
chant for assaulting women. He was
caught hiding one of his victims and
shot by pursuers. He died two weeks
later in the mansion - a slow, pain-
ful death by infection. He cannot
perceive The Victim, and envies The
Entity; defending a female PC from it
to preserve “his” plaything,
Unfinished Business: The Killer can |
only pass on if shot by same gun that
mortally wounded him (It is in the |
Foyer).

Boon: The Killer offers to share the
incantation in return for permitting
him to possess the body of a PC. He
keeps his word, but then attacks the

e

hll:p:.-"."r. reativecommons.o rll.g_."i ic l_'r]'_-&!b-'ll_!}-' a3
0 Lawn: Equipment for the pending construe-
tion work is set up. Both hand and motorized 1
Foyer: Boxed up pictures, antiques, and letters
= ready for the local Historical Society. Among
them, a flintlock pistol in pristine condition. It
is loaded 2 Library: A thin tome here recounts
the tale of The Killer 3 Parlor: Fainting couch,
plush chairs, and a grand piano 4 Greenhouse:
Shattered glass roof, Rusted containers, Brown
standing water. The Victim is buried six feet
beneath the soil in the central flower plot §
Kitchen: Old and new utensils. A long oak
dining table. A pot of boiling water flings itsell
at a I'C - the stove is cold to the touch 6 Lar-
der: Upon approaching the PCs hear a pained
meow from somewhere in the larder. In a high
cabinet is the corpse of a cat. It has been dead
for weeks

il

H

-

party and cannot be stopped until the,
body he inhabits is dead.
Powers: Major telekinesis, Read
Minds, Full bodied Apparition

} 7 Child’s Bedroom: In a locked chest un-

der a bed are two 1930°s style dresses. They
would fit a girl of about six 8§ Master Bed: An
antigue bed and furniture. A recently painted
portrait sits on an easel. 1t depicts a woman
close to one of the PCs 9 Guest Bed: The
dresser mirror is shattered. The reflection of a
oir] appears in a broken shard 10 Study: Desk,
typewriter, gas lamp, eerie landscape painting.
Seratch marks on the Aoorboards, An old tome
hidden under the boards describes an incanta-
tion to banish The Entity

Return to Index
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The Victim:
A five year old girl died in the house in
1932 of an accidental overdose of medi-
cine given by her well-meaning uncle.
Unable to face up to his mistake, he
buried the child undemeath the then un-
finished greenhouse. She cannot perceive
The Killer and is afraid of The Entity.
Lnfinished Business: To have her bones
discovered and a proper burial promised.

# Boon: She guides the FCs to where the

# book in the study is hidden.

- Powers: Electronic Manipulation, Vocal-
ization, Strange Noises, Minor Telekine-
sis, Automatic Writing

The Entity:
Demon, Evil Spirit, Extra-dimensional
- whatever The Entity truly is it means
harm to all humans. It was called to this
land in a time before the settlers and
lingers still. It feeds on the other spirit’s
misery.
Llnfinished Business: The Entity can
be banished by way of a long forgotien
incantation. Both The Victim and The
Killer know this.
Boon: Upon banishing The Entity the
PCs gain resistance against and can see
| supernatural forces in the house.
Potvers: Control Animals, Energy Drain,
Electronic Manipulation, Shadow Ma-
nipulation, Possession




S.D. Hilderbrand - Cave of the Stone Sepulchre
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S. Harlan - Snakes and Chutes and Ladders

Snakes AND Chutes and Ladders

Fund Tastidr,
L Lo
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hitp://creativecommons.ong/licenses ‘by-sa/ 5.8/ = scary rattlesnake from

http://commons.wikimedia.org/wiki/File:Rattlesnake_Mivart.png
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venomous fun * by s.harlan

The 12th Earl had a sense of humor. He offered prisoners a
chaice: five years added to theair sentence in his dungean (nat
a healthy place), or instant freedom through the Pit.

Prisoners choosing the Pit were taken to a large metal door in
a hill. They were given a club ar cheap dagger, a pair of boots,
a pair of baggy pants, and, if they had the money for it {which
some of his political prisoners had), a potion of newtralize
poison, They were shoved inside; the door closed and locked.

The only way oul was through the door, The only way 10 open
the door from the inside was with the key. The only way to get
the key was to get past a giant rattlesnake, five floors down.

The Earl designed the Pit himsell, Chutes take you down,
Ladders take you up. If you wy to climb down a ladder, 208
rungs, starting from the op, wim o snakes (as the spell sticks
to snakes).

The floars are thirty feet apart, but there is a layer of twenty
feet of dirt under each floor before the ceiling of the lewvel
beneath. The chute walls are smoath and torches have a 20%
chance of going out during the exciting rice down.

The slide that starts in the second floor hallway deposits its
rider five feet above a hole in the third floor, wihich leads to a
chute to the fourth floor. Falling damage may apply.

The curving slide fram the fourth to the fifth floor makes a
person dizzy. Torches have an B0% chance to extinguish.

The 12Zth Earl let the Pit fall into disuse, but the 16th Earl
revivad it briefly for the traitars in the Rebellion of Prince Lorg,
and then again for the trailors 1o King Bron's Reinstatement,
and the traitors to the Second Rebellion of Prince Loré. The
16th Earl was politically savvy, and also humorous.,

The Earls are long gone now, of course, but the Pit s stll
there. Rumor has it that the giant raftler that guards the key,
magically enchanted to live forever, was given two large rubies
for eyes, and those gave him a taste for treasure. Rumaor has it
that over the decades he has sent cut his snakes through the
air holes @ find him gems and jewels and shiny coins. Rumaor
has it he has amassed a vast hoard this way, over the
decades. Mo one can say, though—like the long-ago prisoners,
no adventurer ar hief has ever returnad with the tale,

Inhabitant of room or hallway segment
dz20 [check when corners are turned)
1-3 Mothing
4=7 1d2 pit vipers
8-11 1d2 spitting cobras
12 1d4 garden snakes
13-16  snake food (2d10 rats)
17-18  snake food (insect swarm: spider)
19 snake food (insect swarm. leech)
20 ahost of adventurer, moaning and wringing is
hands but doing little else

MOTE: Because the Pil's inhabitants can move thraugh holes
that have developed in the walls due to rats' enthusiasm and
other comosion, even previously-cleared rooms are likely to
hawve fresh creatures. Check again!

dé What's lying around a room or hallway
1-2 Mothing

34 1dE skeletons af prisoners

5-6 1dd corpses of adventurers

Adventurer corpses have either 1d2 potions made by a
reasanably compatent local apothecary, which have a T0%
chance of working (di): healing (1), cure disease (2-3),
neviralize poison (4-5). or something unidentifiable and
ineffectual (6); or an anti-venom counteract a snakebite within
1d4 rounds. (Adventurers come prepared [although these
adventurers did nol come prepared enough.)

Lurking around the top of the ladder going from the bottom
floor to the fourth floor is a pit viper wight. There was a time
when advanturers were coming herg like it was an amusement
park, whacking at him endlessly until one of them finally did
him in. Man, is he pissed. He is just like a regular pit viper,
except when he successfully bites an adventurer he staris
draining levels rather than injecting poison. To be avoided.



Scott Slomiany - Twilight House
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Sersa Victory - The Tears of Mother Pestilence

AL Mouth of Pestilence, Three sandstone

obelisks, bowls of salt a1 their base, Hymns on
obelisks in both Ancient and Common, can be
used o transliterate. Align four concentric
letter wheels on door to spell PASS in
Ancient, spelling NALA opens secret tunnel
from B to E Incorrect entry releases winged
tarantula swarms from obelisks,

B. Baptismal Walerfall. Shallow pool, haly
symhols strewn aboul with precicus slones
removed, Hidden tunnel behind waterfall.

C., Ruined Fover. Cave-in, Collapsed obelisk

reveals clue if reassembled and translated.
Patches of black slime. Mated pair of hvdraie
grub-blighted carrion crawlers.

D, Birthing Halls. Thousands of larvae,
cocoons, Murals depict MNaia copulating with
Asar-Sept, then giving birth b herself. 1 in 20
chance each entrv that one dungeoneer
permanently desires children with an allv,
[ron door to E bears Sunwheel image, locked.
Magic trap inflicks a permanent vulnerability.

E. Flooded Vault. Unmatural shadow. Contains

moderate heard of treasure, scorpion familior.
F. Heretic's Trap. Fake door to south embossed
with the holy symbal of Naia's ancient and
ebecure rival, Opening fake door triggers
faumire mist in hallway, conjures a band of
locust callers into room T

G. Domed Hall. Well-maintained, Naian murals

covered by Se’Har tapestries and ornaments,
Se"Har serpent guards, One torch among
miay is heatless (lordr of dleansing ),

H. Crypt. Five open glass sarcophagi cleaned
and inlaid with grey velvet. Sixth
sarcophagus recently sealed with heavy
chains. Se'Har makeup on MNaian statues,

1. Great Door, Images of the Exalted Domain,
gods stepping through upright diamaond-
shaped gates.

J. The Great Gate. Oroate. Fresh incense and

K.

Se'Har décar, Diamond gate 207 in diameter,
inlaid with glyphs. Serpent guards, priests,
Guards’ Camp. Cluster of spartan tents,
Mumerous serpent guards, Equipment,

High Priest's Chamber. Glass altar filled wilh
amber. The dreams of creatures thal sleep
atop the altar are visible in a nearby basin,
Gauntlet of sleep hidden inside bust.

