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Adam Watts - The Thirteenth Dancer
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1 A giant statue stands in the wildermess,

i

hollowed out and occupied by strange
4"-. creatures and their stranger prisoner.
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There is a mechanism in the head of the statue that helps keep
the Whisper Man in the chamber below contained. Three crystal
spheres orbit the stairwvell. Disturbing them will result in delusions
and prophecy.

Thera is a creature known as a Whisper Man chained in the center

of the large circular chamber at the heart of the statue. ltis a

servant of the demon Ivodrol, Devourer of Words, and constantly
whispers prophecy and dark secrets. Looking at the Whisperer

will let cause other Whisper Men to see you, and they will begin hunting
you in your dreams. The room outside the cell contains crates of

rare incense worth 3000 gold, and a blackbird mage.

An open shaft from the Whisper Chamber above opens above a
meditation circle on this floor, where faint echoes of the Whisper

Man's ramblings can be heard. The shaft is curved so those meditating
on its words do not see the Man itself and become cursed. To the
west of the meditation circle is a library where the records of what

the Whisper Man has said are kept. A librarian and three assistants will
flee out the balcony to the east if threatened and glide away.

If the players investigate the library, roll. Random Whisper Man Prophecies:

01.

02
03.
04,

05,
6.

“ou will speak to the beast, and when the beast speaks back you will
know him as rock knows stone, for he is lvedrol, Devourer of Words.

When the Red King fallg, s0 t{:u:l does the E.'tueen of Smoke.

The crphan’s fear iz unfounded! She will never see the knife.

See the demon in hiz eye? See the demon in his smile? Hear the

angel on his breath?

Dark blades cut dark wings and shining chain alike. Can the birds not see?
The Jester dances with his dust, blood in his hands.

Faded red lines indicate
connections between levels

A, B, C and D mark exits and entrances

This room is, essentially, a large stairwell
leading up to a throne, upon which sits

the high priest of the blackbird cult. This
creature has feathers of gold implanted in

its back, worth 2500 gold if retrieved whale, which give it AC of
chain. It also wields a staff that makes things catch fire if hit, and
is guarded by three well-armed minicns. The door to the south
leads under the stairs, to a ladder on the outside of the statue that
leads to a blackbird sniper post.

5. These rooms are where most of the blackbirds live. There are

eight armed birds here. A trapdoor in the center of the center-left
room can be activated by lever to drop the unwary. The small room
to the north of the eastern large room is behind a secret door, and
contains an insane animate skeleton with a magic sword that has
been locked in there for centuries. The blackbirds’' rooms have
some minor personal treasures and five embroidered silk rugs
worth 600 gold.

6. This area was once a kitchen, and is now used to store food

and barrels of fresh water. There is a pit in the central room
that drops down to the previous level. Two blackbirds guard the
door to the east, keeping an eye on the wilderness.

7. The main entry hall. The support pillars here are essential to

keeping the statue upright. The main door is guarded by a
spear-toting blackbird with an attack raptor on a leash.

Blackbirds
Crow- and magpie-mean live in lhe slatue, collecting s
land-bound travellers and villages below. Much of what they have stolen is frash,
but there are riches to be found in the blackbirds’ hoard, among the rubbish.
Blackbirds can fly, or at least glide slowly, but they can only do so when wearing
light armor and not holding any item larger than a knife.
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Alex Hitchin - Ballad of the Bonny Bards Booty

Théﬁﬁ“ﬂd Df R 11 pogm has comg into gour possgssion that would seem

Gl —~ X ’ lgads the wag to treasure, hidden on a distant island.
; L Z [ Onn On your journgy you find you arg nol the only ong

7 2 iy |t i on thg hunt and wegrg soon sgt upon by PIRATES
> “ a-r)d (3 1 that blew gour ship out of the water, Igaving gou
A O.a and your ecompanicns adrift in the oegan...
A £

By Alex H itchen

—

Clinging to the wreckage of cheir ship by the Gods graces the = The players can locate a thin trail |ﬂ='l-:i.i:l’lig ince the‘jungle"
group see land, ence their eyes look upon the black ash beaches \ \\.11 ) "L that 'i-‘_llilﬂ ':_l'li:m to a fork thﬂ[: heads E'_i'E into two, different
it doesn't take long for them to realize this is the island they e 3 AT direct |:mR.IAr the fork iz a ma, llé'u]
were looking for! From the distance they see three beaches , e TR T c-:rl1_.1mn with two faces carved into
on which to swim te; a crescent shaped cove, a long stretch &7 §! i et it that can talk. One Fice always (6 :
of beach along the coast and a small peninsula jutting out & / : lies and wants ad\rzn.turers
into the sea. [t would appear chat the Pirates have already L i i to head to the ravine,
arrived and made camp on each beach preparing for the i : endeal ; h the other unl}' tEllS_
expedition in search of the Bard’s Treasure! | i P q o the truth and will

. L L T o e e L o guide them to | R
The ﬁrnups’ journey begins on the crescent/horseshoe shaped - : i = e et the caves. The players can
beach but they will have to contend with Pirates on each beach . G e aﬁﬂf - ask only one question to one
they visit. With the bodies of their crew in the water acting as shack 5 - ; _ ; VaE & of the Faces to determine which is the
bait dallying too long might make :hi;miver}f short adventure indeed! S, T T i " right way to head. The question:

et ] - -- ; o Lt bt T 3 “Whie ITE - i 2
; E o W} R -.‘__,.a i EELE:;::'P:' path w::}udeFhE orher Face rell me ro
Cut out and give to gouT players! ' . '

s‘:_.-‘ T they ask the lying Face he will say thar che

I other face would guide them down the path

| | that leads to danger (which is a lie). I they

mutg'n}l i1 mind 1s wihere T .Ffﬂf’tfr : ask the honest face he would also say that

ith ﬂﬁpfﬂfﬂ.’i SPU‘EIEI' I fim f d’ﬁpﬂﬂ'ﬁﬂ- i the other face would tell them to head d.csw'ﬂ

Though my character was revealed to be craven | the path that will lead to danger (Wh“ﬁ* i

Tt 1ias ine a rowboar feavily faden! : ttun;_-ll. So the proup simply take the orhee
With a sinking ship I reached .'i%ﬂ:l"ﬂ.'i‘ %f s00t : o

That put me to mmd’:yﬁ'& stallions boot i In a world of magic players may also try
- I other methods to get the right answer, but it

The group follows the path which ends at
a tavine overlocking 2 jungle below, the
bridge that once allowed safe crossing is
broken and the r.1111)-' way is down...

e PETTTL LA

At the for I came to two stone faces,
Glancing off toward different places
One lead {0 a place to Hide mry prize
The other onfy promises of my demise
To one a question I was a ed to utter
“If asked, " said I, “what sayeth your brother?”
: I ravine. The river is large and roars loudly,

I
I
I
I
I
I
|
I
I
I
i
' Onto darkest caves 1?‘ hidden wonder E T bt e i)
; ; - ght say!
Lead to the very end by rolling thunder ! g
I
I
I
|
I
I
I
I
I
I
I
I
I

L
M
&

The players will reach a cave complex,
either Fallowing the right path which leads
inte it, or following the river from the

= &
The group may climb down the bridge
easy enough, bur ar the botrom is mf?g of
difticalt to climb rock. Cnce the first
person hits the floot, roll a d6 on the table
to see what attacks them! e

dé RESULT o

Pack af Jaguars
King Kong
Pygmy Cannibals
T-Rex
Black Smcke
Man Eating Flant

-
At once .EITTLIS.E_. VL .ﬁ_}l blindin ?‘Mﬂ:’.d_‘}l Following alongside the river wia a path that

Tith !J:;umtﬁﬁnﬁem.! could no longer see ! leads through the dark caves the E]a}ff‘.rs
} And tho’ my blindness was most frightening

will reach a place where it goes into the rock
Now [ Wﬁguﬁrﬂﬁjﬁﬂrﬁ%{ ightning and they cannot follow it. At this location

are dozens of tunnels forking off into differ-
| ent directions. Heading into the wrong one
will lead to terrible cave dwelling creatures

that hune in the dack. .
Witch one he said I cannot remember Ca len S
Unnerved by hanging corpses dismembered S CaE T
He wasn't IMpTresse Wit ,tn'nﬁpt‘g rellop i If the group lock around they may find the
There 'wﬂﬁfqﬁajtg did seem to pjéﬂgg t%gfg{ﬁ]w : old small stub of candle used to guide the

i bards way, that burned so low it burnt his
Out onto a o5 didst T stumble ! Fingers, With no light seurce they will see a
Treadin I'.'iiim']ﬁi lest T should tumble i tunnel is lic up by mould that glows in the
One -wmg o ﬁzm :ffvﬂi;!'::lrs;t’?-‘lﬂ_ifw i ! dark that the cave dwellers keep out of; but
Tk .ﬁ'ufﬂ!‘:}fﬁﬁﬂgﬂnﬂﬂl g S PH?‘IHEEI'— : the}r 51’!::}Ll1|:l move qu.ickl}r once their ]i.ghts
Toward the giant rock I headed P
And bid my treasures beneath the X!

The path lpad me on to meet a plrysician
& did i

he say fie was a magictan?

Bevond, the group may follow a river that
leads to the cave complex reached by
taking the other path.

Y )
1I"E-I.Lrien'.:l in the roc nest are'llr.'
') personal chests filled with an
treasures you feel are suitable
j for the quest. How the group

maves them and manages to
get off the island... well that'sa (—
whaole different adventure!

I
: The tunnel leads down to a Witeh doctor
ﬁj IP”‘" message fo ﬁcpt_:ﬂ? T mot see m};ﬁﬂ% : savage hut, bones hanging. from his
Whilst this caper at first had wﬁmmggmw Jjo d) o clahg Ear payHIcnl dh* J‘”ﬁl “l}]"’“.“ Bae
1 f’inp:r that my words will soon be discovére 5;;12;:;;”.?;;‘:5 ‘f}':_ll;r““;’:m’ :1‘ f:;;z.‘.
- % H L 1 1 - wnlve

-‘AHJTEI{ FiIiE d&%s i Pllfmon recovered I (silver) will allow the group to pass

So my tale is of a Bard who came out on top i unharmed and uncursed.. :

Not of one stranded on an island to rot... =

I
S |
I
My w ¥ I
| R

The cave leads out onto an apen cliff overlocking

£ the southern part of the island. High above is a

" gismt birds' nesy s-:p{;mrted from a large branch
growing out of the cli

f E‘E.l.'e- LLLE
Rt gt susnnin pammmaaaaa a

Up ahead circles a huge bird that the group may
identify as a Rae, The Ree will attack anyone
scaling the cliff, which che group must do to find
the treasure hid “beneath the <eggs:".

heepy/fereativecommons.org/ licenses by -sa/ 5.0
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Alex Schroeder - How to Start a Campaign
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Alex Ward - Vampires and Werewolves
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Alex Welk (Anarchy Dice) - Resurrection of Bastine
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Aljoscha Krawulsky - The Temple of Blood and Wine

v~ - - & Released under Creative Common Agreement:
o oa http:/‘creativecommons.org/bicenses by-sa'3 .0
I'V I.:tb.nl" s \ \:‘F- I.\- L I'\...- \ I'\..- E

A One Page Dungeon created by Aljoscha Krawulsky

Once every 1000 years the forgotten god of wine and madness, Xaxixx, opens his only temple for every adventurer brave, wise or
lcky enough to find it. Which is easier said than done, for the temple itself emerges only in the place Xaxixx madness dictates, be
it in the middle of the Vaa'shj desert, the top of the tusk mountains or, one remarkable time, under the frozen waves of the
northern sea of ice. Any man able to find it. however, will be rewarded with the might of his life. If he can survive it, that is. ..

1: The hall of modest merrvmaking

A giant room, full with drunken ghosts, who won't let
the heroes pass until they drink stout with them every
time the room is entered. They will give the group a
black jewel of insanity the fifth time they drink with
them

EALS (5 Tl b |

NIRRT

9: The red throne

2: The hall of cheerful exercise

Five warnor-priests of Xaxixx attack anyone who enters this room and
have to be killed The strongest one will leave a black jewel of msanity
behind. The floor is trapped with multiple mines.

3: The hall of peaceful resting

A very comfortable room that allows the heroes to rest. Roll 1d6 for:

1-3: A peaceful sleep.

4: Dream about a red jewel of drunkenness. wake up to find it in your
pocket. If already in possession: Dream about losing a red jewel, wake up
to find it lost (doesn’t apply to jewels found in other rooms).

5. A ghostly Alp attacks the heroes in their sleep (getting first strike on one
of them).

6: A random hero cannot be awakened and has to be left behind.

4: The hall of pleasing music

An older banshee is hiding in this room, trving to kill everv ntruder with het
screaming. She can be killed or otherwise incapacitated to get her black
jewel of msanity.

5: The hall of honorable commemoration

6 skeletons are waiting here. They are willing to trade therr red jewel of
drunkenness for one black jewel of insanity. If attacked, they will vanish
and not appear again, taking thew jewel with them.

6: The hall of tempered desire

A higher succubus (or incubus) is trying to seduce the heroes. She can be
killed, incapacitated or persuaded to get her black jewel of insanity. First
strike on the whole group if seduction is successful

7: The hall of uplifting discussions
A ghostly shade is asking 3 riddles. Every wrong answer will be punished
with heavy damage on all heroes.

8: The hall of contemplative prayers

12 insane priests of Xaxnx prepare to perform a human sacrifice. They
can be killed (very difficult) or given a party member to kill for their red
jewel of drunkenness.

The door needs 3 red jewels and 3 black jewels to open. Inside, Xaxixx will congratulate the heroes, reward them randomly

with: roll 1d6 for:
1-2: A random amount of gold

2-3: Xaxixx sword of madness (applies insanity on critical hit) and bottomless jar (never runs out of wine)
4-5: Xaxixx blessing (permanent protection from poison, sleep and msanity) for the whole group

6: Nothing

and happily drinks with them until the dawn of the next mormning.
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Andrew & Heleen Durston - Tower-of-Jade

({http://creativecommons. ong/licenses/by-sal3.0/) .

2014 Andrew & Heleen Durston .

. The Tower of Jade

Years ago a volcano buried
the towers and temples of
Kraephos. Weeks ago, digging
through the frozen lava,
seeking riches, miners
UNCover -

and release the dangers
within!

Warnings of the emuption reached the ears of the Kavbroed Weremantis Wizand Tkit t'kot. To
save his Kavraen minicns, he sealed them in magical jade. Tkot then sealed his laboratory,
himself inside, with the same fluid stone. The volcano erupted and buried the tower.

Years later a man-made tunnel intersects with a natural hollow in the volcanic rock. The far
side is stone of the Wizard's tower. A narrow window marks the center of the wall. After
bridging the approach (1A}, the miners widened the opening with picks and shovels so that
they could reach the building. The floors of the tower are octagonal, fifty feet in diameter with
ten foot ceilings.

{1) Ground Level - This lavel, possibly a lounge or library, has four pillars and two paritions. Stairs in tha
wantar. Eight windows mark tha walls, some filled solid stane spilling anto the floor, othars ook oul onta
hallows in the rock

{2) 2nd Floar - Dividad into four chambears tha living quariars of the Wizard's bodyguards and sarants.
Irregular in shapsa and size, aach has ona or two windows and the remains of tradiional fumilura. Sevearal
ara fillad with dark solidifiad lava. Tha contents have bean ovarurnad and picked through by tha minars.