M. Mud. Mud floor swallows careless inbruders.

M. Dust of Judgment. Wnrlhy who pass

P

through contained dust slorm emerge Lo meel
the [Monded Maiden of Worms, who grants
the boon of Maia before teleporting the
dungeoneer to room D, The unworthy have
the flesh stripped from their bones,

. Mass Grave, Bones of many creatures, runes

burnt onto them, Can be used 1o assemble a
unique skeletal servitor. Haested nec-otyugh.
Altar of the Blight Caller. Worms grow from
the floor like grass, Altar of beetles with
scorched tome. Devour the heart of a
diseased corpse and survive to call a plague
of the dungeoneer’s creation down upon a
prople of their choice < and one ally.

. Descent. Stairs down into the unknown,

R.

Arcane marks on the wall warn of danger,
Precarious Chasm, 30 £t pit filled with cloud
of fiendish stirges, Statue fires random eye
ravs; faces in wall fire homing spikes that
polvmorph into beetles that burrow into the
victim's skull. Tiefling skeleton at bottom of
pit carries magic itemns and ciwies device,

. Amber Puzzle. Walls filled with amber cubes

containing gems and moesquitos, Amber can
only be melted by lorch of cleansing, Melling
correct cube releases harmless bugs and
valuable magic gem; incorrect cubes contain
fake gems and mosquitos carrying extinct
civilization-killing disease.

THE TEARS OF MOTHER PESTILENCE

Hook: For centuries, the people of Eridu have baptized their
infants in the Tears of Mother Pestilence - bwo waterfall pools that
pour from the eyves of her great stone face in the side of a
mountain. This ritual inoculates the children against an ancient
adult-onset plague, However, voung adults grow il once again.

Mother Peslilence: The goddess of disease, insecls, and the
inevitability of decay. Sall is sacred. MNaia is her true name, though
lew know it The labyrinth was once her citadel and the arigin of
the great plague; however, she was betraved by her lover Asar-
Sept, her diseases reversed and avatar rendered inert by a pair of
crystals (rooms AA and EE). Her avatar stirs from stasis due to the
weakened crvstals, If she wakes, or if she iz not destroved or
negotiated with, all of Eridu is damned.

Se'Har: A society of pyramid-dwelling, serpent-worshipping
humans from the other side of the sea. They first came through the
great gate (room Jj 20 vears ago after discovering another such
gale. They believe the labyrinth 1o be their god’s final resting place
in the Exalled Domain, Pilgrimages for adolescents occur daily:
they lie in a sarcophagus in room [T as a rite of passage. This rite
has become integral to their culture. Their constant travel through
the gate drains the crvetals. They speak no Common.

Mephrax: A neutral tiefling necromancer exiled from the 2
level of the dungeon dwells in the northern hallzs, He too drains the
crystals” power; he does so te animate undead followers. His
faithful lead raids on the Se'Har, capturing warrier and pilgrim
alike so that they might serve him. Lairs in room X

T. Wall of Infernal Torches. Callery of torches
made from the sentient hollowed-out skulls
of demons slain by Naia's plagues,

U, Hourglass. Rotated gravity puts dungeoneers
at bottom of quicklv-filling salt hourglass,
Salt mummies in bottom, wraiths with
timehammers wait in the upper half,
blocking escape, Lesser ring of finwe reversal
dangles from chain in upper half,

¥. Nest. Carrion crawlers from room C make
their nest here, Warded door to north
bestows fever and hallucination curse.

W. Meditation Chamber. Ghost laments loss of
child 1o Mephrax, console or desiray her o
open cursed door in room V. Reliels depicl
one dungeoneer’'s ancestor as a child of Maia.

X. Chapel of Nine Fevers. Mephrax lairs here
with Se'Har prisoners, sombie serpent
guards, and other undead. Moderate relics,

Z. Great Hall. Defaced Maian statue. Grey
render zombie, two acolytes of Mephrax.

AA. Western Grotto. Crystal of Asar-Segt
guarded by battle wights and flameskulls,

BE. Catacomb of Tears. Roval urns. Stone face
of Maia, cries bwo fountains of tears.
Demonstrate great endurance to reveal scythe
of drought,

CC. Plague Gate. Scaled with divine magic.

DD. Hidden Crematorium. Skull of centipedes
demands advice on devising a magic plague
o defeat a new divine enemy, Opens gate in
room O if dungeoneers are helpful,

EE. Fastern Grotto. Cryslal of Asar-Segl,
Sleeping Se'Har serpent guards, gauth,

XX, Obex of Maia. Flies, dead crops, bloated
livestock, pillars of salt, LUpon entering, the
avatar of Mother Pestilence wakes: winged
mummified conjined lamia twins. Major
treasure and magic item cache, including the
rloak ::!_fllfh’il'i and ankh ::!_|".-1|'.|".|?."r.'.' monlral,

Design by Sersa Victory. httpsl{creativecommons.org/licenses/by-s5a/3.0/
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Sharang Biswas & Gracie Gage - Bathroom Trouble
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Bathroom Trouble

By Sharang Biswas and Gracie Gage

Story: The heroes have to contact a reclusive wizard being targeted by
assassins. Unfortunately, the paranoid wizard locked himself up in his own
bathroom, and set traps all over to deter all intruders. The heroes have to

wade through the traps and find the wizard,
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1-Entrance: The heroes are greeted by a
welcome mat flanked by two statues of
water-nymphs with amphorae of water,
Underncath the mat is a pressure plate.
Triggering it causes the amphorae to
shoot jets of acid at the intruders.

6-5team room: The room is filled with
benches, has opaque walls and a glass
door, However, it's filled with steam and
visibility inside is severely reduced. If
the heroes enter, they are attacked by a
slimy humanoid frog-monster that's

2- Clothes and Robes Rack: This rack
has a few sets of clean bath robes, Guests
are meant to hang their clothes here and
dnn a hath rohe.

heen summaoned as a guardian. Killing
the guardian allows the heroes to take
its magical weapon (a trident, or
perhaps a plunger or toothbrush for
comedic effect).

3-Supplie Storage: This walk-in-closet
contains shelves with extra towels and
some supplies. Touching any of the
towels causes them all to coil up and join
together to form a giant Towel Serpent
that attacks anyone nearby. Getting the
Towel Serpent wet slows it down
considerably. The closet also contains
some heavy-duty cleaning potions that
can be used as acidic grenade-like
weapons.

11-Secret Room: The wizard was planning
on using this room as a panic room. It
contains supplies to allow someone to stay
here for a weel, a magic wand and a journal
with brief, coded descriptions of some of
the traps in the bathroom,

7-Cold Pool: The bloated corpse of an
assassin floats in this pool of clear, icy
water It carries a few magical items,
salvageable by the players. However,
disturbing the water in any way releases
a powerful water-elemental sentinel.

8-Glass ceilinged area: Sunlight
streams in through the glass ceiling
above this area. Stepping into any part of
this area causes a field of rubbery

4-West Wall: This stone wall is covered
in growing plants and has water
perpetually trickling down it. The plants
are rare and expensive and can be
harvested by the heroes for other
purposes. The plants, growing on sturdy
vines, are also climbable. The tiled area
in front of the wall is trapped: stepping
on a dark square releases a jet of boiling
stearn. Each tile only functions once.

tentacles to burst out of the tiles within
it, arbitrarily attacking and attempting
to constrict anyone within reach.

12-Private Cubicles: Each cubicle contains
a sink, a shelf, a stool and a mirror, The
cubicles are separated by innocuous but
dangerous-looking plants.

Each of the mirrors is enchanted to suck
one person in and trap them inside the
reflection. They can be freed only if the
mirror is broken (or any specific condition).
One of the mirrors contains the wizard,
accidentally sucked into his own trap while
using the cubicle. He is clearly visible
banging soundlessly against the mirror,
wordlessly mouthing the words “Help!” The
door to that cubicle is locked, while the
athers are open.

9-Bathtub: This giant tub is meant for
group baths. The various taps lining
three of its sides release a number of
special effects, from herbal scents to
coloured water, to soap-bubbles and
foam.

10- Towel Rack: Various clean towels

5-East Wall: This wall is covered ina
mural depicting undersea life. Portholes
dotting the wall magically depict
different areas of the bottom of the
ocean (or the Elemental Plane of Water).

are hanging from this rack. Careful
players may be able to find a secret door
concealed behind it leading to area 11.

Return to Index
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Shawn Harris - Down Draft

Gaming Blog : hip:ibalieonsandoeasts. blogspol.com!

D()W DR_‘A I I . Thig waork is licensad under & Creaive Commaons Allabulion-Share Alike 3.0,
BYS-J . l'hﬂS hitp:fereatvecommons.orgllicenseshy-sa/3.0/

Background

Long ago a sect of elves made a pact with the devil Gheryon. In exchange for winged fight the
elves gave away thier long Be. The asdal elves crafted fhing forress and wagee war on their kin,
Thie surface elves united and used their combined magec 1o send the fortresses crashing to ground.
The surface elves thought the aenial elves were extinct but one fortress and is lost race of winged
elves sundved. Now an Ogre Mane Jnang has found the foriress and is using it to pluader the
kingdom. He is aded by heppogriff ndng orcs and the creel aerial elves. The elf loed Faeradoon has
guested you to fight the evll and be rewiarded richly. His direct assaw’t failed and his forces never
refumed, He bids you use stealth on this attempt. He has gave you pegsus (o ride 1o the forress.