{3) 3rd floor - Two larga chambears. Tha smallar (34) was that of tha Wizard's Kavbroad Lisutenant. Tha
largar (3B) was that of tha Wizard himsalf. In thair search for an axit from tha towear, onca tha minars
blackad the minas, awakaned Kavraan found a rift in the lava (3C)reached by a gap in the ouler walls.
Pilas of rubble revaal thair efforts fo widan the opaning. That rft (3C &44) continues upward 1o the sufaca.
Fram here Kav returnad to the minas to pursua thosa who stole from tha Chamber of Jada (G).

(4) Attic - Tha top of tha towar. Tha cascade of lava and mud that buned the structura has parfially
wllapsed the roof. What remains is hollow aboul twanty feat acrass. Tha floor is covarad with dabris.
Marks suggest the Wizard's Kav attampted to dig thair way up bafora finding tha rift on the leveal balow.
That digging attractad the atlantion of a tunnaling aaatura that has dug its way into tha leval from anathar
rft (4B). Tha maonsier regularty refills tha tunnal with debris fo conceal its presance (DC20 Parcapon ar
Rock Lore to saa the differance in laxture of tha stana ) as it comas and goas to hunt.

(5) Lowar lavals 1 and 2 - Downstairs is a mix of store rooms and workshops. Thay weare hastily amptied o
housa tha stasis chambars of the Wizard's Kav that line tha walls of tha rooms. Scatlared across the floors
ara fragmeants of the chamber lids and the magical jada the Wizard pourad insida. Smaars of blood (DC15
1o spat) suggest caplurad minars ware dragged hera as wall a5 aither food or o ba convarted into naw
sarvants. The sacond keval down has no stairs descanding furthar. A careful saarch of tha floar (DC25
Pearcaplion) reveals a concealed panal that opans to show a laddar (5A).

{B) Callar - tha Chamber of Jade - The Wizard's workshop reachable only by spall ar by the laddear fram in
the level above (5A4). Afler freezing his minions in jade, the Wizard retreated to his laboratory and filled
miast of tha floar with the salid magic. As the minars chipped away at the stona, remaving items sealad
within, tha Wizard stimed in his slumbear and reached oul with his mind to wake his minions above. Tha Kav
drova tha minars out of the tower. The cantral dais contains tha Wizard's caim. Tha walls are lined with
dosets and storeroams. The wall on tha south-sast comer has a concaalad doar (C25) keading to a salid
locked metal door (DC30) that apens to the Wizard's vault (64). (A creaturs, digging through from the athar
sida, may or may nol ba presant.)

Motes:
Kavbroed - natural born Were
Kavraen - cursed/bitten Were

1 square = 5 fobt, approx. 10
foot high ceilings

Kavbmad, Kavwasn & Kmaphas ™
Meft Sudos

2014 One Page
Dungeon Contest

Suggesiad Inhabitants:

Tha Oceupied Towar — Tha bam-Wareamantis
Wizard, Ona born-Weara Lisulanant, a dazan
mikxed-Wara wamars and a half-dazan bitlen-
Wara sarvants. Locations vary per time of day.

Tha Abandoned Towar — Two giant Praying
Manfizes (anea 1, laft by Wizard), two tunnaling
Underdark creaturas (4B and GA).
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Andrew Aultman & Alaric & Robin Boone - Medusa's Safe House

Medusa’'s Safe House — Level 5-8

Background

At the edge of the Forest of Monsters and Dying
the land gives way to the Snake Eye Bluffs.
From sea, the cliff face is indistinguishable, but if
one were to rappel down, an adventure might
fine the crevice leading to this monstrous safe
house.

Legend

|:| Trap Chest

® Lit Oil Jar
—

——— Stairs (ascending)

©

n every main chamber {excluding the Medusa's) there

[ﬁmlng monsters
|
ré 1 d4 snake minions that prowl the caves for food.

Room Key

1. A determined adventurer could rappel down the diff face and find a small cave entrance. (if you're sailing by you wouldn't notice it ) Large encugh for the average person to go fwough with
Base.

2. Roughhewn passageway, shick with mosture, shows tie sign of travel. The only sign of habitation is fe sparse presence of stripped bones. The twisting pafway prevents all natural ight
enteqing.

3. A plain, non-omate, almaost natural, cave formagion wilh o passageways on either side. Only a kean eye could recognize is 28 a primitive chamber. Passage widens shightly as a damp air
flows from desper in he cave.

4. Moving along in the dark, the pathway dips suddenly inlo a 107 deep hole. The floor ks smooth here, wom down by wse; the hissing of giant snakes can be heard from the floor below. {107
pep bowlpits. Two giant snakes in each pit).

5. Entrance to the Trophy Room

aler drips constantly from he ceiling above, being fed by an underground stream . Flucrescent fungus grows on e walls, covering the rock and lighiing the room. Statses of past wandesers,
it weapons drawn and looks of homor frozen upon their faces are strewn throughout. Stone Goliaths support fie ceiling on the south wall, inthe afias pose. The fungus dings to e surface
of the statses, disiorting their slhouweties into terifying forms. The norih wall is no longer a natural cave formation. | is experily cut from the wall and a single set of stone doors, Bt by ol jars,
an be seen. Waler is flowing out from beneaf it. {The statures are petified NPC's and Monsters approgriate to e party's level )

5. Homunculi Trap.

Insade the four chests around the center of the room are homuncull. When e party enters the room, the homuncull will leave the chest and attach the party. The homunculi cannot leave the
and will retum 1o their chests if the party leave. If e frap is not sprung, and the party can remove the chests from the Trophy Room, the homuncull will deacivaie.

. The Stairwell.

here's a sleep staircase, wilh channels of water unning down each side. The floors have channels carved into them, with waler flowing down, making e steps treacherous for people with
get The stairs and floors io e side contain channels containing water Fricking down from under the walls above. The suifaces are therefore treache rously slippery. (Rough Terrain) When the
arty starts o move up the stairs, two humanoid snake creatures pop out of the doors on either side of the staircase 1o engage the party.

B. Singhe chambers .

amipe Bving chambers for e hum anckd snake guands to ive. Small chest can be found in e beds of fue guards, each containing a small amount of pewelny.

. The Medusa chamber,

In the cenier of the room, there is a channel, where the water flows down into the bower chambers. Lurking in the shadows is fhe medusa. She is enraged by this intresion o what she though
as an impenetrable safe howse. The very air vibrates with her fury. Any un-slain snakes in the safe house move loward the Medusa Chamber to assistin the battle. She vicously attacks the
ayers. When she nears deah, she removes a dagger from the fobds of her raiment and sits her own throat. Her blood uns across the fioor and mixes with the stream. Litthe do e players
now that his will revive all of the petrified monsiers in the antechamber. Within minutes, the statues will revive. Thi will cause e celing to collapee, as the goliaths holding up the wall regain
gir flesh. If the plavers wait to rest or search fe room, fey will hear a crash fom the trophy room. The fioor shakes as the sound of falling rocks echo through he caves. Ofherwise the play-
ers will witness the un-petificaiion process when ey are leaving. (A single Medusa, wo constriciors accompany her in the chamber. There are two chesis in e room. One conlaining he
edusa’s garbs, Te other her reasure, including a level appropriate magic weapon and wondrows item. )

10. Retum 1o the fophy noom, after the Medusa is slain.

e difipping waler i taintad with the Madusa's blood. The creatwes ane no longer patrified, and e tians holding up fe stone wall atthe south side have been crushed under e collapsed
eiling. Upon re-entering fe trophy room, they immediately notice. However, fwey next notice that all of e creatures have come back 1o e, The fungus has rendered fem mad, and they go
toa berserker rage atlacking any on site. (Each crealure has whatever weapons they had on them when they wese frozen, but all ireasure has been taken from them )

reated by Andrew Aultman, Alaric and Robin McKenzie-Boone
his work is licensed under the Creative Commaons Attribution-ShareAlike 3.0 Unported License. To view acopy of this license, visit
hitp://creativecommons orgllicenses/by-sal3. OV or send a letter to Creative Commons, 444 Castro Street, Suite 900, Mountain View, California, 94041, LUSA.
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Bob Brinkman - The Lair of Cruxis the Cryomancer

The Lair of Cruxis the Cryomancer
Bob Brinkman — Ceronomus @co mcast.net

The party finds a passage leading deep into a glaciar, re puted to once
have been the home of the ice mage, Cruxis. |t is said that a party of
adventurers came to the region, a century past, to slay the foul mage but
there could still be some adventure to be had after all this time.

The walls of the dungeon are carved direct by from the ice of the glaciar,
and a wiley party may find it possible to bypass locked doors with the use
of fire. Prolonged fire, however, will begin to cause melting of the party's
surroundings and could cause sections of the small dungeon to collapse.

This adventure is meant for a small party of relatively inexperienced
adventurers.

|

|
| — |

e — L=

#1 — Collapsed Hall - Entering through the underground tunnel the party
encounters a section of tunnel that has collapsed. This collapsed area,
filled with cracked, glacial, ice is impassible. The tunnel, as the rest of the
area, is lit by strange, metal torches that give off a heatless, blue, flame.
#2 = The Library = This large library is lined with bookshelves containing
materials of a mundane nature. Treatise on history, warfare, and politics,
take up the majority of space. A thick rugtakes up a third of the room. If
closely examined, the rug appears to be of thick, colorful, leather.
(MOMSTER - Rug Monster — The creature’s underside is covered in tens of
thousands of chitinous legs.) [TREASURE — A low level spellbook may be
found hidden amidst all the dull tomes]

#3 —The Lab - This room is obviously a laboratory for dark
experimentation. Two metal tables, grooved for the drainage of blood,
dominate the room. The air here is colder than elsewhere, and the blue
light of the torches flickers. A rolling tray covered in foul looking
implements of vivisection and torture sits next to one of the tables.
#4 - The Pens — There is no light in this room. In the darkness can be
heard a strange, fluttering, whirring noise. As light is brought to bear,
dozens of cages, of varying sizes, can be seen. The tormented inhabitants
of the cages are long dead, several of them having battered themselves
against the sides of their cages. (MOMSTER - Frozen Faerie — An icy
creature created by infusing a small sylvan being with Cryomagics. The
beast has been driven insane by torture and loneliness.)

#5 — The Entryway — This collapsed passage leads towards the front of
the glacier. It obvioushy was the main entrance for those seeking
audience with Cruxis. [Clearing the debris is possible, but will take 24-48
hours of labor)

#6 — The Audience Chamber — A round table with 8 chairs and an carved
throne, bearing the likeness of an owl, fill the central portion of the
chamber. All of the chairs are carved of fainthy blue ice, and even the
white inclusions within the ice appear to have been intentionally woven
into give the appearance of woodgrain.

#7 - Servant's Area — This large room once did multiple duty as kitchen,
closet, and quarters for the servants. A long table takes up the Western
wall, its surface scarred from the cleaving and preparation of meats for
meals. Along the north wall are shelves of dishes and fine settings,
obviously for meals with distinguished guests. The Eastern wall holds rags
and holystones for cleaning. The door to the south opens into a panty full
of foods presenved within blocks of ice. (MOMNSTER - loy Kobolds (4) —
These creatures are torpid beneath rags at the base of the Eastern wall.
They will awaken two rounds after the party enters the room. They will
initially attack with icy breath before resorting to small knives)
[TREASURE — Silver candlesticks and place settings of rare craftsmanship]
#B — The Playroom — A torture rack of ice is situated upon the Western
wall of this room. Other devices, such as a transparent iron maiden made
of ice, and other incasement devices of agony, are scattered about the
room, still waiting to be used again. Peering closely at the iron maiden
reveals a reddishness to some of the ice, where a victim had died
sCreaming.

#9 — The Dining Room — This lavish dining room is laid out as if for a full
state dinner. Food, now frost-burned, sits heaped upon silver trays.
Several figures, mummified by the cold, lie onthe floor near their
overturned chairs. Broken arrows litter the floor, and it is apparently that
there was a sudden and decisive attack made upon those in this room.
(FAOMSTER - Frozen Mummies — Will attack with their bare hands. Treat
as zombies taking double damage from fire-based attacks and no damage
from cold based attacks) [TREASURE — Silver platters, each mummy has a
fine quality weapon hanging unused at their side]

#10 - The Jakes — The door to this small chamber hangs open, having
been smashed in. The cold air here masks much of the smell that would
emanate from this century old privy. [TREASURE — Seriously, no.]
#11 — The Alchemical Workshop — Passing through a chill-blue curtain
the party enters the remains of a once grand alchemical workshop.
Shattered glassware sparkles from the floor and scorch marks from
combat magic scar the walls. Frozen puddles of magical ingredients
sparkle and catch the flickering blue light. A number of the magical
torches here have been smashed beyond use. (HAZARD —The icy
companents aretruly dangerous. Those exposed must save against the
magics contained therein or be turned to frozen statues)[TREASURE — 2
potions of healing may be found amidst the wreckage. The effect of the
potion will appear as ice covering the wound and slowly coloring to flesh-
tone]

#12 — The Bedchamber — The ceiling of the entryway to this chamber is
lined with a number of small holes. The room beyond appears to have
been untouched by the battle that waged here. A four post bed with
curtains that appear to be made of frost, sitsin the Southwest corner,
while a large wardrobe sits opposite to the Northwest corner. (MONSTER
— lce Worms — These icy flesh boring creatures will shower down through
the haoles onto the first person to enter the room. They will immediately
begin to chill the flesh of their victim and burrow into their victim's flesh)
Once in the room, a writing desk, covered in notes and containing a large
spellbook can be seen in the Southeast corner of the room. [TREASURE —
The spellbook of Cruxis the Cryomancer, the Journal of Cruxis the
Cryomancer].

#13 — The Panic Room — The door to this room is barred and must be
broken in. Even after, the door only opens halfway, being blocked by
something on the other side. The interior of the roomis lined with
protective circles, charms, wards, and runes meant to protect a caster
from outside magical attack. Within the roomis a figure, stuck to the
floor, made entirely of colored ice. It appears to be the remains of Cruxis,
his body badly injured by weapons and spells before being transformed.
[MOTE — As originally play tested, Cruxisis still alive, having transformed
himself into ice to preserve himself while he slowly heals. If left
undisturbed, he can seek out the party later for having plundered the
ruins of his home. If the figure is destroyed, the magic of the torches ends
and the dungeon is plunged into darkness]

http:/ fereativecommans.org/li censes/ by-sa/3.0

Return to Index




Brad Black - Baphomet's Basement
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bygrinstow - Den Of The Dreamers

DIAMOND DRAGOMN CASING KEY
D Q Q- D Q-a e- 5. Stairs — made to look precarious, grimy and disused [which
thrills the wealthy partiers), but they are perfectly safe. The

bottom-most section flips up for access to and from the Hall.