LEVEL 5

LEVEL 4

Patrol Table Encounter Table
There are 4 groups which patrol the fling fortress — Roll a8

out they do nat enter Level 1, room 8 or rgom 11, {4) piercer (HD 2)

Roll 104 {4} By giant camivorous (HD 2)

1. Pairal & (1) Sergeant Crc (HD 2, (3) {#) Lizard geant gecko (HD 3)
Sobder Orc (HD 1) {1} Wasp (HD 4)

2. Pairol B: (4) Arigl Elves (HDL)

3. Pairal C: (4} Solider Ore (HD1) (1) Qre (HD 1)

4, Paiol O (2) Anel Elves (HD 1), (2) Solider {1} Avie| Elves (HD 1)
Qe (HOL) 8 (L0)Bats

1. Cave Mouth - The flying fortress's base has a openmg in the ssde leadmg to the mner caves,
2. Secret Cawve - This cave holds the remains of a cursed aerial elf who offended Gheryon.
Monster: Aerial EF Ghoul (HD 7} Treasure: Coffin - 2 ep, 4 5p, 3 ep. & gers, gold ring, daggsr,

3. Long Cave - This ceve has many fssure marked "F. Thay are open o the sky below,

Trap: Collapsing Floor -1-8 chance of a new fissune opening up Dex save ar fall o the sky below.

4. Crypt - This & the burial charmber for the priests of Gheryan. They have heen abandoned since
the amival of the Ogre Mage Jhang. A shadow caled the Veiled Lady dwells within the crypt,
Monster; Shadow (HD 2) Treasure: Coffin - 7sp, 4, ep. 12 gp, 1 pp, 24 gems, scroll: Confusion.

5. Courtyard - This courtyard has plurder piled in the comer next 1o fhe stais. Treasure: Tratde
Goods 1042 g.p. value

6. Stable - Two surly hippogeiffs are resting here in two of the six stalls. Monaters: (2] Hippogriff
(HD 3) Treaswre: Leather Saddiebangs - 8 gp, dagger, emerald eng, pearl necklace

7. Foyer - Thes chamber s & foyer with stairs to level 3. A secret door kzads (o area 8,

8. Secret Camber - This chamber was once used by the priests to secrethy travel from level 2
1o devel 3,10 has secret doors in the Foyer, Great Hall, War Room, outside the walls an the ground
avel. Treasure: Chest Paotion of Healing, Shield +2 with vollure emikzm

9. Donjon - The Oger Mage keeps his prisioners here a psewdo dragon Kiv, a merchant prince
Dymar and Lagy Kalist The hurmans are both being ransomed. Monster: Pseudo Dragon (HD 2)
10. Cistern - A nebwork of prpes channads the rain that falls on the forress into the cistern.
Treasure: 13 cp, 4 3p. 1 gp, Spear =1 - submerged in the water

11. Sealed Chamber - The bones of sacrificed swface ehves are in this chamber. Fasradoon’s
deteated troops are amownt them. Treasure: Potion of Flying - Ciscarded in a bone pile.

12. Rookery - This chamber is the main Bving area for the aerial ehen children and the obd.
Monster: Aerial Ehes [hp 1-)

13. Kitchen - Food i prepared here from the booted lands below, Monster: Orc cook (HDL)

14. Waiting Room - Orcs lounge drinking in this chamber. Monster: Cre (HDI)

15. Great Hall - The Ogre Mage Jhang s1s an a cushioned dais. Two female asnal elves aend
nam. A secret door behind the cerain leads to a hidden hallway. This chamber has a large hole m
the ceiling leading to the roof. The closet off this room is empty. Monster: 1 Ogre Mage (HD }, 2
Aenal Elves (HD 1)

16. War Room - This room has map on the wall, A secref door betend it bzads o a hdden
halway.

17. Ogre Mage's Chamber - This bed chamber is rich and elegant.

Treasure: Chest - 700 sp, 300 go, 3 gems, Necklass 500 gp, Potion of Healing

Trap: Arrow Trap - causing 1o damage 10 all wha touch the chest.

18. Orec Barracks - There are always af least three org restng here, Monster: 3 Orc (HD 1)

19. Chapel of Gheryon - 4 statue of 2 winged devil holds a black leather radsating magee. If
the black feather is destroved the fortress wil fall from the sky. A priest sheeps and sacifices here.
If the featner is taken by any one ather than the priest a trap & rrggeced. Monster Fraylin Fiest

of Gheryon, aenal elf (HD 1) Treasure; Eves of Gheryon - two gems, sacnficial dagger - Gheryon
emblem Trap: Gas Jet - Save ws. paison or suffer 106 points of damage.

20. Commander's Room - The Ore commander Bves in this spanan room here. Mongter: Orc
Commandeas (HD 3) Treasure: Chest 205 cp, 320 5p, 203 ep, 542 gp, 5 gems, skelaton hand with
olack opal ring, dagger. chain shirt

21. Roof - The rof has large hole marked “F~ keag ng 10 the Great Hall, The ore commander s
freined altack wiasp has a nest here. Monster: Wasp (HD 4)

22. Waitch - The keen eyed aerial elves keep watch from this toweer. Monster: Aerial EIf (HD 1)

{2} Giant black widow HD3

bl e

Wind Force

Roll 206 Wind Type Effect

23 Calm Il

48 Light Breeze  L0% chance per i of dropping an equipment,

31 Strong Breeze  25% chance per burn of éropping an equipment,

12 Gale T5% chance per turn of dropping an item and being knockad down.
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Simon Dale - Beloved of Set

Some centuries sge g Poet and o Privstess fell in love. Which is almest never s good thing in real Iife, though i makes for fantastie drama. Anyway o
make an old stary short, thev were about ta elope when they were discovered, The Poet was enslaved by the powerful ligh Priest, Set's Beloved and the
Priestess was stood up at their meeting place. She warted for three davs and three nights before finally, having become quite stupidly distraught,
throwing hersell into the nearby well, Now, on moonless nighis, the Priestess's ghost can be found waiting by the well

(et —J 23

[Beloved of Sef]

How to get the party involved? A lound map. A rumour. A story, Sheer
chanee on the road. Whatever feels nght. You could grab vour campaign

map and sprinkle the following liberally.

The Ratkin Sage [MU4] stands in front of her bottle tree, buying and
selling information. She will buy any writing or art that turens ap, Her
paws itch at the 1dea of getting access to the theatre of Set's brary.

The Priest-Director (C4) at the The Theatre of Sel is looking for the next
show to produce, Things aren't looking good Mnaneinlly and they need o
hit. The Theatre 15 also a2 Temple. Beneath the stage i= the snake pit and
the library. Above the stage, in the gods, 18 the Great Mechanical Beetle
(HD 4, AC 4[15], ying), There are 6 neophyie pricsts (C1) whoe olficiate
ceremonies and act. A proup of 4 guards (71) enforee ticket sales and eject
rowdies and vocal theatre critics,

The Lonely Well i in o copse of trees near a mile from the city. The spectre
ol the Priestess wanders around senring the wildlife and voung lovers, She
will tell her tale to anyone who passes and ask that they reunite her with

her Poet. If anvone agrees she requests they drink water from the well,

&
i

=¥ =Aafd 4@ 4% (EhA—=¥Y¥ A8 1

Quiside the tomb 1s Blossom, the undead horse, eating dead grass. The
entrance iz bricked up and can be opened in around an hour with saitable
tools, The interior walls contain many scenes from the High Priests Life.

At A is a gealed urn propped in the eorner, 1f 1t 35 opened, an acrid mist
spells out and causes skin to burn and blister

The alcoves in B, each contain a dormant zombie with a wicked curved
sword and shield, There are 14 sombics tolol. The concealed doors leading
from B. to €. and C. to D, are easily located: the paint has soaked into the
plaster. They can be broken open in 20 minutes.

D. 13 1 foul smelling room stulled with the Lich's grave poods. Mostly
apoiled food. 2 hours of seorching will vield goodies worth aboul 7a0gp and
mive evervone a dose of Tomb Lung {a constant hacking eough).

The Poet will greet anyone entering E. and will invite them to sit and pass

the time of doy, He will warn the party not to tale anything from the tomb,
He will alao discourage them from messing with the secret door to G,

The PPoet 158 manacled to his desk in the scroll lined study at F. This 15 where

he has been writing for four centuries. He 13 unhealthily skeletal, but
Lalkative, He will aecompany the party eogerly il they tell him about his
Priestess. On the desk 15 the play about these starcrossed lovers. Other
texts may be looted here.

The Beloved of Set (o lich) retived 1o his bed in G, with a headache obout o
century back, He will be aware of thing happening in hiz tomh and will
start taking action if his stuff is touched. He will activate 2 zombies (at B.)
every 3 minutes, If the Poet 15 freed, the two stone snakes (HD3 ACS [14]
poizon) beside his bed will be directed into the tunnels (H.). IF the party
hreak into hiz room, they deserve evarvthing they get (for softies, he does
have a quest spell). His treasure, spell book and organ jars ave in the chest
at the foot of his bed. A well greased hallling or goblin could shimmy

The water is the resting place of the Priestess' skeleton,
Drinking from the well mives the imbiber dreams of the Priestess and the
gut feeling that the Poet reaides "over this way”.

The only reward she can offer iz her tearat two amall hlue gems (5O0gp
ecach) that if mounted in a haly symbol will help ward off the undead.

In the Desert there is a chanee (1 in § every 8 hours) of encountering
directly, or indirestly, one of the following, Roll 246,

2. An Uninspired Sphinx. 1t asks vou to give the viddle and it had better
b & pood one.

34, A Grave containing & ghoul. Dad they get bad informarion?

5-6.8 Mirage of samething prefty and distant, Water. Cities, Mountains,
7. Blossom, the undead horse gallops by on his way to the tomb. How
quick are the party?

B-%. A gnoll hunfing party. 2d6 hungry gnollz with javeling and shields.
10-12 Signs in the Desert. Sandstorm, Insect swarm, circling vultures.

[The Tomb of the Beloved of Seif]

through the tunnels (H.), but would face a 1in 3 chanee of becoming stuck
as znake food.

What next? Some random ideas.