In a secluded back alley in the sprawling, corrupt city C. The Casino floor contains numerous games of chance. The

of Korrnegrum, there is a pair of double doors on a casino (which does not pay taxes to the city) only operates
building with no signage. Inside, past the curtains, at night, and reaches peak occupancy shortly after midnight
patrons loll on rough mats or inside cushioned booths, (generally 10x 1d20+30 partiers at peak any given night).
sp&nding their hours hulf—dr&uming under the w&ighf:_f_. H. A Secret Hall surrounds the casine floar, with numerous secret
souknumbing influence of questionable narcotics. viewing ports and ways to burst onto the Aloor and intercede i

trouble arises. While the casino operates, 2dé x2 guards are in
But beyond this “Den of the Dreamers” “ the Hall menitoring goings on.
there is an illegal casino that excites A D M. Cashiers Chamber. A& window by the door grants access to
wealthy youths and attracts , ’*’ " those trading chips for cash and vice versa. There is also
those who seek to prove Ll'1,...-.rl'-'"'- % S counterfeiting equipment that runs in daytime hours.
their cm|lfc: the world _‘fn;,'l.' p O. The Office for the whole
|L::yt\r&n+ur|ng .-ﬂ'l'g" operation is where
inside.... « g W the boss works,

T = 2 <P, S with 1d8+2
’-“ﬁ.& AL ,.‘;' v "‘ f ! guurds.
QIR AT, 22> i
N %""ﬁ e % - v:nulrlhar‘haiI:ﬁI ccrinj
And unbeknownst w Ei%%*gﬂ&mmﬂ;ﬁ : . P * * kﬁr. m;d;uﬂ 5:‘2”
to all involved (visitors T g #ﬁﬁw{ﬁw o S - et e

S P :
and operators alike), % #‘ hidden around
deep below the casine a race of strange subterranean -‘* s

LSS T. This secret

creatures has drawn near, feeding on the brain = ‘ & i ’.
waves of those far above in their withering #" “' & % reom contains
narcotic stupor.... “‘ I .’. the genuine

Qo<

loot: 10420 x 750
DEMN KEY *£ #‘ coins in a trapped safe.
E. The Entry is decorated with huge £|H #*’ “"" \
murals of dragons cavorting. There are { ﬁ ‘ roem contains 1dé 3 staff, plus 2d12
1d3+1 attendants screening visitors, g 35 eoins’ worth of items/loot.

{
PEr : f
subtly determining if they are here for t} 0_ 10 feet X. The deluxe dormitory for the Boss. Contains valuable
]

the smoks o mIgumbIn, or if they bt items worth 5d20 x5d20 coins. 1d3 Companions are sleeping
meddlers, investigators, or the authorities. Tl RS L. Ty

J L]
, b o
D. The Smoke Den. The floor is covered ,. %&\ @\ SLIME CAVERN KEY
L ‘}i
g .

in mats and the smoke-fogged room is

P.The Pit. The angled hashing indicates a poarly constructed
brick wall, which conceals a small sinkholetype pit that
leads deown 300° to a cavern below. A bit of
a search will find a few bricks looser than

the room.

B. Dormitories for the staff: each

ringed in curtained booths. There are

always 1d20+2d 12 patrons here and { \ ~
1d12+2 attendants, making sure ! TN
patrons are watered and not ~

overd oing it and generally o most, and the wall can be knocked in
on the lookout for trouble. quickly or dismantled Fairly easily, if not
There are also 1dé perfumed quickly.

“Companions in the Smoke”

sl ch ke ey, L. The Lair of the Psykons. At the base of the pitis a large, slime-

coated cavern. 5d12 Psykons have been drawn here, entranced

by the dreams of those in the Den. The Psykons can be roused
to violence, either by attacking them dired!ly or by
disrupting/removing the ‘dreamers’ far above. If the %

dreamers stop, the enraged Psykons will easily scale '

The Companions R i
will also single out _'_,,-f"ff
likely candidates < >
te plant subliminal

suggestions in their minds while they are under the influence of the shaft and rampage vpon the surface world, | "

the smoke. Suggestions include: 1) entice others to visit, 2] join starting with the Casino, trying to find again the

the gambling games, 3) seek out info, 4) reveal info, 5) plant dreamers’ sweet psychic song.

evidence, &) assassinate targets. Game-statistically, the Psykons are as ores or similar base

P. Preparation Area. The narcotic substances are mixed here, and creatures. However, their slimy touch causes the transfer

2dé capable guards stand by for possible trouble. The of a psychotropic chemical they secrate, which causes the

Companions also rest here when not working on the floor. target to experience extreme hallucinations, effectively
Pﬂrﬂl':fzﬂd {Dr ]dd r{:unds |J|'||‘E‘55 |'|H or 5|'|E can save

U. Wtility Space. This is storage for general items and includes a against the effect.

kitchen to make simple, bland food for the Den and exotic finger P Tcithi - BBl :
foods for the Casine. 2d3 exhausted attendants are present at N L R o

any given fime. This One Page Dungeon & released under the Creative Common Attribution Share Alike 3.0 Unparted
license. hitp:/ feremtivetommens.org,Ticenses, by-sa,/3.0,/
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Chris Coski - The Devils Teapot

The Devil's Teapot

by Chris Coski = hittp://clashofspearonshield blogspot.com/

The Devil's Teapot is a natural rock foarmation;
smoke rises from the spout and lip. Legends say it
holds the Dead Man's Tongue, an oklong gem
worth a small fortune.

Terms: "Roll" refers to whatever saves, checks, etc.
your game systermn uses. Damage from hazards is
categorized as light, moderate or heavy (per
garme system). Monsters are easy, medium or
tough [relative to PCs; stat according to system).
Treasures are small, medium or large (relative to
PCs' level and system).

Entrances: The Spout (20" wide, roll required to withstand concentrated gas or take heavy
damage) has a climbable siope. The Lip [120' across) does not, and requires PCs to find a way to
make a 50' vertical descent through empty space fo arock island (#3, 5, &, 7, see overhead
view). lslands are visible from lip; island contents aren't (shadowed by glowing magmal).

Rock Islands: connected by natural stone bridges
(see overhead view).

1. Magma. Allwho fall in die.
2. Spout Island. Accessible via the spout.

3. Intermittant Flame Jets. When crossing, roll or
get hit for light damage.

4. Weak Rock Bridge. Weakness of rock is obvious.
1iné chance for piece of edge to crumble for
each PC crossing. On every third crumble, victim
must roll or fall into magma [#1).

5. Fire Beelle Hatchery. Several baby beetles (easy). Unhatched eggs (like gemns, small freasure).
6. Hot Rock. Magma well under this rock island; hotter than elsewhere. Roll 1o avoid passing out.

7. Fire Beetle Lair. Mother and Father Beetles [medium, see #5). Mother carries two unlaid eggs -
liguid inside is equal to two hedling potions.

8. Skull-Shaped Rock. In the "mouth” of the rock is the Dead Man's Tongue (large treasure). Roll
to break the tongue free. Doing so attracts the Winged Fire Lizard (#9).

9. Winged Fire Lizard Lair. Winged Fire Lizard (tough]. Flies and breathes flame. Small cache of
excremental gems (medium freasure). PCs can roll to jump here from Skull Rock island [#8) or
find other means.

Creative Common Attribution-Share Alike 3.0 - http://creativecommons.arg/licenses/by-sa/3.0
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Chris Salmon - The Wizard Returns

The Wizard Returns

Rumaours of & shooting star draw the party to a most unusual crater. A
circular floor of blackened, worked stone lies at the bottom of the pit.

Severzl of the stones have collapsed into the silent darkness below...

T'he Tower - Part One

1. Storeroom

This circular stone room is upside-down, its contents now dumped
violently onto the ceiling below. Aninverted staircase snakes around the
wall, leading down into a hole in the ceiling. The words, "the herald
approaches" are daubed, upside down, on the wall. Half-broken crates,
sacks, barrels and chests of all sizes cover the ceiling/floor. Each 5ft of
movermnent across the floor requires an DC 15 Acrobatics check to avoid

stepping on something {see Toble 1 - Watch Your Feet).
Table 1 - Wateh Your Feet

d100 Result

0-50 Something cracks or squishes underfoot, but otherwise no
effect.

51-60  Splinters! - the crate's frame snaps beneath your weight, 1d3
splinter damage.

61-65 Emergency Skeleton Kit - the crate's lid pops off, bones spill
out, assembling to form 1d6 skeletons.

66-70  Contraband - stepping on this sack releasesa green, 10ft
doud of hallucinogenic spores (Confused for 1d3 rounds, Will
DC15).

71-73  You kickopen asmall chest, containing either 1d100 gold,
1d4 gems or a ring. There is a 10% chance the ring is magic.

74-76 Victuals - You slip on a greasy slab of cheese, 1d3 fall damage
(Mauseated for 1d3 rounds, Fortitude DC 10).

TF-78 Victuals- A large clay pot cracks open, splattering a 5t radius
with sweet, sticky honey.

B0 -81 Victuals - You are half-soaked by a tumbling barrel of sour-
smelling mead.

B2-B3 Victuals- A box of eggs, all colours and sizes, spills open. Cne
hatches, releasing an angry, venomous snake.

84-85  Whywould you packthis? - A large box breaks apart asyou
clamber over it, tipping you into the gelatinous cube within.

B6-190 1d6 misc. potion vials roll out of avelvet bag (Reflex DC 15 to
avoid slipping and crushing half).

9193 Brightly-patterned robes unfurl out of a large sack. Closer
inspection reveals a large iron key tucked in a pocket.

94-96 The bees, the bees! - A large glass jar smashes open to
release an enraged swarm of wasps.

9799 Fire! - You crush asmall tank of compressed Alchemist's Fire.
5ft splash 1d6 fire damage. The blaze quickly spreads
throughout the room. 1% chance each round that another
nearby tank explodes.

2. Laboratory

The walls are covered with levers, pipes, dials and shelves. Another
imverted staircase snakes around the room, giving accessto the various
controls, and leading to another hole in the ceiling below. A delicate silver
candelabra rises from the centre of the ceiling, which is littered with
smaller debris, books, broken glass, and 1d10 ever-buming candles. A
crazed, invisible imp liesin wait.

3. Collapsed room

i - The purpose of this partially-collapsed room is obscured by mounds of
stone and earth. The stairs down are blocked, but a tunnel dug into the
earth leads out of the tower towards chamber A

The Ratkin Burrow

The narrow tunnels and chambers of the burrow are warm and dank.
Patches of grey fungus glow with a dim light throug hout.

A. Larder

This bloody chamber stinks of rotten meat. Suspiciously bipedal cuts lie
among the chunks of yellowing, maggot-infested flesh. A cleaver-wielding
Ratkin butcher and hissous chef guard the store against hungry thieves.
B. Throne room

Two armoured Ratkin stand beside the empty throne, 2 dirty, rusted chair
of iron, bronze and bone. A bloody altar standsto one side, bones and
detritus litter the room . A Ratkin priest sitson the floor, grinding

mushrooms.

By Chris Salmon - inspired by Mike Mignola's Hellboy: Congqueror Waorm
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C. Mursery

Bald, mewling rat-babies crawl around a pen filling most of this chamber.
They are protected by three wild-eyed Ratkin mothers.

D. Sleeping chambers

At the sound of battle, 1d6 poorly-armed Ratkin appear from each of these
chambers. The rooms themselves are strewn with half-eaten food and
nests made from straw and soiled cloth. A tunnel out of the Eastem
chamber leads to the surface.

E. Armoury

This small chamber contains a ragzed arsenal of swords, clubs, short
spears, shields and armour, all in various states of disrepair. The room is
unoccupied.

F. Barracks

The room serves as sleeping quarters, training ground and gaol. The
grnawed remains of 2 humanoid sit chained against one wall. At the farend
of this chamber, a large, partly-collapsed doorway, the entrance to the
Tower, leads into room 3. The chamber is populated by 1d3 enslaved
human farmhands, digging out a passage into the tower, 2d4 Ratkin
veterans, and the tall, two-tailed chieftain of the Ratkin. It wields 2 magic
Dwarven axe.

The Tower - Part Two

3. Collapsed room - cont.

ii - This section of the room can be reached, through what remains of a
large doorway, from chamber F. It is strewn with chunks of the thick oak
door and Ratkin tools and mining equipment. The excavation of a route
down to room 4 is mostly complete.

4. Bedchamber

A huge oak four-poster bed, fixed to the floorfceiling, dominates the
centre of this room. Leather straps hang down from either side of the bed.
On inspection, the straps have been snapped apart. Fluids of various
colours are smeared across the walls, spelling out, in 2d6 languages, “the
herald is come". A wooden ladder leads down to around, bronze hatch. A
large keyhole sits in the centre of the hatch [Disable Device DC 15, or open
with the key from room 1).

5. Cockpit

The hatch opens with a hiss of pressurised air. Raw magical energy
vibrates through the close, dry atmosphere of this room. From the pointed
centre of the tiled roof, 2 metal pole pokes into the room. A crystal ball is
mounted on the end of the pole. A small leather chair is suspended by
taught silk ropes within a half-gyroscope frame of fineby-wroug bt silver,
within easy reach of the crystal ball. In the chair sits a figure wearing a suit
of leather and dragon-scale armour and a helm with a large glass visor. The
inside of the visor is obscured by swirling grey smaoke. A voice, deep and
ancient, emanates from the walls - “THE HERALD WAKES...". As the words
echa, an oily tentacle slaps against the inside of the pilot's visor, cracking
the glass. Thick, night-black tentacles slide out of the visor, impossibhy
long. The Herald of the Cld Ones pulls itself through, its song of triumph a
terrible, guttural screech...

http:ffcreativecommons.orgflicense s/ by-sa/3 0
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Christian Hollnbuchner - The Book of True Names

Created By Christian Hollnbuchner
Licensing: Creative Common Attnbution-Share Alike 3.0 Unported license ( Jiere

1 ... The entrance portal. It winks out of existence once all
characters have entered the vault and can not be reactivated.

2 ... The red portal. This poral s only active when the red
switch on Platform D is activated and the red gem glows a rch
ruby red.

3 .. The green portal. This portal s only active when the green
switch on Platform B is activated and the green gem glows arich
emerald green. This is the only portal active as the party enters
the vault.

4 .. The blue portals. These portals are only active when the
blue switch on Platform € 1s activated and the blue gem glows a
rich sapphire blue.

5 ... The Cyan portal. This portal is only active when both the
switches on platform B and C are deactivated.

6 ... The Magenta portal. This portal 1s only active when both
the switches on platform D and C are deactivated.

7 ... The Yellow portal. This portal 15 only active when both the
switches on platform B and I are deactivated.

8 ... The exit portal. The only way out of the shielded Vault. This
portal of ominous black fog is only active when all three
switches on the Platforms B, € and D are active.

A . Upon entering the Vault the heroes land on this platform. At
the start only the green portal from here to platform B is active.
1t is otherwise nondescript.

B ... At the center of this platform sits a pedestal crowned by
what looks like a large emerald. At the start it is shghily
depressed and glows arich green.

C ... Al the center of this platform sits a pedestal crowned by
what looks like a large sapphire.

D ... At the center of this platform sits a pedestal crowned by

what looks like a large ruby.

E ... On a massive stone altar rests a book bound in leather and
steel. 1t shows the first reader the tue name of any one person
and all there 15 to know about that mdividual.

F ... Another secemimgly empty platform. One of s three portals
is the only exit from the vault.

Many reasons could drive an adventurer to search for
the infamous book of tue names.  Many mmors
surround it but only few facts are know.

Still you managed to find the vault where this fabled
text has been hidden. Amidst a vast nothingness so
empty it hurs the eyes the portal has deposited you on
a simple platform of stone fenced in by a rusty iron
fence and a few other portal arches.

One of these portals is broken while another is filled by
a warmm and welcoming green glow and the third 18
empty. Just then the portal that lead you here, the fourth
on this platform, winks out behind you.

A short distance away you can see five more stone
platforms similar to the one you stand on. On three you
can make out pedestals crowned by large gems. On
another platform you see a stone altar, a large leather
and steel bound book resting on it. One of the gems, on
a platform with another green glowing portal glows in a
nch green color itself.

Could this really be the fabled book of true names?
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Christian Stiehl - Shrine to the Stars Between

THE SHRINE TO THE STARS BETWEEN
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Daniel Dean - Tower of the Fox

mfu L uﬁ:ﬁfunﬂt THIS. oy auglle The Party has coms to a village in search of missing

ativ nn-_:,,,ﬂl'Qr [ — goats & sheep. Arriving before daybreak, a weeping

htlp ere 355,3.0 A mother telis them of a fox who stole the breath and
> 'uc YV , spirit from her slseping daughter. RETURN THE FOX.
; w8 \ w - Roll 1 Bisck D6 SAVE THE CHILD.
— & 1 White D& ...Not so simple

5. CREATURES each hour searching.
EMERGING FROM 1-2 om White: Wikerness Encounter.
FOX'S 4-6 on Black: Party Discovers the Tower.
WS TRY: Black die's # determines encounter type.
AW 1 - Boar - 2 - Wolf - 3 - Wildest - & - Gisnt Bat -

: &’ 8- Stranglevines - & - Hornet Swarmn. All excepl
’ -9 will Oee when near death.

Elf script above the door reads:
- U 0 "Tower of Etiquetie.” The door's
. 10 0! ’- magically sealed and must be
' .“d : The Fox will Mresched by KNOCK. fores, fire,
o flee into the  .or asking to be let in politely.
4. TAPESTRIES CANNOT tow er once spotted. Outside are crudely
ECHEHTED BURNED, butchered sheep snd goat carcases Within
OYED WHILE mgdcal tapestries. some partially unwoven.
ﬂHDESTR
‘ud. RIP adorn all walls. The Fox can enter these and

the party can follow into any tapestry it enters.
ROLL 1d30 ON TABLE TO GENERATE X

ROOMSTAPESTRIESSMALL WORLIES.

0 g
% YHE LOOM IS CUBSED EEE 3% gi _;5;; {E
TO WEAVE TAPESTRIES aziii‘l;'—'{! ‘! E.E i!gi
; f ORE VER. IF YOU ri-!"!'h'“’ i H
| YHREATEN HER OR HER jrg. ;!"%’;JZIE’-- !!‘ }’
1 onese i poun SEEEHFEHETTHE L
HER ROOMIS AT THE :i__;;!_!i!,g:i,-!;!,!tf__-!r
XY .,1 TOA OF-THE TOWER. “FEF LS § a!.:.a!:!!
ﬂaj CAN SHE BEFF!EED"' X¢ PR =
SRS RIS B EITEEE
O e P TR
HE VILL b ' . P =.I_-= it : - &
BI!.D(;;‘*.E HOONRISE \ v’ I‘ -EE '--E;El 'Ei %%Eii-‘
' THOTRHEI
sE3ZivsiseristicEs
i ii::i dritnicics
ML EE N85 2

' .'..!'"‘*

g 1Y

}‘I.QETUBN EFOX TO
ITS TABLEAU AT*

‘_;row BEFORE OTHER

RIBLE THI
OUT BEHI
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\TTLE GIRL : -
DIES. ﬂi V“MGERS v '%

~.£..
N

L lnL-- h:n. Recover

your pig-kin, the huntsman’s 5. Seduce the plous virgin.
4. Save vs the red grass or  venture there should you

sleep. Tear spen an escape
5. The tinal decisive battle, #tross i
Kill the enemy warlord!

using antlers of bvory stags, 1L 7T
6. The Ritual begins!

3.Find the tepiary sphinx in topestry.
the maze. Solve her three

2. Join the wedding feast.
riddles.

Get staggeringly drunk.

midwinter's dinner.
Remain drunk for rest of
game.
Sacrifice a hand, an eye, an
ear..one death releases all.
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Daniel O'Donnell - The Witch of the Well
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Darcy Perry - Castle BlackHawk
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Darren Bellisle - The Devils Pitchfork
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SLAVE HOLD OF
THE OGRE MAGE

A OME PAGE DUNGEON BY DAVE ZAJAC

BACKGROUND

While resting at a tavern called the One-Headed Hydra,
the PCs are approached by, Hartlow Grommin, a warri-
orseeking help in rescuing his adventuring party from a
rundown keep in the nearby mountains. Hartlow will
explain that his party was trying to dislodge an ogre
mage slave-trader who hastaken up residence at the
site. This is only a partial truth. In actuality, Harlow is in
league with the ogre mage, Taltar, whao is capturing
humanoid stock to sell to the dark elves that live below
the mountain. It is Harlow's job to bring high-end stock
to the slave hald.

Hartlow is an accomplished liar who has a complete
backstory fabricated about his imaginary adventuring
party. The fictional characters include Lester Pullman —
a gnome wizard, Yama Faithlight—a dwarven cleric of
Mioradin, and Dillin Lymoor—a light-hearted half-elf
rogue. Mone of these individuzls actually exists, but
Hartlow manages to spin a convincing tale nonetheless.

If the PCs accept Hartlow's quest, he will unerring by
guide them to the ogre mage's slave hold.

FEATURES

The slave hold was once adwarven outpost set near a
narrow mountain pass. A century ago, it was overrun by
giants and looted before being abandoned. Most of the
interor consists of hewn stone rooms and corridors.
The corridors are built with 10-foot-high ceilings, while
the ceilingsin all the rooms are 20-foot-tall (save areas
1and 6, which open to the outside). Torches are spaced
periodically throughout the complex to provide light.
Unless otherwise specified, the ogres are not smart
enough to flee an attack and will fight to the death.

ROOMS

1: OVERGROWM COURTYARD. This overgrown court-
yard was once a place for the dwarves to socialize and
enjoy some fresh air. A natural cistern exists in the
northeast corner of the space. The entry doors to the
area are rotten and falling down. The 10-foot-tall ledge
to the north is cuttered with weeds, grass, and small
trees. Two ogres lurk here, waiting for intruders. If they
see Hartlow, they will attempt to remain hidden, and
wait until he opens the doors to area 2 before leaping
from the ledge to attack. When this happens, Hartlow
tums on the party and attacks them, as well.

2:ENTRY HALL. If the ogre guards in area 6 spotted the
approaching PCs, they will likely have moved here to
prepare an ambush, taking up position on each side of
the double doors. If not, this area is vacant, except for
some broken dwarven statues and torn, half-rotten
tapestries on the wall of dwarves fighting giants.

3:SLAVE CELL 1. A locked cell liesto the west of this
area. Inside are a pair of twin female elves [Tevnaand
Elsa Leatwalker), dressed in rags. They do not appear to
have been mistreated or even malnourished. They will
beg for the PCs to help them escape. They were
brought to the slave hold unconscious and have no
knowledge of its layout.

Dave Zajac - Slave Hold of the Ogre Mage

4: SLEEPING QUARTERS. Piles of straw
and dirty blankets litter this space that
the ogres obviously use for sleeping. If

the PCssearch through the straw, ﬁ{D 3

they will find a pouch containing 325 77 1 7 27 \”(,»

gpand anonyx ring worth 150 gp. . E% [
Al

5: SLAVE CELL Il. Smashed, rotten AR AR " LECECLEL O

fumiture lies scattered about this e ) Vol

room, which the ogres use for eating ’ 4 5 /,%//;ff’ﬂ

and playing dice. Only a large table in E”’ ¥ i \ TCrrrs

the center remainsintact. Several g ] |1I| 2 ﬂ ,»/4: E"';

crates have been brought in to serve — o "_'

as chairs. On the north wall are twao , s v L |

locked cells. The west cell halds 2 e ,’g ﬂ@ = E

human males and the east cell con- @ 5 /:/:/;f ,,:;’, — I

tains 3 human femnales. All have sacks AL SR AAY #

over their heads. They are the most v, @ 7

recent additionsto the slave hold, but I L
FEIF r s

since they were brought in hooded, ’;}//

they know nothing beyond the obvi-
ous conceming their captors or the
fortress layout.

6: ELEVATED LOOKOUT TOWER. The lookout tower in
thisarea lies 15 feet above ground level and isexposed
tothe outside pass. Two ogre guards wait here hidden
below the parapet. If they spot the PCs, they wait until
the group entersthe courtyard before slipping inside
and moving to area 2 to prepare for an ambush.

7: KITCHENM. Two gutted and decapitated dwarven
corpses hang upside down from the ceiling by chains in
this makeshift kitchen. In the far corner of the room
next to a fire containing a boiling cauldron, a short,
flabby ogre works diligently with a meat deveron a
stumpy leg that rests atop a chopping block. On the
floor in the corner lie three male dwarven heads. The
ogre is busy and will not hear the PCs enter.

Unlike the other ogres in the slave hold, thisone
(whose name is Kark) will only fight if attacked, and if
threatened sufficiently will reveal the layout of the
slave hold and the contents of its rooms in crude com-
mon. Kark does not, however, know of the secret en-
trances to Taltar's inner lair (areas 11 and 12). He only
knows the ogre mage has an uncanny knack for appear-
ing and disappearing.

8: SLAVE CELL IIl. Muffled screams emanate from this
locked room. Inside, three naked ogres watch as a
fourth ogre brutally rapes a female dwarfatop a stout
table. Keys dangle from the lock of an open dooron the
south wall. The keys open all the locked doors in areas
1-10. When the ogressee the PCs, they attack, hooting
loudly, hoping to draw the attention of their allies in
area 10.

The dwart, Amandin Northway, was part of a
dwarven trapping party that wasambushed in the
mountains. She saw her three male companions slaugh-
tered during the attack, but she does not know they
now hang in the ogres’ kitchen (area 7).

Amandin has been raped and beaten by every ogre
in the slave hold except Taltar. She does not know the
layout of the complex, but she does know it holds a
total of 14 ogres (this total includes Taltar).

9: SLAVE CELL IV. Two ogres sleep atop straw piles in
this locked room. A slave cell on the west wall holds 3
male humans, the survivors of a recently raided mer-
chant caravan. The men were the caravan's guards, but
they have been stripped of all their possessions. f the
PCs attemnpt to open this door, they draw the notice of
the two ogres in area 10, who move to attack. Afight

Return to Index

outside this area awakens the ogres within, who join
the battle on the following round.

If the PCs free the caravan guards (named Devin,
Thom, and Percy), they may be able to talk them into
helping liberate the slave hold, but only if the PCscan
provide them with weapons and armor (which can be
found in area 10).

10: STOLEN GOODS. Crates, barrels, and piles of weap-
ons litter this area, a product of the ogres’ plundering.
Two ogres stand guard here, watching the west hallway
and nearby door. They attack at the first sign of trouble.

While most of the items in this area are not valuable
to the PCs, they can find enough swords, bows, and
arrows to arm the caravan guardsinarea 9.

11: TREAS URE ROOM. This magiczlly locked room can
only be opened by using Taltar's enchanted key or
some form of magical spell. Inside is 2 locked and
trapped chest. if the chest is opened without first dis-
arming the trap, PCs adjacent to the chest suffer 6d6
damage aslightning arcs from the chest to their bodies.
The chest contains 1,596 gp, 1,235 sp, 13,986 cp, and 3
magic iterms of the game master's choosing.

12: TALTAR'S QUARTERS. This unlocked room holds
Taltar's private quarters. Unlike the rest of the slave
hold, fine tapestries hang from the walls and lavish rugs
cover the floor. A smaller room on the north wall holds
a large bed covered in blankets and pillows.

The ogre mage can be found here, studying a scroll
at a large writing desk. When the PCs enter, Taltar is
truly shocked to see them, but his surprise quickly tums
to anger, and he attacks with awhite-hot rage, hurling
magic and insults at the PCs in near-perfect commaon.

If the PCs defeat Taltar, they find the scroll below
and the ogre mage’s enchanted key, which opens the
door to area 11.

Taltar,

While the gquantity of the stock you are supplying can-
not be denied, we also require guality if we are to mave
the product. Elves are af particular popularity as play-
things, as are humans Do not bother with dwarves,
there is currentiy no market for them.

L

=5aliz Der‘nun aof House Rakarn

license: Creative Commons Attribution-Share Alike 3.0
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David Dolph - Mad Gnome

The Mad Gnome and the Earthquake Machine  written by David Dolph http:/fereativecom mons.org/licenses/by-sa/3.0/

Miall Lokohin traveled all ever the werld designing and constructing buildings ranging from palaces to hunting lodges. It was only
later discovered he was insane. His buildings were built with hidden traps that activated years after the place was built_lethal traps.
He was captured, given a trial and exeeuted as a murderer.

MNow a year after his death, the loeal city is hit by a series of carthquakes. Serying has determined the danger originates in the
basements of the city hall, a building designed and built by Niall Lokohin. As a form of preemptive revenge he had created an
Earthquake Machine set to go of T if he did not reset the controls, which he can no langer do since he is now dead. The carthquakes
will continue until the city literally falls in amengst itself. However, beneath the eity hall is a way to turn the machine off. Thus far,
three sets of adventurers have entered the basement and not returned. It is now the player characters turn to try and save the city.
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The Mad Gnome and the Earthquake Machine
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Room 1: Entry

The stairs down lead into this barren room. On the door leading into the complex is a sign; "Unto those reading this: Know that |
must now be dead and this is my revenge. My revenge is two-fold. 1 would know this city will be destroyed and second, those who
seek to stop me will die to what lies beyond this door. However, know thee there is a way to succeed - so send in more fools.”

Room 2: Wind Room

A strong wind blows from the east side of the room; this causes movement rates to be halved. There are several walls seattered at
random. There are three magical orbs in the room. Orbs can be attacked. They have moderate AC and HP, but once "killed” they
do not disappear, instead they now do low damage.

Each round, one Orb activates in the following pattern: Red, White, Blue, White, Red, White, ete. [Red Orb: Does moderate fire
damage to everyone in the room. White Orb: Wind increases and pugheg everyone back 20" except characters hiding behind a wall.
Blue Orb: Does moderate electrical damage to everyone in the room.

Once the party exits this room, there is a stone tile on the floor of the corridor beyond with the letter "T" on it

Room 3: Tﬂaport Room

This room is 30" high and divided inte 3 floors. 10° above the room the PCs initially walk into (floor 1) is a glass ceiling and another
room about this one (floor 2) that again is 10 high and has a glass ceiling with the 3™ floor above that (floor 3). There are golem-
type monsters on the two floors above the PCs On cach floor are 4 swirls of darkness; on the map cach swirl is labeled with a
letter. By stepping into a swirl a PC or monster is teleported to the corresponding swirl on a different floor. The monsters will use
the swirls to try and gain advantage against the PCS. Note that a being can not use a swirl they have just exited from. The door out
is on the initial loor but will not open until all the monsters have been killed.

Once the party exits this room, there is a stone tile on the floor of the corridor beyond with the letter "A" on it

Room 4: Lever Room

Written on the floor just inside the room are the letters "ROY GBIV, Four levers are in the room, each painted a different color
Red, Yellow, Green, Blue. The exit door will not open unless the levers have been flipped in the correct sequence (Red, Yellow,
Green, Blue). Also in the room are two crackling White Orbs. The Orbs take no damage and do high damage to anyone within 10
of them {adjacent to them). The Orbs will move toward anyone in the room at a moderate speed. If someone attacks an Orb it will
move toward that person. Orbs will not exit the room,

Once the party exits this room, there is a stone tile lying on the floor of the corridor beyond with the letter "E” on it

Room 5: Machine Room

A loud rumbling can be heard, and felt, through the floor. [The floor is impervious to damage in case the PCs try that] On the far
wall is a 3x3 grid with the numbers 1,23 then 4,56 then 7,8.9. Above the grid is written "When is a word something else?” and 3
square indentations. The indentations are the same size as the tiles the PCs have received for completing the earlier rooms.

The way to stop the Earthquake Machine is to press the number 8 (the tiles can spell out the word "ATE”). Pressing any other
number causes the Earthquake Machine to go off — the PCs will be safe from harm but the city will take more damage.

Return to Index




THE SCEPTER OF

David Dudka - Sceptre of Yolacha

By David Dudka (david_dudka@hotmail.com)

Publizhed under Creative Commons (hitp:fcreativecommons org/licenses/by-sa/3.00 )

YOLAA a7

While traveling through a wooded region the characters are approached by an venerable ef named Nindrol. "f am in need of heroes. | have known these
woods far a score of centuries and it's spirt is as dim as | can remember. At the heart of this shadow is a single tree, a Geldar tree, almost as ancient as .
Once great and notie it is now bent by darkness. | possess knowledge of such things and a shadow of memary reveals that | must go deep beneath the
roots to find that which curses green leaf to gray Wi you aid me in this noble guest?.”