The New Beloved Director of Set. He has centuries of experience, a rugged
skeleton and & preat idea for a show at the Thearre of Set. All he neads iz
someone 1o talk to 2ome banshees about performing in it.

To the Citadel. The Ratkin Sage has a box she needs taken to a Lihrary
decp in the desert, past the 6 inimical tribes and over the seoa of bones,
Whaddya Medn they're not ot rest? The Poar and the Priestass want to
have bables, Where o begin,..?

By Simon Dale (httpiialienplaywright blogspot comd MReleased under the Creative Commaon Attribution-Share Alile 3.0 lice nse.

Return to Index




Simon Forster - The Sunken Temple

Watery Palace of the Qoze Behemoth: Level e - T'he Sunken Temple

Level One:
Sunken Temple

Room Key

I. Entrance: this vaulted, crumbling hall is littered with animaz] bones and debris,
It is home to 1d6 giant carnivorons flies.

2. Temple: this place of worship has columns lining the path up to a plain stone
altar. with a bronze statue of a hooded woman looming behind i1, her hands
open as if to hold something. If 2 hronze scepire is leccd in her hands, a secret
compartment opens at her leet, in which is 3 Cube of Frosr Resistance.

Pews, damp and rotten face the altar. To the back of the room water has leaked
in, forming a stagnant pnnL Inan aloowve, 2a, isa dt:P shaft that leads all

the way to Level Four. Rusted iron rungs [orm a ladder leading down; there isa
| in & chance that they break if used.

3. Damp Room: the walls of thus largely empty room are damp and patched with
mauld. A seemingly empry bookcase stznds against the wall, covered in

animal drapping. It is also infested by 549 Rot Grobs,

4. Empty Room: aside from some broken furniture this room is emply,

5. Pool: the door opens onto a pool of hrackish water, with a stream of muddy
water leading down. The temple from here an in slopes slightly to the south.
Standing guard by the door to room 7 is a tall, well- built man dressed in worn
chain mail. He 15 2 member of an adventuring party whao have started 1o
explore the temple; his two allies are in room 7. He is a lsr-Level Fighter, with
the [ollowing treasure: a bulky sack holding 1500 silver pieces.

&, Locked Room: the door te this debris-strewn room has been barred from the
outside, and scratched inta the wood, in Goblin, 2re waords of warning.

Trapped inside is 2 hostile and hungry giant crab spider, lurking above the door.
7. Rivals: in this room of broken furniture, the two other members of the
adventuring party are searching for treasure, One 1= a 1st-Level Elven
Spellsword (Figher/ Mage, or :Elfj with 2 wroughr copper braceler with leaf
patterns [warth 60 gp). and 100 gp ina IEFEI: pouch. His comrade

15 a female Ist-Level Fighter, whe carrics a sack with 250 silver coins, and a
porion of healiog,

8. Guard Room: sitting quictly, meditating. hut on guard, are 2d4 Goblins led by
2 Goblin Champion, who will investigate any noise from outside.

9. Water in the Corner: this corner has aceumu lated several inches of water,
with bricks ind rubhle making foating uncertzin,

W:.nl:[c:ring Monsters
lin & chance, every 2 turns
1dé Encounter

1 Bricks fall from ceiling: save versus p.:r;['.'sig

ar be struck for 1d6 damage:

2 Sounds of veuces heard i the distance:

34 2d4 Gohblins on patrel, led by 2 champion;

%1d4 Giant Carnivorouns Flics, hunting:

6 244 Goblins escorting the Muod Lord.
Orverview of Temple

Originally 2 temple dedicated to a forgotien
god, the temple partially sunk into the marshy
ground. so that only the entrance and roof
remains above the ground. It has since become
home 10 a cult of Gobliss, who worship the
nameless things the inhabit the lower levels.

Toside the temple 15 damp, musty and starting to
crumble. The Gaoblins have made a home here,
living 2 monkish life, leaving behind their
families so that they can devote their lives to
thear worship, They are led by 2 Chieftain who
has given himself the title of the Muod Lord, and
his right-hand Goblin, Sub-Chicl Greweh

By Simon Forster
m.th:!k}rfnlhf.dun.cn.uk

Licensed under Creative Common

Antribution-Share Alike 3.0

10. Empty Room: remains of a bedroom, with an intact but blocked fireplace.
1. Well Room: 2 deep well, with fresh water, sits in the middle of this reom,
12, Empt!_.r Room: another empty room, ooce 2 bedroom, that has aged well
compared to the rest of the temple.

13. Sub-Chief’s Room: the Goblin Sub-Chicf lairs here, with 2 35% this he 1s
home. Grewch has a locked chest with 1500 copper p'u:ca:ﬁ, M silver coins.

14. Crypt: several stone collins, with skeletons inside, occupy this cold, dank
room. Two statues of the the same hooded woman watches over them,

15, Goblin Dormitory: inside this living area 2re 444 Goblins and 2 Gohlin
Champions. .

l6. Junk Room: the Goblins dumped all the clezred junk in here. Since then 2
Grey Ooze has made 115 home here, and the Gablins locked the door,

17, Empty Room: more braken furniture. However, a scarch through the rubble
finds 2 lock-box holding 300 silver coins, and 10 gald picces.

18, Drzep Water: the [loor here has subsided, and a foot of water fills this area.
The door to the stairs, raom 27, is locked. The Mud Loed has the key.

19, Crumbling Hoom: this dam[: room of debris has 2 weak ceiling. There 2 in 6
chance of bricks [alling, save versus paralysis or deals 246 damage.

2. Empty Room: thus room of broken and rotting furniture has the bead of 2
statue [2n :Jf] I'rmg in the corner. This fits the hm‘l'. of a statue on Level Five,
2. Empty Room: a bedroom that once belonged to the Coblin Shaman, before
the Crab Spider from room 6 ate hum, A chest still holds LON coppers,

22, Shrine: this room is dedicated to the unknown gods” below, Tapestries show
pictures of fungi forests and slim monsters. The statue is of 1 pile of mud.

23 Chief's Lair: the Mud Loed himsclf can be found here 75% of the time. He
has a chest holding 4,00 silver picces and a potion of giani strengih,

24, Diining Hall: the remaining Gablins can be found here, silently cating stew.
There are 4d4 Goblins z0d 2 Goblin Champions.

23, Store Room: the Goblins stare holds five barrels of preserved fish g} Ep
cach). boxes with iron ingots (646, [ gp cach). and 2d3 ralls of cloth (10 gp).
24. Stare Room: this starage room holds 243 mgs of patterned linen [5 Zp :1:1‘.],
and a box of leather caps vsed in the Coblins ceremonies (30 in all).

27. Stairs: These damp stonc steps descend 1o Level Two.

Return to Index




The Seven-Sided Die - The Tomb of Nesta the Mischievous

The Tomb of Nesta the Mischievous
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ROOM KEY
1. Life-sized bronze statue of Nesta, look- 9. Tomb. 30'x40°. Sealed sarcopha-

A pounch with 2 ogaotes

ing smug.
[(25gp) & a bloodstone (50gp) hidden
in a spout of the dry fountain,

2. 30'x70". Columns carved with scenes
of hijinks, trickery, and derring-do.
Pressing o corving of o door on a

nearby column reveals the secret stairs,

3. 30'x20". Lever in middle of floor trig-
gers waist-high scything blade trap.

4. West door counterweighted to swing
shut and relock after 5 minutes. Ceiling
of N-5 hall is voulted to 20" and cob-
webbed. Shrines to local gods at either
end, Secret door to north swings out to
left, opened by pulling firmly on shrine,
counterweighted to swing shut.

5. 20'»x20". Carved wooden bench against
north wall. East door is lacked.

f. 20'x20°. Orec tomb raiders (7).
Urns (8) half-full of "liquid™ (1-3 water,
4 oil, 5 ocid, 6 baoby gelatinous cube)
with 10gp and a turguoise (25gp) at the
bottom of each. Three urns also have
one of: silver wotch & chain (broken;
500gp), glass bead necklace on copper
wire (30gp], bronze half-mask [130gp).
Trop door hidden under false flagstona.

7. 15'x15". Skeleton caretakers (2),
armed with brooms [demage as staves).

8. 20°=20°. WoallHo-wall covered pit
trap drops to corridor floor 30" below.

gus [30 minutes to smaosh open with

proper tools), unoccupied. Contains

2,000ep, pearl (100gp), onyx (50gp),
eye topaz (500gp), carnelion (75gp),
zircan (7 5gp], star ruby [750gp].

10° ceiling, 20" = 70°. Walls of stacked

olcoves.  Shiny red stones protrude

from mass of green slime covering

walls, floor, and ceiling of west end (45

cracked glass beads; 5sp each).

07 =307, 107 ceiling. Skeleton care-

takers (5) sit posed oround o table

as if playing cards. Cards are ordinary
jor ot DM's discretion, a deck of many
things). Walls of stacked alcoves with
rows of skulls facing toward table.

12.5hattered pottery shards cover the floor.

13.A shrine to an cbscure god.

14.10" ceiling. Chest, lid open, visible from
open pit above, Contains 22,000cp en-
chaonted to look like gold — any coin re-
meved is obviously copper. Skeletal re-
mains of tomb robber lies near chest;
belt pouch holds 3 cut agotes (25gp
ea.), guartz [50gp), corved bone eating
knife (34gp), fine-wrought silver snuff
box ([ampty; 400gp). Silver amulet lies
inside rib cage (600gp).

15.10°%20°,  Rungs in nerth wall lead
20" up to trop door [visible this side).
Each rung appears to have hinges

10.

1

-

Mesta's tomb is a treasure trove but
its rooms may drive tomb robbers to
fits of parancia.

WANDERING “MONSTERS"
1. Ghostly, amused laughter,

with brooms (domage as staves).