1. The mass of the Geldar tree
spans thitty feet across and
hundreds high. It's age thick bark
would be like taking axe to iron.
The canopy casts an unwelcome
shadow on your approach.
Between the roots near the center
trunk an entrance is visible.

- the tunnel descending under the
tree is only 5" high and very steep
at some points (70 degree slope).

2. The tunnel cpens into a natural
cavern (&' high). The body of an
adventurer in leather armor lays
partially buried in the earth. The
body is punctured with more than
a dozen stab wounds. A money
pouch with 15 goid can be found.

- The group can spot a saber
waorm slide back into the earth

- 1d8+6 saber worms will attack,
stabbing from the floor, ceiling and
walls in the tunnels between area
2and 3 and area 3 and 5. (AC 16,
Hp 5, ATK +2/+4 sumprise, DMG
1dd+1).

3. The tunnel opens into a large
deep cavern filled from top to
bottomn with a spiderweb of moots.
In the near darkness dog sized
creatures scurry and leap across
the tangled landscapa.

-This area is a nest of 2d6+10
clawtail rats (AC 14, Hp 6, ATK
two at +3, DMG 1d4, SA Hide).
They will be very protective of
area 4. Moving through the roots
will require both climbing and
cutting. At the bottomn of the
cavern is a partially eaten body
inside a suit of plate armor. A fine
steal broadsword lies wedged in a

4. A bloated horse sized rat and
30 pups occupy this cave. The
matron (AC 10, 25 hp) cannot
move but four body guards (as
above but with 10 hp) will fight to
the death. Amaongst the filth are
36 gold coins and Dimmer, a +2
short sword that grants +3 to hide
in shadows bonus.

5. This large cavem appears
empty

- There are a dozen small pit traps
concealed throughout the room.
Trogres use the pits to capture
rats. Amyone stumbling into one
will impale their foot for 1d4+1

damage.

6. A fire pit smolders in the center
of this cavern. The discarded
gristle of saber worms and
clawtail rats lay strewn about the
ground. Two hunchback
humanoids leap forward and
attack.

- These ame Trogres (AG 14, Hp
10 each, ATK +5, DMG 1d4+2, SA
regenerate 1 hp per round).

7. A rough wooden barricade
made of roots separates a small
cave. Inside is Wilhelm. He and
ancther priscner (Kalen) were
captured by the Trogres a week
ago. The other prisoner was taken
away by the Trogres yesterday.

8. A crude camp of three hide
tents dominates this cavern.
Harsh smelling incense smolders
from several small fires. With

growls of rage six hunchbacked
Trogres scramble to the attack.
MNindrol will explain, ‘These
maligned creatures come here on
some dark pifgrimage. Drawn to
warship that which taints the
Geldar tree with no knowledge of
the trug evil they sene.”

A crude wooden chest holds 134
gold coins, 430 silver, a potion of
healing and a flask of magic
weapon il [+2).
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9. In the center of this rough hewn
cave a large hole opens into the
blackness below. A length of rope,
secured to rock by iron spikes,

disappears into the depths.

- Pulling up the rope will eveal a
corpse tied to the other end
(Kalen). He is bitten in numerous
places and drained of blocd.

10. You descend into a large
chamber of omate pillars and
smooth stone. Nestied in a large
alcove is a grotesque statue of
some forgotten deity; a blob of
entwined tentacles and deep set
eyes. Before the statue is a stone
alter.

11. Alarge well filled with a tar
like ooze sits at the far end of the
room. One of the main roots of
the Geldar tree descends from the
ceiling disappearing into the
poisonous ichor. To root must be
cut free to end the taint of the
Geldar tree.

12. This narrow comidor is lined
with three dark alcoves per side.
A mummified husk crawls from
the shadow glaring at you with
hungry eyes. As a low hiss
escapes its fanged lips it paws at
the air with taloned hands.

As the characters batile with the
six Guwls (AC 15, Hp 12 each,
ATE two at +4, DMG 146, SA
Blood drain, Siker or magic
weapon needed), Nindrol will
return to the altar and retrieve his
vestments and scepter from a
secret compartment. He was an
acolyte of the demon Yolacha.

As thay exit they will find Nindrol
waiting. “f have waited ffetimes fo
refurn to Yolacha. His unfoly
place buried by the mountain's
collapse so lang ago. Through his
power and the consumption of
your bood | shall reclaim my
place and return Yolacha to the
wadd.”

(6" level priest, AC 15,
Hp 24 each, ATK 46,
DMG Scepter, SA
Spells)

Treasure:

1,200 gold

3,200 silver

Gems worth 500 gold
Ring of Darkvision
Bracers AC+2

Scepter of Yolacha
- +3 weapon [1d6)

- Acid Arrow (1)

- Black Tentacles (3)
- Create Guwl (3)

- 25 charges




Dustin Andrews - Conspiracies And Capers

Conspiracies and Capers - rules neutral system for investigation gaming.

A mew Master Mind (M.M.) has hatched a plot. Will they succeed or will the PCs
thwart it? All you need a six sided die and your RPG system of choice to find out.

A PLOT is a series of capers designed to bring about a some major goal of the
M.M.; be it topple a ruler or just accumulate enough wealth to retire. The M.M. is
driven to sucesed and will stop at nothing. This supplement gives a framework for
keeping the action moving, even in the hackground, and always giving the PCs
something useful they can be doing. s assumed the MM, s antagonistic to the
PCs.

The {probable) goal of the PCs will be to imvestigate CLUES, upgrade them into
EVIDEMCE and further refine that into PROOF of SUSPECTS involvement. Then
they must kill or apture RINGLEADERS while gathering clues about the
MASTER MIND. They may put the M.M. on ALERT during the investigation. All
leading up to a showdown. Or, you know, they can ignore it all and let the M.M.
complete hisher nefarious goal and deal with the aftermath. =1

ALERT 15 how aware and threatened the antagonist group is of investigation. It
starts at zero and goes to ten or more. An ALERT of zero 15 still cautious. An
ALERT of ten is freaked out and pamnoid. ALERTS over ten will cause the caper
to fail on a mll of 5 or 6 checked once per cycle. { A minor player victory, but better
to capture the ringleader!) Reset ALERT to zero and begin new caper.

Step 1 = Choose groups
Choose the antagonist group and a victim group. Pick one from each list, or tag

from combined list. A group can even be against itself with two secret factions,
Sample Establishment Groups Sample Criminal Groops
1 Military I Thieve's Guild
2 Watch 2 Street Gang
3 Mobles 3Contraband Cartel
4 Merchant Guild 4 Carrupt Mobles
5 Tax Collectors 5 .Foreign spies

6. Adventurer's Guild 6 Adventurer's Guild

Step 2 - Flesh out groups

Gitve each group a leader and some personality. Roll once for each leader and onee
for each group. Mame your leaders and write up a stat block and any ot her details
vou desire. Give your antagonist a overarching goal. [deally one the PCs would
prefer didn't come to pass. Stat up a sample mook for cach group and some
nngleaders.

Sample Attitudes
| Prmgmatic 4. Bureaucratic
2Pamnoid 5. Ruthless
AVengeful 6.Benevolent

The leader of the antagomist group is the MASTER MIND (MM} of the operation.
Giive them a big goal! They will attempt the "big opemtion” after some successtul
capers.

Step 4 - Choose the capers

The antagonist group will perform a series of capers. The capers m& has a
sample. Use the steps that make sense. The amagonist timeline advances on it's
own. It's up to the PCs to slow or stop it

Choose or roll a series of 1dé+3 capers and make some notes about how they link
together. The final caper is should be the culmimation of the MM.s plans. The
capers leading up to it should somehow support or prepare for the main event. Some
may already be complete or ongoing.

Sample caper types
I. Assasinatin 4 Robbery
2. Kidnapping = Prison Break
3. Blackmail 6. Sabotage

Step 5 = The hook
Ciive the PCs a hook. [t could be in the form of a few clues, or an appeal from the
wictim group. Be as light or heavy handed as you desire.

Step 6 - Run Investigation Cycle

Cyele time 15 assumed to be one day per eyele. But you may adjust this as you see
fit.

Roll the antogonist progress on the caper table at the start of every cycle.

PCs get one action per cycle per player. PCs may stick together or sphit up as you
and they prefer. See the PC investigation rules.

A game system by Dustin Andrews
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PC Investigation Rules

GATHER CLUES:
Give the PCs 1d6 clues to start of f. Amy time PCs wish one can spend a cycle to get
ld6 additional ¢lues.

Sample Clue Types

| Mame 4. Location
I 8ketch/Map/Document  5.0Ohject
3 Kumor 6. Witness

INVESTIGATE CLUES
Each PC may spend a cycle attempting to upgrade a clue to evidence.

Investigate Clue Results
1-2. Clue i1s a dead end.
-4, 1db additional clues
56, The clue leads to evidence.
Pick or roll

Sample Evidence Types
I. Coded Message 4. Suspect
2. Safe House 5. Mecting Place
3, Dead Drop . Branch "office” of
antagonist group.
INVESTIGATE EVIDENCE
Each PC may spend a cyele attempting to upgrade EVIDENCE into PROOF. They
must have appropriate evidence to perform actions. Proof is whatever is sufficient
in your context to firmly tie an individual to the plot at hand and results in a known
SUSPECT.
PCINVESTIGATION OPTIONS
FC's may try various things to upgrade evidence to PROOFE. Apply +1/-1 for
appropriate PC skills. Some possible actions are
- Decode any coded messapes.
- Stakeout a known location or follow a suspect.
- Break In to a known safe house or office.
- PCs may suggest other reasonahble options. Roll on results table with +1/-1 as you
s fit.
Evidence Inves tinga tion Results

1-3. Dead end

4-5. Uncover a SUSPECT

6. Uncover the RINGLEADER and get MUV Clue
BREAKING 1IN
{Break out the location map and use your systems rules )
Players may stage a break-in of a known location. There are tao types of break-ins:
Stealthy and Forceful. Stealth break-ins comvert to foreeful if the PCs are detected.
Failed foreeful break-ins give no results other than +1d6 to ALERT.

Forceful Break-In resalts
I gnore suspect results if none are
known
Players must overcome [di2 +
ALERT guards.

1-2. Known suspects not located.
3+ Ome known suspect is located and
can be killed or attempt capture.
If PCs choose to attempt a capture the
suspect escapes on 1-2 on ld6 or
using whatever mechanies from vour

Stealth Break-1n Resalts
lgnore suspect results if none are known
+1i-1 bonuses for character skills and
circumstances

1-2. Mo known suspects located.
3+, Ome known suspect is located and can
be killed without a fight.
-+ Ome known suspect 15 located and can
e killed or captured without a fight.

Break im Clues .
All suceesful break-ins produce System you prefer.
Idé CLUES | __—
| dé-d EVIDENCE Regardless of suspects all forceful
Ldie5 PROOE break ins result in+ 1dé to ALERT

Killed or Captured snspect results
(Killing or capturing a known RINGLEADER abways disrupts the plot.)
I-3. Mo effect on the plot
45 Participant loss sets plot back 1d602 steps.
6. Ringleader and the caper is disrupted. PCs gain one MM, cloe.

Captured Suspect Resuolts
Captured suspects produce clues while in custody for 1db eycles
Roll each evele
14, 1d6 CLUES
5-h. Ome peice of EVIDENCE

MASTER MIND CLUES - or How To Win

PCs will eventually gather master mind clues. [t may take several capers to get
enough. Master Mind Clues can be investigated and upgraded just like other clues
but they never reveal mformation about the current plot. They must be upgmded to
PROOF to discover the Identity of the Master Mind. Once the dentity of the Master
Mind is discovered the PCs will have to kill, capture or neutmlize them. A well
connected Master Mind could be difficult or slippery indeed. Once one Master Mind
is disposed of, there are al ways others willing to fill the power vacuum. 1fa Master
Mind achieves a goal, they may o into hiding or choose a new goal.
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Edward Lockhart - Little Devils

An adventure suitable for any FRPG from faux
1100s to faux 1700s.

There have been strange occurrences in and
around the village. Livestock has begun to
disappear at a prodigious rate, and strange devils
cavort in wooded glades. Last night, three young
men were seen heading into the forest and
haven't been heard from since.

Three mothers desperately want their boys back.
Several local farmers want the cattle rustling to
end. The local priest has a feeling that the
demons might just be real, physical entities,
needing put to the sword. The best part is all
parties are willing to pay to get what they want
and half up front at that! Enter your friendly,
neighborhood grave-robbing-scumbags and
murder-hobos, AKA adventurers.

In the Village - The three mothers are wives of
well-to-do, traveling merchants. They will pay
handsomely (whatever that means for your
campaign) for any expedition. If the PCs ask
around, the three young men are considered by
pretty much everyone to be spoiled assholes.

The local farmers are able to pay in the form of
four young Swamp Ponies: a local breed of
smallish, but especially hardy horses known for
sure footing in bad terrain.

The local priest can only pay in blessings and
good wishes, but he does know the woods very
well. He suspects the trouble emanates from an
old, pagan burial mound to the north, deep in the
wilds. (Doesn'tit always?)

Other locals know there are bandits operating out
of the far eastern edge of the woods, near a
well-traveled stretch of road. Some few claim to
have seen red-skinned, goat-footed devils
a'caterwauling through the forest.

1d6 “Devil” Woods Encounters

1 Pleasant Jaunt through the Woods:
Just Birds and Squirrels.

2 3 Boys, bruised, covered in ink, and
heading home. Talking of Demons.

3  2d6 Bandits ¥z Armed with bows/
pistols and ¥ armed with backswords.

4-6 A “Ploy by 2 Random Little Devils

*Ploy- One Little Devil sits in the middle of the
path, holding his hoof and crying inconsolably.
Another sit's above him in a branch waiting to
drop a basket of stinging scorpions on the PCs.

The Little Devils are sort of anti-cherubs. They look like chubby little
boys with pinkish-red skin, horns, vestigial batwings, and goat legs.
The annoying things are capable speech (mostly profanity and
insults). Their sturdy legs can leap 10'. They spit (see below), bite,
& kick, but prefer impractical and outlandish "battle tactics". Also,
the little shits can consume amazing amounts of raw meat.

Reandompgl=ittleglDenilgbelyart

Spit Attack

2 Hallucinogen (contact, mild visual distortions) hg?:::‘:(agf
3 Spit (just spit, harmless but annoying) Goat-horns
4 Fire (fire damage [duh], might ignite stuff) Ram-horns
5 Black Ink (for blinding enemies or graffiti) Bone-spikes
6 Grease (slip 'n fall and/or drop stuff) Bald

7 Acid (might keep burning for a bit) Bull-horns

8 Color Ink (when slain births 2 random devils) Bone-spikes

The Burial Mound - A horrible cacophony can be heard within its
dim inner vault. A veritable forest of trip wires lays before the open
entrance. If the PC's pause out front, a swinging-log trap will arc
towards them. The log is ridden by three wah-hoo-ing Ink devils.

Afixed ladder leads from the ground to level 1. The other levels are
reached via knotted ropes dropped through holes in the floor.

Ground - A packed earth floor, littered in trash and animal bones,
"guarded"” by 3 Fire, 3 Ink, 3 Acid, and 1 Spit Devils.

Level 1 - On rickety scaffolding, there are 3 small chests filled with
random shiny things (also vomit and trash) & two 2 empty whiskey
jugs. All "guarded” by 3 Ink, 3 Grease, and 1 Color Ink Devils.