3. A gold piece attached to the floor
with sovereign glue.*

4. A completely innocent puddle of
woter, 5" diameter.”

3. Vermin:  1-2 swarm of normal
rats, 3-4 1d4 giont centipedes,
5-6 1d4 fire beetles

6. Intruders. DM's Choice or roll on

on appropriate NPC or wander-

ing monster table.
"Non-repeating result.

GEMERAL

Passages are at least 10" wide & ceil-
ings are 15' high except os noted.
Close-fitting stone brick. Skeleton
caretakers reform each morming.

% 2.1d3 skeleton caretakers armed
Va
e

and the entire floor under the lad-
der is clearly o pressure plate. Door
has eloborate-locking locks within @
needle-toothed gorgoyle mouth, both
sides. There is no trap here.

1 4.5keleton clutching o bag encrusted with
mineral deposits partly protrudes from
right wall. Chipping oway mineral de-
posits fokes 20 minutes. Bag contains
angular bronze bead necklace [180gp),
gold circlet (BOOgp), regal orichalcum
red [3,000gp).

a. Fire beetles (2) on landing.

17 Maotural, steep-walled 107 pit. Giant
centipedes (4).

18.Kobold exiles (5) moving into new
lair. Hidden under loose stones in
far corner: 5 large socks of 5,000cp
each; one sack with pair of silver gob-
lets (400gp ea.), bronze idol [120gp);
small pouch with 2 furguoises [50gp
eo.| & o smoky quortz (25gp).

19.5mooth stane walls. Stair to #20.

20.Bottom landing ot secret door is 10" 10"
ond occupied by petrified lizard-
men (5) crouched before door, guard-
ing rear, etc. Touching prominent brass
knob on door (right side) casts flesh fo
stone |odd activations) or stone to flesh
leven activations) on landing. Deor ac-
tually opens by pushing out left side far-
thest from knob.

© 2012 The Seven-Sided Die. Creative Commaons Attribution-Sharealike 3.0 license hitp: //creativecommans_org/licenses/by-sa/3.0/
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Tom Denton - The Mage's Prison
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Tony Dowler - Haunted Tower Of Forbidden Gods

Haunted Tower of Forbidden Gods: » one-page dungeon by Tony Dowler and Ben Wray
License; hiip:terealivecommons. orglicenses/by-sa/3.0¢ one-page dungeon contest: hilpcampaignwiki.orgiwiki/'DungsenMapsHomePage

The worship of certain gods is forbidden, The great Ecumenical temple
ZOLTHUPAY contains none of their shrines, the council of celestial justicars listens
carefully for signs of prayers and punishes offenders, and it's just a bad idea
in general, However, despite the beliefs of certain vain and foolish mortals,
gods lose none of their power from a lack of worship, and so, when
portents and omens reveal the forbidden gods grow restless, a band of
heroes must travel to the Haunted Tower of Forbidden Gods to appease
thern through prayer, offering, and supplication, lest they rise up and
trouble the warld, This year, you are those heroes,

foRBIDDEN

MINE EYES

The purpose of this adventure is to journey to the Tower of Forbidden Gods
and offer appropriate sacrifice to each god, for which the party will receive
divine magics appropriate to their class.

Details of how each god may be propitiated are murky at best or, mora
likely, unknown.

WANDERING MONSTERS: 1in & per shrine visited or full day spent
1. Ghosts or specters of those who died on the plains

2. 1d3 Pilgrims to a random shrine; possibly also powerful clerics, witch
hunters, exorcists, or extraplanar beings at the DM's option

3. 1d4 gelatinous cubes [20% intelligent with character levels),
4, Lost adventurer, host to one of HER young, just about ready to pop

?-J.fmmmmmmn.

5. Githyank sage, in disguise, researching fate of a dead god

HAUMTED SLRiNS
' 6. Terrible storm; take shelter or face grave danger of falling from the path

HAUNTED PLAINS: The gods shun this l[and. Those who die there (including PCs) linger forever as ghosts unless sought out and exorcised.
Inhabitants seek to escape the eyes of the gods. A small town near the tower appears hospitable with a cozy inn and well-stocked shops, but is
also riven with heretical cults and monstrous worship.

DAMNGERS: The only path to the top is a narrow walkway in poor repair. A loose scree-covered slope just before HER ¥OUMNG; a short leap over

a gap before THE THREE; a long narrow ledge just inches wide after DROLB. A trio of Perytons nests in a high crag, cunning enough to wait until
the party are at their most vulnerable to attack. Their nest contains a magic sword and shield and a few useful potions. They know the tower’s
hazards and will avoid dangerous areas like the shrine of Drolb and the Nine Eyes.

HER YOUNG: Large cavern seemingly gnawed from living rock; central altar, stained with ichor and blood; great idol depicting a shaggy-haired,
horned beast, extremely gravid; shelves upon shelves lined with hundreds of head-sized egg-sacs, each with a single eye that watches in
curiosity. HER desires copious blood sacrifice or a willing host for one of her hungry, semi-divine young. Hosts receive diving strength, wvirility,
and insight, later leading to madness and waste as the young devours them from within. It is said the host's soul passes to the immortal young
when it hatches, but who knows if this is true.

THE THREE: Three stone niches, each containing a half-animal idol. Each will answer one yes/no question at the cost of one [if. Unless
someone offers their life, the victim is randomly selected from all alive in the world. Long abuse of this power is why the gods are forbidden.
However, one god always lies, one always tells the truth, and one answers at random. No records say which is which. The three accept any
offering of value, but the liar god requires a false offering, the honest god a true offering, and the chaotic god cares not. Giving the wrong
offering will invite divine retribution appropriate to the god at a later time.

MINE EYES: This shrine's god was slain in divine battle ages ago. Mine Eyes now lairs here, an outcast Eye Tyarnt mage who blinded his great
anti-magic eye in order to study wizardry, and was driven out by its people for this sin. Nine Eyes is paranoid and highly territorial but
otherwise reasonable and curious about “lesser” cultures. The lair contains numerous valuable reagents, magical tomes, and a powerful
spellbook. Mine Eyes can be a source of information about the other shrines.

DROLB: Even gelatinous cubas have their god. Worship of Drolb, whose unwhaolesome domain includes fluidity of shape and mindless hunger,
is forbidden to mortals. Shrine guardian: The Gelatinous Tesesaract, a four-dimensional object that only intersects our three-dimensional
space. It can grow, shrink, teleport, and make reach attacks at will. Killing this guardian will draw Drolb's great wrath. Wanton acts of chaos,
fluidity, shapechange, geometric blashpemies, and gluttonly please Drolb, the more imaginative the better.

ZOLTHUPAX: God of hubris cast down for his pride in seeking to be above all gods, Zolthupax desires praise and flattery above all things. Any
hint of insincerity will draw lightning, curses, and other punishments from an high. Zolthupax can offer powerful boons up to a genuine wish if
pleased well enough—most easily achieved by blaspheming another god, particularly if a holy symbol is desecrated, while praising Zolthupax.
This will anger the other god, naturally.

SIF MUNA: Forbidden for reasons of divine politics, 5if Muna left its home realm after draining it of magical secrets. God of this reality view it
with mistrust. 5if Muna hungers for a follower, willing to risk the displeasure of all gods in exchange for Sif Muna’s limitless arcane lore.
Appreciates the sacrifice of magical items or secrets, as unigue as possible
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Vivian Smith - Evil Experimentation Lab

LEmhoredory @ Vivian Smith

Level 8 Evil Experimentation Lab
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Vladislav Volchenko - Night in Al-Farhad's Pearl

A One Page Dungeaon
Contast 2012 adventure

Adventure released under
the Creative Commons

by Vidiias Volehenko igh,r ih llA‘_farhade ?ear(!l Airbution-Share Al 3.0

Wilcoms, travillers, 16 the prociovs._jewel of the Kinadom of Sands!

& & & & & & &
* * * ¥ & ¥ @

HPC/Enamy Typa SUummary Hamas Tabla Rumors Tabke [roll d6 twica]
+ Mercenary - guasdeman «eepng order o | o+ Elite guerd - savelord Rafhwran  al-Farhads |« Caravansaral (caravansara) - roadside an #  Slavers ane the soourge of e Wicked Desart,
caravansee. Armed with assegal. porsomal bodyguard. Wiel protected, asmed with | = Hashishin - assassin = Ton many cardvans cant pass theough the Desers
#  Momad - gecert bravelier staying far (ke night in seimikar + Chaihana (chay-haneh] - Lea houss, # GShekh  Hassan  Bin Mustapha  bas secrael
‘&l-Farkad's Fead”, & Hashishin - killer and secret sgent of Sasikh |+ Zindamn - gt prson. hassaisnins unit urder contral,
+  Marchant - trader staying for the night in “al- Hasaan bn Mustapna, bord of Dese Larde Armed |« Shamshic - radcally ourved Pesgian saber, +  Recomtly guasds of a caravan defeals  desert
Farbad's Pear™. with two jambivas. = Aszsegal [az-zagayah) - kinc af light spear. rabders. There was a powerful wizard amongst
=  Caravan guard - merchanss hoeling protecding | «  Assketant - young aporertice or sereant = Jamblya (jambia) - Araboc shart carvec dagges killed attackers.
his master in travel. = Customer - rich slave buyer wvisibng the | =  Sheikh - Arabic noble tde. « Tne caravansers s caled sfter bs founcer
= Pitguard - supervisor of Zindan prsorers urdargraurd comples. »  Sultan - Arabic royal ttle Rahiman al-Fartad
s Slave guard - underground level patrol, Asamed s Custamerguand - buyess personal bodyguard +  Recerdly Sultan ol the &ngoom ol Sards
with whip and bazon. «  Slawe - poor orisaner intended for sale milraculousy survived the assassnaton atemps
Game Master Infarmation

“al-Farmads Pearl™ iz the beautiid casis in the midde of e Wicked This soenario corsisns of I oparts, Firsh hall beging when P05 ariwe 8l Crading. With it thay will be abke o el the Sultan of the dngoam of

Desart trade route It g toe only place whene occasonal wanderers and  carsvanseral and dedde to sp=nd the night in 1= They ame free bo explons Sands that the caravanseral is in fact 2 trap.

merchants can rest safely 2%er hard and cangercus traeel. There i 2 the building oefore sheeping. They will be hosptaoly provided with dinner,

comformble caravarserz: of the same name mear oasis. Under building baths ane rooms for rest, Secord part of the adverfure begos st the  Outdoor erccunters sre dynamdc. A1 Ax Ercounter  cescripbons

bapement lies secrat slavers basa, And somatimes carckess and tired casis  momaent whan the PCs wake up in the slave barracks somawhers In the  corsist of 2 parts devided be “5° symbsol. First part cescribes the room

wigitars disapaear Fight in the midde of the pight dungesn whder the carBuancessl, Trey meod Lo eocape from the slavess  after PCS afsiving, and The seoond - afer escaps fram the durgecn
base. Also PCs may fird the evidence of a'-Rahman’s nvolvement In slase

Al. Main gates. Hoavy forbfied gates with double doors. Gates arg closing after sunmes. It Inspires confdancs
and sense of security in the travellers” nearts. £ Gabes are shat.

A2, Gates control roeom. Door into ths room = locked. G} Door is sl locked. ®#abman & -Farmad has the key.
The contral mecharism s guarded by 341 desart marcenanes inside the room.

A3, Courtyard. bese PCs can get water supaly fam thie st wel in the midde of codtyand, Thame ane Jod
mamads, 82 merohants, ddid camvan guands ard a2 patrel groups (each consists of 3 mercanarios) fraaly
roaming at the courtyard. &) Thene ane shqns of batthe everywhere. It is CaviaLs that caravanseral wisitors tried b
leave this dangerous place in 2 hurry, but were irvolved in a bloody skirmish with meroenaries. The boces of o4
mamags and 04 mercenanes’ bes belplessly rear maon gases, Staveiord Bahman o-Fachad stays mear stooe we
dd 1 nasiisiiag are hiding on the carayvansenal walls, IT PCs are [rying o attack the savelard from cistance, mie
takes oower benind the well. Winen FCs mome closer o i, hashisning atmcks them with crossoows. Regardless of
atlack sucess, basiemslang will by o jump Ir walla and charge Lhe PCS inlg meles combal, Lenbdng and
veling. Al-Farhad fights to the death. Treaswre: PCs can fnd megic shamshl, magic iasther ampar, d3 mmdam
maghc derms, ot gems, g0 000 oo and 4 ke (se= A2 on a-Farnad's deac body,

A4. Stables. Al pasis vidters (Ircluding PCs| can leawe their mounts here.
(80% IF mawnt is urique). Success: the meant s stil here. Fallure: mount
cibsr el wers el heve regandbess of e roll recall - od-1 cameis, d3-1 o 3
AS5. Storage rooms. Ths room is quarded by o4 mersenanes and 704 caravan guards. PCs can leave here all
thedr goacs affes asviving, ©F The raoms are smpry and unguarded, POs will fagd all their possessions urmsiche o
Traasure: if PCS Search the rooms, they will fing various goods (ol walue - dIes2m go) Srgaimen here

A6, Chaihana, Hare FCs can nefax, drink tga and chat wikth gthor visibars of =Al-Farhad's Paar® {rall 3 rumors
Fram ramers table), D4 mprchaals sil an carpels, ealing ang La «ag wily each abher, Jo4d cavavan guards am
standing agamst the walls. & Chaihans is empty, Bloodstains and ather sigra of recsnt battle sre everwhers.
A7, Resting chambers, Caravarssrai vaitars take rest beme affer lang sourrey. Roll 228 for each chamber, 1-2:
R is ematy and locked, 3-5: Room is oocugked and facsed, B=100 Room s oociupesd and oosed, Bt mat
lecked, IF eccupied, roll amother afi: 1-2: by marchant. 3-41 oy camean gaan. 5-6r oy 7 cravan
8: by &2 camvan guards and merchand. =100 by 42 namads. 4 A7 rooms ane empty. Treasure: Ro
230N Moo, SUCCEEST (ewelny warth d3=1.00 go.

ag, Guard room. ert mercenaries live in thes room when not on duty or patrol. Entrance = guarded by 2
MErCANATNE. BOORES in This room s fordidden, Room is occuped by 404 merrenanies, There s 20% chance that
o4 siave guads am bere too. Small hidoen trapdoor @0 the floor of the room leads o slavers baso stanway
entrance {5z B13). {1 Tne room lcoks as iF it was on fire. There ane 2/so signs af a long battle. Burned Dodes of
208 merconanes and 04 carean guands lies on the fSoor. Treasune: d10% 20 gp founc on the bodies.

A%, PCs resting chambers, These sa=cal mors are desigred foo slave bdrappoag. PO wll rest exscdy o
these raoms becadse athes ae cocupied, Each room has secqel entrance behing wall carpet leading to courtyard
If PCs search actively, rodl F0%. Successz PCs notice this door, Failure: POs netice 2 g under bed, In the
rid@s ol the aight sleve guards will use seeging gas, caplure PCs and take (he- bodias Lo slave barragas (B1F
or B1M, depsnding on PC gender]. 4 Rooms ans empty.

A10. Kitchen. All meals for waitors sme cooosd heme, dccess in s roam s Sarbedden, the kitchan s guardad by
chef ard Zc4 assishants. CF Dead bodies of chaf, 02 assisfants and J4 caravan guands are lying an the kitchen
fiaor. Smat obef halds blg cooper ladie In fis hard, e locks ke Aacksmih's tein (frem BF). Caravan guands’
Eadies alse irslicale ihal sy ware killed with & lage, Traagure: il searching w kilklwn, PCs can lind warious
Foods for 200 days.

All. Batha. Here POs can take all hyglenks procedures they want, £ Baths are emgity. Water inane of meserses
is biond ned

A12 Clindc. This room is Intended specifically for heal®h care. Strong spice and herb faear fills the alr. Here 805
car gal all kirde of miedlical Lreatisnl, indliading Sseases cwing. Wise ald man vl while beard hesls the (oaig,
O} Tre hospital 1= empsy. Theme sre ag signs of the ald man,

Rall 53% for r";r-;.- PLC's maun:
taknn by

BiF, BiM. Slave barracks. PCs are awakening bere anly to find themselues withaut weapens, amsmniian amd
armes, dressed In rags Each barracs also hodds 208 othor shees All slaves are foo terffied and exhausted to
speak of Il e PCs, [F PCE Iry Lo sedch the iacen, roll 207, Succesa: orade i 5 hidden Balwesan Pao sleng
biores in the wall. Regardiess of success, rodl another 0% Sucosssr 8 nobe s scratched an the wall. [n this
muesesge unkrown slave gescribes bes pmstence beps, Fror the rotes PO can bearn abowt fighting areas [BG],
Fincan (EZX) and the name of the slasers leader = Bahman al-Farad, & day afer PO'S awakening siawe uaeds
Eakes tham Intn tha kibchen (B for works
B2, Zindan. This raxm has larga ails the Moor covered with irgn latlice and is guarded] by o3 gir goaards
Disobecient and rebelious siaves are put into these pits before sending to the arena [B6). Characters may o
Eempoeany taosn bere iF they were knocked out by £ svers, show disabechenos, caughs on esmpe prepanng or
el precsiraging.