Level 2 - 3 Hallucinogen Devils are making a horrible racket with
a few instruments, preventing all verbal communication in the vault.
1 Grease & 1 Fire Devils messily devour a pair of dead sheep.

Level 3 -6 Ink and 3 Spit Devils (wielding bear-traps tied to sticks)
guard a statue of an open hand. All fingers have broken off, save
for the thumb and middle finger. A long crack runs down the palm,
glowing with a faint, pinkish light. If not destroyed, the statue will
continue birthing 2 random Devils every hour. Nobody wants that.

A Truly Annoying Advenfure_

Dare Ye Enter?
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Eran Aviram - The Burden
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Eric Potter - Church of the Wicked Generation

CHURCH OF THE WICKED GENERATION by Eric Potter

Background:

Five long years of plague decimated the
distant village of Shankshill. With the elders,
leaders, and priests long dead, the surviving
youth fell under the spell of a wandering
Cleric who beguiled them using forbidden
magic-user spells and took up residence in
the village church. His young followers
became heathens, stealing livestock near
and far for animal sacrifice to his gods.

But a fateful decision was made by the
desperate survivors of neighboring hamlets
to sneak into the village and put an end to
the Cleric and his wicked ways. And they
would claim the doomed village's treasury as
their own.

These marauders trapped the poor souls
inside the Village church, nailing boards
across all exits and set it alight with fire.
Screams of tortured deaths echoed across
that dark night as the flames swept through
the structure.

- When the fire finally burned out the evil
\ F Cleric and his followers were dead, but the

| church shell remained standing. And the
\1 treasury was never found.
A

Room Key:
1. OUTER VESTIBULE: Crude writing is carved above the charred door: Herein perished the Wicked Generation. Gods forgive us for
what we've done. The entry doors are stuck closed by time but not locked.
2. CHAPEL: 8 pews blackened with soot centered in room. Burned remnants of holy books and loose papers litter floor. The heavily
damaged ceiling allows for available light and weather. A raised pulpit along the north wall. 4 Child Skeletons (AC 7; HD 1; hp 5, #AT 1;
D 1-4; MV 60'(20); Save F1; ML 12; AL Chaotic; XP 10) armed with rusty daggers hide under front pews.
3. BAPTISMAL POOL: A 4ft deep pool containing filthy, opague water. A sluice is hidden in the north cormer, discovered only by
searching under the water. Opening the sluice drains the pool, exposing a Child Skeleton. A secret door in the pool's floor descends
into darkness.
4. HIDDEN VAULT: The drained water has drenched the village's lost treasury. 2 Giant Rats (AC 7; HD 1/2; hp 4,3, #AT 1, D 1-3 +
disease; MV 60°(20'); Save F1; ML 8; AL Neutral; XP 5) now swimming in the ankle-deep water attack immediately. 2 sacks of 600 sp.
2 sacks of 600 gp. 1 platinum bar worth 500 gp. Vault could also be unearthed by digging 4 turns in the Courtyard.
5. KITCHEN: A long, burned wooden table centers the room, which may be pushed to the west wall in order to see out into the
Courtyard, but collapses under human-sized weight. A fireplace on the north wall. An empty cooking pot hangs from a chain above the
hearth. A door leads down to the pitch black cellar.
6. CELLAR: A large dank room carved from the bedrock containing racks for wine bottle storage. A few baottles remain. & Child
Skeletons surprise on 1-4d6 from behind the last rack. 3 Potions of Healing among the dusty wine bottles.
7. COURTYARD: Twisted melted glass shards from the high windows above litter the sandy earth. Otherwise empty. The back gate is
in disrepair, allowing open passage to the Cemetery. 2 Waolves (AC 7 HD 2+2; hp 12,10; #AT 1; D 1-6; MV 180160, Save F1; ML 12;
AL Meutral; XP 25) feast on a recent rabbit kill and will fight the party to the death. A shovel leans against the back wall of the Church.
8. SBANCUARY: A crude mattress pushed beneath the broken out window. Burned books have been neatly stacked along the walls.
Maaldin the Bishop {AC & HD 7 hp 30; #AT 1; D 1-6; MV 120'(60°); Save C7; ML 10; AL Chaotic; XP 375) meditates under a broken,
scorched statue. The Cleric turns as the party enters. His withered face a hideous pulp of scarred, burned flesh. He speaks in croaking
tones, his larynx heavily damaged. °l knew if | waited long enough more would come.” He immediately casts his Charm spell. Should his
Charm be unsuccessful, he will cast his Light attempting to blind the party and even his odds. After, he will attack with his mace. If battle
goes badly he will attempt to escape to the Belfry to ring the enchanted bell. His threadbare robes are worthless but he wears a Ring of
Resist Fire. A small locked wooden box near the mattress contains 3 scrolls; Detect Magie, Purify Food and Water, Cure Light Wounds.
A door leads out to the Courtyard.
9. CEMETERY: A rusted wrought iron fence surrounds the Vilage graveyard. Decrepit headstones hide underneath the overgrowth,
faces worn thin by time. A nest of 3 Giant Rattlers (AC 5; HD 4% hp 5 #AT 2 bites; D 1-4 + poison; MV 120'(40°); Save F2; ML 8; AL
Neutral; XP 75) near far grave. A forgotten pouch with a clear Gem worth 750 gp under the grasses along the west fence. Animal trails
lead off into the Morthern mountains in the distance.
10. BELFRY: A rickety staircase winds up to a huge copper bell, oxidized to a milky blue/green patina. Unfortunately, its ringing ropes
were burned away. A forgotten Cowl of Dampening hangs on a peg somewhat out of sight. Should the party manage to attach a rope
and the bell be rung, the echoing effects cause 1d4 of permanent (hearing) damage to characters within the Belfry not wearing the cowl.
The bell has been enchanted by the Cleric with a Raise Dead spell and summons 12 Zombies (AC 8; HD 2; hp 7; #AT 1; D 1-8; MV
120°'(40); Save F1; ML 12; AL Chaatic; XP 20) to his aid from the Cemetery.

http:/fcreativecommons.org/licenses/by-sa/3.0
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Francisco Javier Barrera Barcel6 - Tower of Nicanor
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Gabriel Pickard & Alex Morgan - Putzu Putzu
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Greyface - The Lair of the Winter Wyrm
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Grzegorz Gacek - Wunnibad Tomb

Wunnibad’s Tomb

Simple, short adventure for Savage Worlds by Grzegorz Gacek
Introduction
Wunnibad is a hero of old, famous for saving the land from terrible invasion (by undead army,
greenskins horde - choose something appropriate tothe setting). Some believe that he was deified and
worship him as Protector, god of Defence. Entrance to Wunnibad's Tomb has been recently dug out by a
local count, who wants to use it to fill his coffers (by plunder or establishing a pilgrimage site).
Unfortunately it is a dangerous place, two workers got killed in explosion when they entered with a
torch, one brave knight took a lamp and was doing well before he mysteriously fell over and something
dragged him inside. Count forbid his men from entering and started to look for other ways to explore
the tomb. Fortunately group of adventurers showed up (or volunteered to get out of count’s dungeon).
The tomb is a cursed place, defiled by Wunnibad's enemy (the unsuccessful invader). Interior Is infested
with deadly magical intelligent weed which tries to kill everyone who enters.
Entrance
Dark, long (60m) stone corridor leading into the hill. Above it is a crude inscription which says: * You are
nothing but foul dogs to me, and os such, by the leash, you will come. Fail to obey me, and you will
suffer” Inscription is written in some uncommon language known by one of PCs. If they don't posses
such skill {or can't read) one of count’s men will provide translation, if characters ask for it.
Interior of the corridor is covered with strange plants, similar to moss or lichen. At bottom of the
corridor vegetation is thinner and stone tiles can be seen. There is crudely carved line, which starts
straight, but zig-zags after few meters (this is the "leash”).
Corridor is dangerous. One species of moss reacts to open fire by releasing gas which explodes causing
2d6 damage. Other [present only on the ceiling) detects living beings and releases its pollen, PCs
entering straightened have to pass Spirt test at one-third of corridor length, difficult (-2) at two-thirds
and very difficult (-4) at the end or fall asleep. Characters not following the carved line will step on a
plant which will try to grapple them and cause 2d6 electric shock damage each round. The inscription is
the key to the safe passage, if characters crawl inside on all fours following the “leash”, they will be safe.
Entry room
Nothing deadly here. There are almost no plants on the floor but walls are almost completely covered in
leaves. Vegetation is thickest on the celling, which cannot be seen but seems quite high (lowest leaves
are 2m from the floor). Wall opposite to entry has single wooden door (open) and three small windows.
Statue room
This chamber is higher than previous with same vegetation. There are two stone feet on the floor,
remains of shattered statue of a warrior. On his shield symbol of tower can be seen, sign of Wunnibad.
Between the broken feet stands the knight who was dragged into the tunnel. He shows no signs of life
and seems to be hanging from entangled vines going down from the ceiling. Closer look reveals that
they pierce armour and go into knight's body. As In previous room there are windows on opposite wall,
though in place of leftmost is a hole. This time door is closed with a grate. Mechanism to open It is
present but doesn't work, PCs may lift the grate and block it or go through the window-hole.
This room holds an ambush. When party will be distracted (by knight or attempt to get to next room)
several humanoids hiding in bushes at the ceiling jump down and attack the PCs. They resemble
zombies, though like a knight, each is “connected” by the vines to vegetation. Cutting the vines
connecting monsters to the plant reduces their Fighting skill and Vigor by one die (affecting also
Toughness and Parry). Depending on party strength knight may also join the fight in dramatic moment...
Stairs room
Vegetation in this chamber grows mostly on the walls. Floor is covered by grappling moss (same as in
the entry corridor), ceiling by tangled, woody, leafless vines (ideal for attaching rope to swing across to
avoid the moss). Several warrior statues guard the stairs leading to next chamber, all have a tower
carved on their shields. There used to be a door leading to next chamber butitis destroyed.
Burial chamber corridor
Several thick vines hang down from the ceiling, closer examination shows that they are covered in small
hooks and sticky slime. Vines are sensitive to contact and quickly wrap around and adhere to touching
object or person and try to raise its prey up. There victim is wrapped up in big leaves and digested (2d6
acid damage per round; use Grapple rules to get free). Non edible objects are dropped. It takes 30
seconds for the vine to unwrap down again.
Burial chamber
Heart of the tomb with sarcophagus completely covered with vegetation, inside is a root of all trouble.
When PCs approach lid will erack, thorned tendrils will flail and the final battle will begin. Stats of the
weed's root should pose a challenge, its tendrils should have a range of 1 or 2, it should be Fearless, and
maybe have Sweep edge. If the party is experienced or really tough some plant-zombies can descend
from the ceiling. Make it memorable!l Wunnibad may reward heroes with defence boosting magical
iterms (e.g. increasing Parry), in line with his aspect.
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Gullherme Paredes The Refuge of the Necromancer

BACKGROUNDS ==

A terrified Citadel hires the heroes after many missing person. The last
person is a 14 year old daughter of a merchant A Moble offers 400gp as a
reward to those who solve the problem Following the clues given by a
hunter nearby, takes the herces the doors of an ancient temple in ruins
abandoned long ago.

THE VILLAIN

Rasfith is a follower of the necromancy arts. He plans to create a force of

undead to dominate the Citadel. He made the secret rooms of the ancient
temple abandoned its own domain. ltis he who is capturing people to be his

undead servants,

14— GREATHALL OF ANCIERT TEMPLL

There are 3 ferocious giant rats per hero. They are eating the remains of a
corpse in the middle of the room and attack the herces. There are ruins of

ancient construction and wreckage of chairs. In the pulpit this hidden the
key to room 10 in a secret compartment.

2~ FLOOR TRAP ——

In the middle of this passage, there is a hidden 10-foot deep pit

- OLD LIERARY =

There is 1 zombie per hero, guarding this room. On the north wall there is a
secret passage leading to the left of the dungeon. There is a chest in the
comer with a splash of acid trap. Inside the chest is: 2 common ancient

medallions and 1 vial of healing potion. On the shelves, many old books and
scrolls unimportant

4/7/ 9 - ACQESS PASS

Only serve to shift to other rooms.

LS ATAROFTHESKULL — =

In this room there is a skull that exudes a crackling light Play the skull
causes the hero loses 1level. Destroy the skull causes a burst of energy that
hurts all nearby.

&~ MUMMY KING =

This room is with the doors locked from the outside with bars. The mummy

inside his sarcophagus, will not attack if not harassed. Inside the
sarcophagus have 1ruby, 5 emeralds, and a scepter with precious stones.

2 - SKELETONS INTHE ARMORIAL -

In this room there are 2 skeletons armed with swords and spears for each
hero guarding this place. There is an armorial with more weapons.

B

-

" 10 - ALTAR OF DOOM -

In this room there is a table. Rasfith sacrifices people Citadel here to make
them undead. At this time, a young girl, probably the daughter of the
merchant is to be sacrificed. The light in this room is dismal and there is an
I-H-:.":::rck",mf _f.'.!pr?r ) alar to an unholy God In a chest has 1 cursed dagger, 1 magic scroll of
Locked Door Fireball, 1 magic scroll of L‘realte Undead, 200gp. On a shelf, 1_ book on

human anatomy, 1 atom of a God of the Dead, 1 spellbook with spells:

u
L
S Secret Prfm | Invisibility, Magic Missile, Read Magic, Undead Command and Create
N - Tk L Undead. Rasfith will try ambush the heroes if realize they are coming. He
}If 1‘.HT & e 5 . s s E
will flee the stairs if losing the fight The key of the door and the chest are
the neck Rasfith. The stairs leading out of the dungeon by a secret way.