B3, Slavers barracks. [T is a pace wherg I thi compkes can train and mest Sebwesn watch, The room
W ccupeed by S0G4 3 slave guands, sles g, eabling oo wandering arownd. 8 guards hawe poas
coenbat readiness. The room has seced emergency passage leading right inbo the traciag hall [B5). Treasure:
PLE can find 206 * 53 gp, 8 keyset to all doors sxcept al-Farbad's chambers (BLO), the dungecr map (with all
sevrel odrs and Hassages markel, as wel g guards’ weapans and armar all amursd the focem
"Ed-. E:I_I:c guard room. 207 eite guandsman mesT hem. The sooret paseage ata the trading hatl {BS) keads
raim Lhis redm,
BS. Trading hall. [n the center of this hall is a platform for slaves’ demonstration. Mot far from the pattorm
are rows of comfortable chairs, =5ting in which costoemens can syvabusts ths future acoguisticn. Optionally [as
game master wishes) the roam may be emply OR Med with df0 customers chocsing slaves, biccag on
aucton and yelling, 2017 saves, some sanding on the plat®orm, whike othars sitting In metal cages, Adi0
custamers audeds slaying rear hair emplayers, ard aif s'ave quards rear cages wilth slaves. Hae PLs have a
chance to successfully provake the clash between the customers and the siavers. If the fignt s@rs, there is
20%: chance that Rakman al-Farhad interferss in it
B6, Arana, In the micdie of the soem 5 a large Mghting pit, in which dsobedient slaves a<e frced to ight
with ach atter o the death. Here custamsers Gin make a oet on these bloody battles. To canvirce the slave o
fight with e cppeaa, Fesdom g promesed 9 each wirmer, Acually avary winmer 5 reluened back ta the
bottom of Zindan wnbl next match or miken cat Inko the Widked Desert without any suoplies, *ood or water
Optionally {as garme master wshes) the room may be amoty OR net. Duennag matches the reon is guarded
by o5 Slawe Juands, and g6 cusiomens are making bets ard yeling around the pit, while 208 customer guands
stays on duty rear their emoloyers, Here PCs have s dhance to partidpate n the match and vse thair given
weapGas aoainsl caplors, or provake usioonmens' disceders, Fee i BS, IT the Tghl belaeen custionmes arxl
slawe quards starts, there s 20% charce that Rakenan al-Farhad inberferes in ik IF the PCs will participets n
the ar=na match, there (5.8 small 5% charce that ape of them will be put agairst rebsl hashishin Farcuk fram
ke kitchor (B, Tm this cace Fasodk 5 guasantead to kil his apanment, no matter how powerfid 1O s,
B7. Smithy. Doors irdo this room 2 wide open, Clanking of metal spreacs over through moendors of the
eramipiay fromm meice, The roam is guarded Dy stod Wackaaniiy [which (oaks lotally Bea chef from AL10) ang d2
assistants. There are two another doors in this room: locked one leads to weaponry (BE), and closed one
I;?ﬁ: to slavers barracks (B3). Treasurs; FLCs are able to fing 08 reade-to-uss Baded weaoons of o ferent
nis,
BS, Weaponry. This moom is kocosd, Al kthal weapons for save guards amd al-Farhad's sl guards, as wel
ag varions exotic examalars lor slaves’ Fghls al e arena (BE) ame stored leve, Treasure: i 205 can gal berg
weithout ralsing alarm, they will Sind ary kind of non-magcal weaponry, light and medium armar.
B9, Kitchen. FCs are drawn fere to beo to coog meals for savers, pracasrs and s avelors al-Farkad, The
ook, 7 rassTants and @ Savie am worcng In this oom. PCs can saconssfully smal oF éntves fram the ©ichan
with & dhance of G0%G per krafe, The slave working hers is in fect @ renegeds hashishin named Farcok, Farouk
B lpyal o s Sulan, nder of Uw Kirgdem of Sands, ang was mprisared here Tor delierately Tailecl
assassnation atbemot on Sumn. FCs can try to at@ck the ook anc obmin some improvised weapans e
clegvar and =onilar, If the PCe bry to stact the conversstan with Farows, he can belp them o bake away bnives
fram the kitchen, thereby Increasing the chances of PCs cscape. Also fe can pokon the food intenced for slave
guards, IF this heopens, esch subsequent random encounter roll (ses rule b= ow maps) muast be made with
1054 charea par patrgl bype, Aol 20%,
B10. Slawelord chambers. The door in this room is nob locaed ard boooy trapped wath AUndmess spell.
Hahrnap ai-farbed = sneaking in the shacows, hoaing to catch PCs by surpriss=, and attacks thesn from the
ambush. When he foels that he s losing the bottle, Rahman uscs smoke bombs ard withdraws fram the
canplex arin the suface through dungeon entrance (B13}, d=abling the Lrap on the say. Treasure; sisves
ragvaliadion boak, Irade oodcalads puaal, eiter fraimn Shwekh Hagcan Din Maislaaha, ol of Daserl Lamds, and
jewielry vorth of 987500 go Les on slavelord's work desk.
B11. Storage. Ths ro0m s U500 35 Temnarry sToeage far snve - nowoamess propormy, which will he dsposed
after 2 whilke, Here FCs can find all the cquipment they had before, as weoll as Famouk's stulf (sco BS).
'I"ma:ure. F‘O:_ eguipvnent, hard crosshow, 2 jambupas, §smore bomb, 1 sissping oas bomb,
B1Z, Arcanisl chambars, These amply apariments cnce belengad (o receally deceased wizgaid, He used 10
expeniment with diferent zlchemic ingredeents for Bahman akFarhac. Door no this room is bocked and
pratected with magic fArehail trap. Treasure: speineak, the chest containing varicus alchemical compnnents,
serail of shoop, st af mass foar, o2 Secping gas tomis and a fole on the desk with cxgloshe naes Taa on
Al items are chaotice!y scattered all ground the room,
Bi13, Dungeon antramce, Thic sacral slairvay leads Lo the guard room gn (b swufaca [AR), The corigler is
protected with mechanic seeping gas tap. The trapdaor on too of the starway is lodked oy mag.c and can't be
apened in usuEl way, Ao the trapdanr is equipped with "last ciarce” pakon dare brap, IF Rahman a0 -Farhad
:-.:.r:r:;s.:]nllv flizd from the cungoon (s=¢ BLOD), the magic ook Is apen, and POs wil b abke to pursue the
slawekard.
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Warren Abox - Will No One Rid Me of The Troublesome Goblins

Wil No One &J ﬂ: @f These Troublesome Goblins 7

In a hole in the ground lived a tribe of goblins. Nat a mischievous An Adventure in One Page by Warren Abox

race of lovable sneak thieves, these. The goblins of this tribe are
evil incarnate, sprung forth whole from a pit of foul ichor located Finding the Caves
deep underground. Mow the cruelty of the goblin tribe plagues
the land, and the pood people lock their doors and pray out the

long nights for heroes that might deliver them surcease from their

+ Recent goblin raids have left more than one farmstead in ruins.
Those nearest the caves are first hit. Any rogue, ranger, or druid
worth his salt can follow the three toed tracks to the mouth of the

sorrows. Repeating the rumors of the pool of pestilence that calls cave...

the goblins forth, the local rulers have at last found said heroes

and enticed them with visions of gold and glory. Standing now on

the threshold of the long dark lair of the goblins, the heroes begin
their descent into darkness, and their journey to greatness...

* The goblins often raid travelers on the roads. Stalwart heroes who
stave off the initial ambush will have tracks to follow as well...

* The woodland creatures know what holes to avoid, and can share this
information with passersby who speak their tongues, and can pay the
reascnable price of a handful of nuts or berries or small rodents...

The Pool of Ichor

Burbling away in the depths of the Shrine is a low \
stone pool of foul black slime — the font of evil Ty Jqu}
that birthed these loathsome creatures. Unless
blessed by a holy man, or ancinted with holy
waters and oil, this pool will continue to vomit up
abominations of increasing strength and power.

Baee Door

Tactics

If the Pit fails, the gzoblins rely on the guard
dogs in the Foyer to warn them of intruders.

The goblin archers shoot from behind the wall
of stalactites that separate the Foyer from the
Crossroads or rain stones down from the Pool
Room into the Main Hall. They pull the ladders
from the Central Crossroads and exit from the
Main Hall to stop intruders in the lower halls,

Xurk loves a good fight, the better to prove his g |
dominance among the fledgling tribe. =

There is 3 weakness in the lair however — the fees
long rope to the surface is not as well hidden T/
as the goblins believe. Clever foes who search
the hills above the cave may find it and turn
the tables of ambush back an the gablins.

Treasures

The Goblins

Xurk is the chief, a might warrior who broods in his chamber waiting for * Each of the goblins crawled forth from the pool with the

opponents warthy of his prowess. Or he wiles away his time on the edge of
the pool of foul darkness, ready to snatch up new goblins who arise from
its inky depths and brutally teach them who commands these caves.

Koorda, his shaman, is young but wise in the ways of pain bringing magic.
The sounds of combat will send him scurrying for the fray, the better to
work his dark arts in service of unknown powers.

12 gablin archers call these caves home. They sleep in the Archer Barracks,
wrestle in the Main Hall, or aid the others in keeping watch in the guard
room. They are bigger and maore clever than the brutish spearlouts,

8 spearlouts sleep in the Lower Barracks, man the Guard Room, or feast
on the spoils of the goblin raids in the Main Hall.

4 |large dogs sleep in the Lower Barracks when they are not chained up as
sentries in the First Crossroad.

clothes on his back, the weapons in his hands, and 2d6
pieces of gold.

Koorda's totem is a rodent skull tied to a short wooden
handle. Inside rattles a pair of small rubies worth 25
gold each.

Xurk wields his symbel of command in battle, a
charmed short spear +1 named Deathspitter.  In his
cavern is a shallow hole covered by leaves and an old
parchment where he stores his treasure: 50 gold pieces
taken from his warriors as they crept out of the pool,
and two small jade figurines worth 75 gold pieces each.
The parchment he uses as a cover is a map to another
pool of evil located in a deeper cave with greater
treasure, but guardians more terrible than goblins...

Created by Warren Abox of War In & Box; The Blogl- Released under a Creative Commeons Attribution-Share Alike 3.0 License

Return to Index




Wayne Snyder - MakMurdo’s Infinite Sewer

"MAKMURDO'S INFINITE SEWER"

by Wayne Snyder (htip://creativecommons.org/licenses/by -sa/3.0/)

“Hey! Hey you, over here. You like money? Yeah, who deesn't? Well, have | got a treat for you. You ever heard of MakMillin MakMurdo. Mo? Where are
you from? Mever mind. His is a tragic tale. MakMurdo was an inventor of no equal, a genius grade mathematician and to top it all the greatest architect of
the ages, a master of inspired design and artful construction. They called him the great builder. He designed the palaces of kings and the fortresses of
tyrants. He created the Hanging Towers of Surfette; you've seen that magnificent plece of work, right? NO? Who are you people? Anyhow, his last great
work was a gift 1o the peaple, the most wondrous public works project ever envisioned. The most complex waste water system ever devised, Where did he
build this master work? Why right here under this city. Endless miles of runoff tunnels and slorry How tubes, cateh basins and skimming pools, reservoirs
and fonts, the old architect of the ages really out did himselfwith this ane. The sheer scale of it drove him mad they say. But they're idiots! It was the
Henkle root extract that drove him mad, took it for his rheumatism, he did. Old MakMurdo, went crazy as a Yottle in a bottle, he disappeared down there,
you know, oh it was ages ago. They say he look his erew with him, his top men, down they went . dragging all sorts of treasures aleng, the best of his
imventions, all sorts of prizes and wonders, all worth a king's ransaom. They say he just kept on hoilding, just kept going, runneling, paving, and plumbing
along until the end. When was that? Mo one knows for sure. Dot all that loot is still down there, A group of quick adventurous fellows might do real well
going down there and retrieving all that wealth, How do yvou get down there? Well the city officials have the whole place sealed off from the city proper
these days on account of the, you know, things down there, oh and the caltists. They just can't seem bo get enough of the place. There is only one entrance
still open and unguarded these days. Where? Well, T can't say for sure. [ can't quite remember that sort of thing, Maybe for a bit of scratch an old man
might remember such faded details. Ouch! Ok Ok! Mo need to get rough. Tt's right there. You're standing on it, just litt up that metal dise there and inyou

ol Oh, and good luck.”