The Refuge of de Necromancer ;
is a One-Page-Dungeon for beginner heroes @ @ @ )
Recommended: 1° - 22 Level / System: any Authnr Guilherme Paredes c 5
L T L

- o — o e
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GUS L - Thunderhead Manse

THUNDERHEAD MANSE
By GUS L of htip: i released under: i i L

A lone black thunderbead bangs above the Hnnrp of Diist Gors, drenching the “'H.I.'FIUCI 1:|2pb|mn:| and adobe wwn with rain. The villyre is abandoned, Possessions sit in
the muddy streets, evidence of imespert lostings and half-hearted ACEMPES At arsomn. The clowd looming over Divist Gors is strange, elegant white buildings ding voit,

barely visible throwgh sheets of rain,. Former fortress o the warlock who dtled himself “The Celestial Hierarch™ and chimed the lands East of Drist Gors, the clouwd was
a weapon for extracting trbute from the farmers of the dusty plaing by dominion over destructive lighting and life giving rain, The Hierarch bas been gone for tvo

years, but his cloud mansion stll makes an wnvarying civcuit of his former domain, new inhabited by the feral rempants of his Flying Monkey Guard, mrmed o bandiry.
Dreist Gors offered little when itwas inhabited, and its few residents have fled, their tracks washed away by the deluge, leaving the damp buildings of the plundered wwn
denuded of valuables or provisions. The Manse civcles calmly 1007 above the violent minstorm punishing Drist Gors and its fields, Magicalaid, evena levitaton spell
and a few hundred feer of rope, is required to reach the cloud ransion, bur ies luy residenes are unlikely to notdee inrroders expect in Areas B and €

THE MANSE

The buildings on the Thunderbead are made of white marble block, finely carved by mage. Interiors are either decorated in green and blue mosaics, or plastered white,
The only remaining residents of the Manse are a few pardians and a company of 34 Flying Monkey sowaves (As fzbier 2 or belgollio — fly 407, armed with sabers and

lighting ponnes (hand wound copper and glss dfles, ar Heary Craesbend. The cloud is immaterial water vapor, and will not support weighe,

AREA H - Pinnacle — Bare marble columns surround a windswept cirele of
magical sigls inlaid in nrguoise [HO0 G,
AREA G - Library — Black oak shelves line this room, with ladders to allow
access o the higher shelves, While many shelves are
empty, I ba focks of magric, astronomy, and
alchemy (3,000 GP and 900 |bs) remain as well as
serolls containing gatber fal, Spfiuing balf, and ot
weather. A scroll emblazoned with a mandala of
sive Runes rests ona low shelf, ready
to kill ina blue flash, A dedf dedeid
wendar gl of the constelladons F
(300 G sits in the center of
the library along with a foe sl
carved vak dabrkr (200 GP).
AREA F —Wizard's Lair —
Cobeaer fuber, filled with rmppu:l
lightirg (1000 GP), illuminate this
chamber, 2 musty but ormage
bedroom, minimally fumished. The
e aads wvasrwle (200 GP) is empty,
and a matching desd (100 GP)
conting only blue sl deatr (100
P, while the browse aud chel! bed
(OGP bas been stripped o it bare
muattress, A el dnbeid brorge denk
(200 G with matching s
(TP stands amainst the room’s
South wall, while 2 strange organ of
irlass Pipes, crackling with electricity,
domimates the Western wall. 1f a person of musical mlent plays on the orgn the
tone of the piece will derermine the violenee of the sworm outside, from a fory of
random bolts o gentle rain,. The organ s magically deaining and highly addictive,
sucking life energy from the musician at the rate of THP per turm and requiring a
LEAL R HFII:”H o Stop.
AREA E - Temple — Bronee Statute = This classically soyled remple acved as
the avdicnce chamber for the Celesdal Hierarch, Creamy marble colummns and
walls set off a gold leafed frieze above the door, depicting a stern bald man
glersering outward, and several prometric mosaics in green and blee tile on the
floor. The temple is dusty and has been empry for teo years, provected by a fierce
1" Bronee Statute of a bearded scholar (ar dualde HI aomeated fron staing) acting
under order to protect the Temple from any but the Hierarch, The verdigis
cowered bromee door at the rear of the chamber is oo SErorgr force with mormal
conls, but locked by a normal, non-magsical lock.
AREA D — Reservoir — Water Elemental -(ID) An general workroom, filed with
broken glassware, rock .lizrnph:h‘, a atterfly coldedions (15 GP) and several worktables.
(i) Appren Hee/ servants” quarters containing @ [pair of bunk beds and four empiy
toot lockers. [ Looted equipment and regene storage, bolding several wonden
shelves of broken crockery, A by of dicwond durd (300 GP) has slipped into the
corner under a pile of shattered reacups, (D) Kitchen and panty, ransacked by
the monkeys, with a scattering of empty barrels, broken crates and rusting pots
remaining. A tapdoor with a rope ladder piled nearby and a well with a bucket
fixed roa long chain leads m the reservoir proper. (Div) A 5 deep reservoir of
cold clear water, baunted by a wormented, vengreful Water Elemental that is
constantly re freshing the thundercloud and reservoir, The monster s trapped in

the reservoir basin but will attaek any animate creature that enters the water.
AREA C = Barracks,/Gun Deck - 12 Flying Monkeys = The barracks have
been tken over by the monkey leader, Buffo, and his cronies, (8 Flying
Monkeys with maximum HP and slightly [1-2
points| more armor). The room is much like
that below, recking of monkey musk and
besmirched with filth. The quality of
furnishirgss is higher, the jumbled
i nests made of w200 GP
”|® worth is salvageable) and other
fine cloth, as well as a scarved
forely carved sk thone (GO0 GP)
Like all Flyirg Monkeys Buffo
is't really ewil, he's preedy and
has ruled by fear for oo Lo o
back dewr 1F the monkeys are
lowsirgr 2 fight badly, or frightened
by a display of magic, be may be
willing m call a truce, hoping that
the other perls of the Manse will
kill the party. When faced with
annihilation, Buffo and his
people will flee or surrender. Lost
amonys the detritus of monkey life
is 4 set of gilded plafer! (human
sized - B0 GP), g e mecklace
(1,200 GP), 70 P, 120 PP and
four flying monkey pups. The platform
above the Barracks holds 4 lighming cannon, operated by four
maonkeys who Buffo ardered to spy on the town below but who are more likely to
be bickering or sleeping. The cannon is a long, delicar assemblage of brass rods
and glass tubes that can fire an BD6 lightoing bole in a 30F arc in front of the
cloud, The cannon requires a torm o reload, a5 tvo o more Monkeys furiowsly
turn a set of wheels w charge its rubberized dy ame.
AREA B = Armory = 24 Flying Monkeys = The lair of the bulk of the monkey
muards. These black furred man-sized apes have the blue feathers of jays and wear
breastplates over braided grey uniforms, Hammocks and piles of furs are
seattered about beneath old worktables and weapon racks. Normally disciplined
and soldierly by nansre, the monkeys are toming feral withour real leadership, and
while they still repair their weapons and armor, they are no longer meticalows
about by gene or cleanliness. The floor is completely covered in cast off
uniforms, F|un|:||:ru:| cloth and damp straw, concealing 4 Pie rhardmp.-a into the
shaft of AREA A Amongst the filthy monkey neses is a variety of plonder: shed
cameew (125 GP), 12 beest widver pbace sedtingr (12 GP), aacked dvwa teaped (10 GP), bedf of
enrlrvegcered fel (SO0 GP), guardy orl (WGP, plafenemr sial of fhrad perfine (500 GP),
SO0 NP, 2500 G TS P
AREA A = Oubliette - A long mhe of marble, open ar the bormom and wsed both
as trash chuee and prison. Several rusted maracles line the walls of the shatt,
dangling in the howling wind and Lishing rain that boils up from below, Near the
bottm a small ledpe juts from the side, acting as a linding for a bromee door
opening onto an access tunnel o AREA Div. A 107 long pole with a ook, and
several fin buckets line the tunnel near the door, Amyone falling down the shaft
will have a single chanee to grab Bave v Wands) one of the manacles or the
access ledge before plummeting,
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Gwendolyn A. Potter - Ponies Candy Square Dungeon

The Tiny Tyrant, age six, heard about the dungeon contest daddy was entering. Already an experienced RPG
player at the family game table, she demanded that she be allowed to make a dungeon too. Thisis her
dungeon, and her description, dictated to her devoted scribe, and presented here word-for-word, without

editorialization:

Ponies Candy Square Dungeon

3lif. g

N\

“two ponies are trying to get to
Candy Square. They take the short
route, which is a dungeon.”

“The first room contains a goblin
pony. If you kick the lever, you
will fall into a pit with a zombie
pony. But if you kick the button,
you will find out it's just a
hologram.”

“The next room, you will find the
marshmallow room, where you
can eat endless marshmallows.
But you don't know that they are
poisonous marshmallows.”

“Then you go to the next room
which is the dark room. Inthere
you will find a treasure chest. It
has a magic bump. If you touch it,
CREEPY SCARY THINGS come out.
Like vampires, zombies and other
undead creatures. And if you have
a level 2 key, you can unlock it and
get all the awesome treasure!”

“And then, if you finally get out of
it, you finally get to Candy
Square!”

Art & text by the Tiny Tyrant (authorized by her father, potterama@gmail.com) for the One Page Dungeon Contest, 2014,
Released under Creative Commons Attribution Share-Alile license 3.0 (http://creativecommons.org/licenses/ by-sa f3.0)
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Heikki Hallamaa - Robbing Waldgraves

ROBBING
WALDGRAVES

Tueopore WaLpcrave isa burglar and an art thief, 5th
level, who pretends to be a small time trader. His town-
house makes an inleresting largel for burglary, a Guild
reprisal or other adventure hook.

Other people assodated with the house include
BeaTkice Warpceave, the doll-sewing depressed
wile; Jasrer Warpcrave, the deceased son; and Nevwy
GrwmeLe, the visiting maid and cook. Bealrice is almost
always in the house. or in the garden.

The house itsell is in a gentle part of lown. Al
windows on the ground floor are bamed, and the
oulside doors ame locked.

Tae Living poLLs: These alchemical hormunculi are
Theodore's trade secrel. He constmcts them fmom
Bealrice’s daolls using ancent formnulas. They are
mute, have average intelligence, don't require nest
and are masters al avoiding detection. Theodore
uses them bo burgle rich mansions and bo protect
his house

HD 1d4, Armour as chain (quick and small as well
as sturdyh, ATT 1, DMG 1 or Weapon, Speed hali
as fast as an unencumbered man.

If the howseis entered, the dolls will merely ohserve
and Follow in secret if necessary. If intruders steal
anything, 2d4 daolls will fallow them when they
leave and will try to kill them al opportune time
mnd make il look like an accidenl. If the secnet
basement is breached however, they will openly
altack at the slairs and the office, shooting from
arrow slils, pouring hot il and caltrops an the
slairs, ele. IF intruders still manage Lo escape, the
daolls will follow as before.

There are currently 30 dolk intotal. [f Theodore
is not al home, he'll have 4-8 with him.
SPECIAL BUILT-IN DO LL FEATURES:

1 Lockpicks.

2 Spring-loaded darts, 4, 1d2 dmg + paison.

3 Hidden knife, 1d4 dmg

4 Sleeping or poison gas.

5 Climbing spikes and rope.

& Secrel pocket.
Ponso ws:

1 2d dmg.

2 Sleep for 2d4 Hours.

3 Paralyze for 244 Turns.

4 Hallucinogenic, Confission for 1dé rounds.

e old schoo | Dhuangeons & Dragons he

Ground Floor

Fover: A large painting of Mr and Mrs Waldgrave and
girinfant son Jasper. Smaller paintings of vanous soms,
total valueof 1d&" 10sp. Two hidden trapdoors in ceiling.
Dinewe Hare: Silverware and fine drnkware worth
de*10sp. Dolls, 10 normal, 4 alive.

Kitoues: Table oven, cookware, pantry.

Liggary: Comfy chairs, paintings, commmon books,
frican souvenits; masks, blowguns, hunting  tophies
L™ 1idsp for collectors. Dalls on shelves, % normal, & alive.
! Storace: Extm hurnilure. Peephole allows bosee inko

e office and can also be used bo fire hand cmosshow

bolts. Peephole can be dosed and locked from the alfice.
Orrice & Hiooen Stamway: Desk, a hand cosbow
wilh boltsand twao baltles of poison in the topmostdrawer.
Secrel compartment with meedle tap conlains records on
stolen art salesandof alarge orderof bulk silver Theodore
placed sorme lime bac k. (About 10000sp worth ) Bookshel £
wilh cormnmmon books on finance and trade, dolls, 7normal,
7alive. Achest of drawers has alocked and trapped drawer
on lop. Anunsuccessiul atlempl 1o pick the lock will cause
anarrn ko snap al the charactet’ s hand and tattoo the waord
“THIEF” permanently onil. There's 5(00sp inside.

The secrel door in the bookshelf opens into a 5 closel
wilh a black leatherarmor, a bag of thieves toals, 1d&vials
of poison, short sword, hand crosshow and mope init Ay
search of the cdoset will reveal a keyhole an the right hand
wallof the closel. The keyhaole is a bap: amy attempt to pick
or otherwise open it will instead drop a iron porkeullis
blacking the way back to the office. All the other closet
walls are also reinforced with iron hars.

When a hidden button in the bookshell is pushed, if
the secrel closet portcullis & down, the Aoor in the closet
will open and dmop anyone irside down a chute o the
oubliette in the basement {#15), 206 falling damage, then
the trapdoor will cose and the porteullis rises and resets.
The secret door in the-closet can be opened by pushing, but
only when the bookshell door is closed. Only ane of them
can be open at any given time. The door at the bottom of
the stairs is locked.

2nd Floor

Lawpiwg: Paintings worth 1d6*100sp in Lotal.
GuesTrooses: Currently used for slomge.
Storace: Shelves oflinen, pillows. 3 light crossbows
and bolls hidden under the fabrics. Tapdoor an the
floor can be used oshool al intmidersin the foyer.
- Sewisne: Roose Worklable piles of unfinished dolls

normal), wlk of doth, sewing equipment. Bealrice
spends moslofher lime here

MasTer Beproom: A loose floorboard hides a bag
with achange of clothes, 1sp incoin, 4008 passortment
af gerns, forged travel papers.

Jasrer's Beproos: A col, a chest of dmwers, a
rocking homse, Loys, all covered with sheels and dust.

T Jnr

Return to Index

ist by Herkkr Harbamaa, Uses silver slandard

Untouched singe Jasper's death.
Seceer Cormpor: A 1V ladder, a trapdoor thal can
» used o escape lo the back door.

Underground

Cerrar: Winerack, bins, barrels. A 20F ladder.
TorTiRE CHAMBER & ARmORY: A lorlure rack,
asoriment of shorl swords, knives hand crosshows
and other ranged weapons, suits of leather armor. 20
deep oubliette with a stone lid. Arrow slits to the hidden
stairway. A cauldmon of hot oil can be poured inko the
stairwell through the slits, if needed. & living daolls.
! Laporarory: Messy workbenches, shelves. Eldritch
woks on hormunculi and dark rites, 500sp, akhemical
equipment, 50kp. Glass jars with preserved aulopsied
living dolls, showing crude organs, spines, bones. A
mcking horse. All doors from this room are locked.
Under a locse lagstone is a chest. The chest can be
safely removed by twisting it dockwise before lifting,
otherwise lifting it will trigger hidden bear trap jaws
that cause Ld& dmg and trap the lifter's hands. An open
doors roll is needed o force the jaws opan, bul each
failed roll will resull in 1d4 extra damage. The chest
contains 200sp worth of jewellery and 100sp in gold.
Jasrer's Roose After Jasper's death, Theodore
managed to bring him back as a living daoll made out of
silver. Jasper's body is madeof silverand waorth LOUDsp.
He's abnarmally strang, has the mind of a 4 year old and
i prone o violent tantrums. He listens o Theodore
though. AC as plate + shield. HD: 4, ATT: 1, DMG 1dé&
fists. Roll initial reaction asnormal, afler that his behavior
depends on his treatment. & normal daolls, 4 alive.
Vaurr: Valuable paintings, statues, all skolen. A
professional arl dealer could pay up to 1d&*1000sp for
the lot, but would also recognise the pieces as stolen. A
common fence could buy them for 1d6*10sp. 3 living
dolks hiding. A lever an the wall next to the lunnel door
will collapse this and the far end of the tunnel 3dé dmg,
save for half, if under the collapse. The door to the
turmel is locked, barred and trapped: Scything blade,
1d& damage when door opened, save o avoid.

! SmuccLing Tuswer: A mike long tunnel dug inlo
rl, support beams every 1. Search reveals thal some
supparts are rigged o collapse. Tunnel leads o nearby
river bank through a concealed meinforced door. The
dooris locked with a two kevhaole lock, one of which will
unlock the door and the other will collapse this end of
the turmel, 3dé drng save for hall, ifunder the collapse.




Henson Smith - The Druids Mound

The Druid's Mound

One Page Dungeon lor 2001
Byv: Henson Smith

~. Underground

L
i Cave

Level 1

" Alriuen opan to ground level

KEY

Brick Stairs
Curved Stairs
Door

Secret Door
Druid

Local villages have been terroreed by monstrous plants emerging
[rom the nearby lorest. The PCs have been recruited to seck out the
source ol the corruption, and their search has brought them 1o a
simall, rough hewn stone tower, topped with a thatch rool.

1. Tower Exterior: 46 monstrous plants :aitack anv PCs
withan 3000 At fwst glance the tower does not appear o have
any windows or entrances other than the lone door to the
southe A closer examination reveals a damaged section of wall
leading o room 3. In fact, the tower does have windows,
but they are covered by an llusionary spell which makes them
mvisible from the outside.