What you need to use this dungeon with
your group and your favorite rpg: Dioo,
pencil, an entire pad of graph paper.

The information provided in the tables is
made for use with any PG system and
genre. The game GM will need to provide
appropriate stats and rules for the creatures
and events which occur.

The infinite sewer is constructed of slippery
damp bricks. The tunnels are all round and
have foul ankle deep sewage flowing swiftly
along the lowest point. All the chambers are
filled ankle deep with stinking muck,
contaminated sediments and sopgy
unrecognizable Motsam.

Roll a dioo for the first tunnel section and
each following tunnel section, If the sections
do not line up correctly, the sewer then
slapes down, descending to the next level,

A e
LG

o

&1-90

si-et | '| | |
1 Ll
Roll on the event table and follow the

instructions given after every three tunnel
SECTions.

Event Table:

1-700 All is quiet...co quiet, Mo event,

71-80 Shh! Did vou hear that?! Roll on the
Encounter table,

#1-go Eww! |5 that.. Ahhh! Roll an the
Enviroment talble.

gi-1en Argghhh! Ch haly Sh... Roll on both
the encounter and environment table.

Encounter Table:

110 Several slippery slimy man ealing
amphibious humanoids are lurking about in
the next section, when spotted they attack!
n-20 A foul swarm of flesh eating water bugs
atlacks!

21-30 A three man crew, of sewer workers,
are busy hricking up the nest section. They
attempt to flee if accosted. If caught they
attack!

31-40 The Cleaners! A massive spinning drill
the size of the tunnel, covered in hlades and
throwing sparks from the damp stones, roars
down the passage, If avoided the group see
the rear section is a rickety contraption
aperated by two gohling turning a crank.
1-50 A rabid swarm of red eyed vermin spall
into the tunnel and attack!

s1-60 Glowing with sinister green light a
pack of acidic slimes attack!

t-70 Mumbling and shuffling a pack of
zombies stumble along the tunnel and
attack!

71-8a Moving slowly along the ceiling a glant
carnivorous slug allacks!

S1-go Chanting softly and dragping several
bound victims a group of cultists moves
along the tunnel and artacks!

gr-100 Oh the horeor! The worst thing of
nightmares, the crawling horror rises from
the murky waters and attacks!

Enviroment Table:

o Arph! What is that stench? A
overpowering stink makes this section
unnavigable to those of weak fortitude.

n-20 It's not very deep at all ARhh! This
section is filled chest deep with turgid septic
filth, Movermnent is halved.

2130 Oh dsn't it pretey. Spuftit! Argph my
eyes! The walls of this section are grown
thick with toxic fungus spores. Which cause,
respiration problems, hallucinations, and
possihly even death.

140 Click! Whiz! Clack clack clack! Shing!
Arrrgghhhh! This section contains an
ingenious death trap.

Return to Index

41-50 Mavhe they are just sleeping? This
tunnel section contains a pile of bloated
COTPEES,

51-60 Bulbing ooze! Great bubbles of foul
muck swell and bust in this section covering
everyone with foul smelling sludge.

=70 Spill way! The tunnel section is
suddenly awash with sewer juices gushing
from large over -head pipes. Evervone is
momentarily blinded with muck.

7i-80 Creak... ka-chank! A large very rusty
grate swings down from above blocking this
passage.

#1-go Underconstruction. This area is half
collapsed. The crumbling ceiling is held up
by bowing soggy Limbers and rotten support
heams. It doesn't look safe at all and may
collapse at any moment.

a1-100 Crunch! Schlooop! Ahbh! A crude
wooden drain cover gives way and the entire
group is sucked down into a swirling
whirlpool of stinking flth to the next lower
level.

Finding MakMurdo:

Thiz dungeon need never end, hur if you
must...

When o0 sections have been mapped the
GM may begin to roll a secret duwe alter
every 1o nev seclions mapped. The target
range is 100 minus the number of sections
aver 3o0. For example after 140 sections the
target is Go-100, Make the roll and
MakMurde is found behind a large brass air
lock in a large fairly dry chamber, A
mummified corpse seated at a drawing tahle
quill in hand. He is surrounded by piles of
moldering books, maps, papers and folios.
Several worl tables are loaded with
expensive exotic items and priceless gear.
Mearby mine carts are loaded down with
precious metals and uncut gemstones
unearthed during construction. You are rich!
Mow ifyou can only find your way out of
here, Suddenly the main entrance collapses
into impenetrable rubble. Only a thorough
search reveals an iron dise covercd hole
under MakMurdo's table which leads back
into the infinite sewer!
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Xyphon - Tentacle Thing

1: The Dragon and Oliphant 3: Wheel and Hammer 6: Redmond's Pawnshop

Gunnermanild) owner and aperatorn, Cosane owner and designer, Redmeond (12} owner,

Raimo in charge of bar., Esil (2} Blacksmith wheelright. Erie Redmonds son and shop assistant,
The adventurers inn of choice. Good food, clean Zogunu Carpentry cabinetmaking. An offer will be made for any item
sheets, fine ale and stories of the fantastic around Sale and repare of carts, chariots and always low. Items of all bypes are
the open fire in the common reoms. With beds to sleep 24 carriages for herse.donkey and bullack. available for slightly less that retail
E‘Jf\'?.f.fml }Igé;if;;?;—ﬁi\;: ene hundred people in the 4: Miller and Grain seller with only minor use andfor damage,
Gunnerman a retired adventurer and can be found most Ddvalle runs the place. 7: Expeditions Unlimited

Flour and some stock feed. Carts of grain
from all ower the kingdam arrive at Delvalle
il fromn first light to late inko the night.

5: Uma's Beasts of Burden
Uma (f4) an ox of a man.
Reasomably priced beasts most are recently ‘

Ajax (f&) owner operator,
r Strong nertherners available as

nights in the main commaon room telling stories of his
adventures in the west,

mercinarnes and retainers, Reasonable
rates for exceptional help.

B: Astrologer

Kurhis (c3) head star gazer.
Interpretations of the gods will and
fortune telling. Many adventurers will not
leave the city gates without consulting

Kurkis,
[ |

2: Inn stables

Lien (fl] is in charge of the stable during the day.

Kna (tl} keeps watch at night.

Feed and pens lor 24 beasts, rooms for both Lien and
Kna. Depending on the number of animals in the stable
additional stable hands may be sleeping among the hay

purchased from refugees arfiving in town in
need of funds. Uma is very keen on fast
horses and will buy for himself anything fast.

Encounters roll 2d6
2: Rats
3: Beast of Burden
4: Adventurers
5-9:City Guards
Mith mail. sword.
10:Grain cart
11:Refugees
12.Tentacle Thing
MNight enly D1:10

11: Lou's Place

Nico (L2} proprieter,

Anything that has arrived in the city and needs to be
sold quick will be purchased by Mico. Bulk purchase
and sales cash far packs, Mice works for Lou,

12: Hunter Dave (f4)

Dawve arrived with Gunnerman
M back from the West they say,
now hunter and meat transport,

9:Armorer
ltran (13) armourer
Jasmin {F2)weapon smith
Tennan Blacksmith

Weapons and anmor all basic types made, fit

and mended,

10:Naomi's Cartography

Maomi cartographer owner.

Robin historian,

MNaomi is well travelled apparently she was a
nawvigater on a ship.

13: Butcher Lathan.

14: Money Changer Yarraw (1)
Bodyguards (12].

15: Alchemist Isac (m3) Alchemist,

potion breawer and sage.

16: The Sol Sisters

Sister Surya (cd) healer
Sister Hellos (c2) healer

Encounters roll 2d& 1: The Dragon and Oliphant
2: Giant Python . Callar contains foodstuffs and drinks.

2: Inn stables
Animal feed, Rats and sto

3: Study Area |
Giant Rats, 2 gem

Sounds of life, 4: Alcove (emply)

- R'..its ] o @ 5: Kitchen and Mess hall
: Giant Rats - Giant Rats nest, scrolls, potions.
0 .
l_ﬁl_ﬁil:ladova 6: Entrance Room
11: Tentacle Thing
D110
12: Wererat
D2:2

00~ LA

w

7: Sewer Passage

A Shadow awaiting another lone wictim,
body with a cursed mace.
8: Lou's Inventory

All of Lau's inventary is down hare. Low will have
horrible things done to anyone entering.

9: Empty
10: The Dragon and Oliphant Secret Exit

Zyphon author, and a link to the

- 11: Pens Ro pens th
18: Kill Room : 12: Bare Room (empt
Steel rings in the floor, manaclas, Poison 13: Wide Carridor The
gas trap. 14: The Vats Large trough:
19: Library 15: Experiments Slab
B {deterigriated), scrolls and a Babewyn 16: Altar Guardian of the alter is a Glant Python. silv
bound to the room. 17: Stairs Down
20: Stare T red in white vl Invisible Guardians Bound Do the
Ra of e ne : carry silver staff from D1:16. Hard to spot in the sand is a

Babewyn is E i e Werera through here,
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