2. Main Adrium: A two story atriom with balconies on either
stde, above s small alcoves contunming tapestnes. A close
examination will reveal that behind 2 worn apesiy s an
indentation in the shape of a Qower. IF the wooden Tower
from room 7 6 oinscrted into this creviee, the entire wall will
shill, revealing the passage to the underground cave (room 4.
A pile ol logs dominates the center of the room. Any attempl
o examine/pass the logs on the ground level will cause them
lo cluster together inlo 2 wood golem, crmanating with green
energy. The golem will atack PCs on sight, unless they
present the golem's token [rom Upper Storeroom {room ).

3. Lower Storeroom: The murky room’s only fealure is a
sunken pool of water no more than 3 deep. A large
monstrous plant and 1-8 additional monstrous plants grow
from the edge of the water and will immediately attack the
PCs when the room s disturbed.

4. Underground Cave: This rocky chamber contains
conspicuously normal  fungal  plants. The springs  water
appears to be the source ol their resstance o the corrapt
energy of the tower. In realitv, 10w the shining amethyvsis
hidden m the springs waters., These jewels have a 2 i O
chance per round of causing monstrous plants o recoil.

5. Upper Storeroom: Contains carved wooden statueties
of a4 woll, an elk, and a leal with wlenneal bases, as well as
i three-tiered obsidian platform with an imscrption of a
pocm aboul predators and prev. Arranging them as listed
[rom top o bottom will open a secrel compartiment,
revearling an wonwood amulel wlich glows with green
energy (golem's token).

6. Common Room: Sounds of combal emerge from the
room. A Dryad is cornered Iy monstrous vines growing
through swindow, I the Dirvad survaves, i will attempt (o
recruit/charm the PCs into helping her find and destroy
the source of the cormuption. The Devad will be easy 1o
anger due o the corruption. Amethvsts  from  the
underground cave will lessen this eflect. I the Divad does
nol return to her nearby tree (with the source destroved)
3l s the Devad will become termunally ill.

7. Dining Room: A [lower sits inoa small wooden vase
near the window, The flower s m fact made of wood, and
fits the indentation in the main atram.

8. Athenaeum: Dusiv bookshelves contain variety ol
subjects - some magical, some mundane, PCs may find
minor spell books hidden among the texts.

9, Druid's Suldj": This well furnished room s in Get full of
animated objects, which will attack the PCs il they enter.
Possible animated objects  inclhede  chairs,  curtains,  rope,
books, and cabinets.

10. Living Quarters: Modestly furnished but comlortable. A
thorough search will reveal treasure, meluding gold and minor
gl ems,

11. Druid's Demise: The upper room is guarded by 2 moss
golems, who attack the PCs upon their entev. IF the Direvad is
accompanyving the PCs oat this pomt, she will sucowmnb o the
corruption and turn on them. This may be prevented if the
plavers have amethvsts from the cave, and can rally the Devadd
Lo withstand it The Dremd's Dgure s mthe center of a raised
s, petriied with tree bark. Upon further inspection, the
Druid s observed to be potnting a wand at his open hand, as
il casting at its contents. The wand and hand are encased na
large  crvstalline  amethyst with large black  imperfectons.
Destroving the ervstal or dispelling s magie will remove the
corruption and leave the wand ntact, but will not cure the
drued. Tt s a wand of anomate object, but has o 2008 chance
when cast o oorn flora near the caster against all pon-plants
within 507,

Released under the Creative Common Attribution-Share Alike 3.0 license hitp./creativecommons.oraflicenses/by-sal3.0
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Heron Prior - Day of the Swine

'&
] [0-the.Great
¢ Eastor Hr%'&'d

The Wallow - scores of hogs roam the village, congregating in a
vast, noisy mud-pit. Ten are Swinefolk children, who live as pigs until
adolescence. 1d6 are adults, frolicking in animal form.

Covered Wagons — Used for *hunting” on the main road. Tarps
hide shackles, cudgels, and other tools of the slaver's trade.
Shanties — Reeking, fithy shacks house roughly forty Swinefalk.
Each has a few coins and at least one weapon hidden away.
Mungillion the Magnificent - a rat-toothed hedge-wizard lives
in this gaudy caravan. Mungilion tutors Boss Grogg in spell-craft
(with litle success), but spends more time dallying with a Swinefolk
widow. He is crafty, and loyal only to himself, but too afraid to betray
the Swinefolk. Hidden in the rafters are a book of simple spells,
several packets of wolfsbane and a silver dagger (insurance).
Ringworm's Pub — A family of Mongrelmen serves up a caustic
moonshine of skunk cabbage and toadstools in this old barn. Their
many children are shameless pickpockets, and nearly impossible to
grab ahold of, Swinefolk simply kick them aside. The family turns a
blind eye to the affairs of the village.

Barbarian Slavers - five slave-traders from the fierce woodland
tribes stay here, awaiting Boss Grogg's return. They spend their days
drinking and sparring, and are eager for new sport. Their leader,
Grizzletooth, carries The Goathammer - a two-handed sledge
granting sure-footedness and doubled move speed 1/day, but the
user appears goat-legged for the duration. The men are greedy and
mercenary, but don't realize the villagers aren't human.

The All-Seeing Owl — A young druid in owl form spies on the
vilage from atop a crag. His elders have yet to pass judgment on the
Swinefolk, but the druid, Barris, might reveal himself or offer minor
aid to a sympathetic party.

Smokehouse — mostly holds small game, but a search reveals
human bones.

€ SWINE

A one-page scenario by Heron Prior

The village of Hogwallow appears on no map. Mo signpost
points its way. Its squalid shanties lie hidden deep within the
forest, and for good reason. Its people are Swinefolk — crude,
shape-shifting pig men, who delight in kidnapping travelers
from the main road. Those they take are never seen again,
either sold into slavery, eaten, or sacrificed to Squee'la,
Demon Goddess of Swine.

The party might come to Hogwallow investigating
disappearances, pursuing would-be kidnappers, or by sheer
chance. It is a chacdtic, ramshackle place, filed with the
squeals of hogs and the crass bellows of the Swinefolk.

The villagers pose as human, welcoming visitors with cheerful
curiosity. They apologize for their lack of an inn, but offer the
use of an empty shack. Any business or serious questions
must await the return of the vilage leader, Boss Grogg, who is
“away” for several days (actually in a nearby cave, observing
religious rites).

Visitors are free to wander, but Swinefolk in animal form keep
a close eye on their movements. If the party is still in the
village upon Grogg's retumn, he invites them to a feast... to be
drugged and ambushed at the first opportunity.

Swinefolk do little work. The youngest tend a few meager
crops, but the rest fill their days with wrestling, drinking, and
vulgar antics. If questioned, they play dumb or make crude
jokes. Incombat, Swinefolk take a hybrid man-hog form, but
prefer weapons to their natural attacks. They fight as bandits
(but with lycanthropic immunities). f wounded, they shape-
shift, attempting to hide amongst the pigs.

Grogg’s House — a crumbling farmhouse, littered with trash.
Grogg keeps a room upstairs, guarded by a pet boar. The key to the
stables hangs on a peg, while a reeking mattress hides a scroll of
two simple spells and The Song of the Sow— a blasphemous hymn
to Squee'la which inflicts the reader with gluttony.

Old Stables - The main entrance is crossbow-trapped. A locked
side door reveals 2d4 shackled prisoners, awaiting sale {or worse).
Their jailor, a raven-headed Forest Harpy named Gertha, sits in the
rafters. Her croaking “song” induces a trance-like state, keeping the
prisoners docile. She warns intruders away, but is hesitant to fight.
Gertha is paid in moonshine, and the floor is littered with empty jugs.
If offered drink, she guzzles it greedily, then flies away to sleep it off.
Hidden Archers - six pig-faced orcs of the Redsnout tribe watch
from beneath a shelter of woven branches, ready to rain arrows
down on the trail below. The Redsnouts are devotees of the Demon
Sow, and often come to buy slaves or share in religious rites. Two
carry wrapped bundles of silver arrows, “just in case”.

Cavern of the Black Sow — Odd fetishes and symbols adomn
this candlelit cavern. Unless alerted, Boss Grogg and two Redsnout
shamans sit in meditation around the Fit of Whispers, fasting until the
new moon. In combat, Grogg assumes a centaur-like form with
jutting tusks and the lower body of a massive hog (treat as a
wereboar). At the back of the cave, a basalt idol of Squee'la hides a
strongbox with minor jewelry and a large cache of coins.

Pit of Whispers - faint voices and a chill wind emerge from this
bottomless cleft. This is a site of unholy power. Anyone listening too
closely risks being cursed, turning slowly towards chaos and evil.
After 1 morth, the victim becomes one of the Swinefolk.

Released under the Creative Commaons License (http://creativecom mons.org/licenses/by-sa/3.0)

Return to Index




Herr Zinnling - Dungeon Number One
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Hugo Gil - Crystal Sorcerer
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James Hirst - A Barrel of Fun
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. =1 square = 10 feet

Setup - “Your party struggles onto dry land ( A) through crashing surf and debris-filled waters. Tall cliffs hedge your
escape; a narrow ravine is the only way off the beach as far as the eye can see. The skiff’s remains litter the oceanfront,
though the tide has pushed most of the wreckage up the coast. Its cargo of beans float bloated in the waves and stagnate
on the shore. The captain is missing—presumed dead. You should have arrived at your destination several hours ago.”

Search - Each member of the party is missing some thing(s)»—GM’s choice. They were thrown overboard, after all, when
the vessel broke up (luckily close to shore) and maybe they’ll find some of their lost gear, but it’s not likely (5% chance).
Most barrels (16 gal =112 Ibs.) are split and broken. A search reveals one barrel (B) is not split. In fact, it looks new! A
magics check reveals it is magically sealed (and strengthened); it cannot be forced/broken open by any party member—by
any means. It sounds full of beans. A small, intact chest (C) contains 5d10 copper, 4d8 silver, 3d6 gold, and 2d4 gems.

Trigger - Once the barrel (B) is moved by a member of the party, the race begins (Strength and dexterity checks required.
Standard movement rates apply, based on terrain difficulty—a rocky, wreckage-strewn beach). A flash of light and a
violet portal opens 10 feet away from the barrel*; two armed skeletons step through and head straight for the barrel.” As
long as the party is on the beach, and for every 40 feet the barrel is moved by a party member, the portal opens (¥10 feet
away from the barrel (X); roll 1d8 to determine direction; see Figure 1) and 2x the number of skeletons previously
appearing file through and move toward the barrel (2 to start, 4 @40 ft., 8@80 ft., 16@ 120 ft., 32@ 160 ft., etc.).
Skeletons stop appearing after the barrel enters the ravine/moves past (D), which is the final skeleton spawn point.
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James Hunter-Shortland - In the Vault of the Howling Palace
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James M. Zoshak - The Hex of Agony

THE HEX OF AGONY

BY JAMES M. ZOSHAK

Tha Hax of Agony has plagued the known worlds for centuries. Believad to be an unimaginably crual ar parhaps out of contral rite of sacrifice,
the Hex matearializas for a period of sx months, during which time it dowly torturas all life to death bafore disappsaaring again, leaving
nathing but a six-sided deprassion in the earth and thousands of pain-wracked corpses to mark ils passing.

it/ ereativecommens.orglicenses hy-sa /3.0

Tha Hex itsalf is a large but low sx-sided building that appears to ba constructed of palished ruby jack, seamless but for three heaavy gray
ironwood double doars at it s vartices. For each of the first three months of its presanca, ona of the threa doors on the outside of the Hax is
apan, in saquanca. After that, il is impanstrable until it reappears at its naxt killing fiald.

Thasa who have vanturad into the Hax during thase first months report that tha inside is dark, putrid, and sweltaring, almast antiraly compasad
of polished ruby jack like the axtarior, carved or shaped into barogue columns and archways that acho the six-sded thema. Tha Hex is
populated by mindlass, starving thralls who fight to tha death and davour tha fallan. Tha only saving grace of the hellish fortress is that the
pain the Hax causes is diminishad ingde it s walls.

Each of tha outar doorsleads to a differant dungeaon, all threa of which end at a sacond, unopeanable door. The doors are adornad with idantical
gaoldan saals with settings for three gamslonas, bul only ana satting in aach door is fillad.

It isspaculated that if all threa geamswera brought to the third interior doar and placed in the seal, the doar would opean — bul nane whao have
attampted this feat have ever returned from the third dungseaon.

Encountears - the outer dungaons are antiraly popul ated by advaniurars who have failed to solve the Hax's puzzla and fallen under its thrall.
The Hax's thralls cannot harm aach othar, nar can they leave tha Hax. Tha thralls are few, and patral the Hex arratically; every 20 minutas

the party spands insida the bax thare is a 25%chanca of ancountearing a patral.

1 - The first thing tha party will notice is tha intensa slink of sawaga
that parvadas the outer dungsons. In the canter of the room is a
larga dais. At the cantar of the dais is a life-sze dat ue facing tha
outer door, of a smug horned and tailled man drassad in davilish
fashiaon. Whan all thrae gams ara placed in ona of tha Hax's innar
doors, thasa daisas becomea talaportars leading to the next dungaon
in saquancea: 1102, 2103, 3to 1.

2 - This room is tha sourca of tha Hex's rank odor. It is a midden, with
a raisad path crossing a pit filled to the brim with excrament. Pala,
almast translucent, rubbary mushrooms sprout in the dung, aating
thesa is enough to keap a man alive, bul only jusl. Subsstence an
tha mushrooms for a week rendars a PCwaak anough to ba affected
by tha Hex s anthrallment affact.

3 — This room contains a baroque fountain dacorated with devilish
gargayles. Tha fountain ovarflows, coating tha floor with wat ar that
flows into a franch drain around the edges of the room. Tha watar
is unplaasantly warm but potabla.

4 - Upan leaving this room, the PC with tha lowest willpowear oul of
the group must test against suggeslion or take the next availabla
opportunity to backstab the party member with the stronges
parsonality, applying all appropriate hit and damage bonusas. Tha
anly reason tha geasad PCcan give for his batrayal isthatl histargat
“had it coming to him.”

5 - This room is axtradimansional in nature -- onca tha antira party is
insida, all of the entrancas shift ona carridor Lo the right, making it
appeaar to any who do not succesed at a difficult navigation test that
they entarad tha chambar from ona door to the laft of wheara thay
actually did.

G - All of the Hax's thralls are compalled to tass thair valuables inta
this room. Owvar tha centuries it has collected quite a hoard. Any
anamy insdea the Hax has the ability to animata any cain or small
gamstona that was onca in this room as a standard action, imbuing
it with eanough waelocily to punclure flash. Bacause this atl ack comas
from a PC s cain pursa, it cannol be dodged, only resistad by armar.

T - This room isidaentical to Foom 3, but thea fountain water causes any
wha drink it to retch wviolantly, vomiting up 1d4+1 giant maggots
Although tha maggols flash tastes vile, it is highly nutritious and
will keap those who eat it slrong enough to resist the Hex's
anthrallmeant affact.

B - Walking down this corridor in the direction of the arrow causastha
limbs and ayalids of any PC who doasnot test against exhaustion to
bacome haawy with slaap. If this affect is not reversad by walking
the opposite way down tha hall, afflicted PCs will pass out in 1d4+2
minutas.

8 - On thea innar wall is a haavy black-lacquerad iromwood door baaring
a round goldan saal of hellish arigin. Threa gam sattings are avenly
gpaced around the seal, ona of which contains an aasly remowved
ruby jack gamstana.

Whan all three gams are placed in one of the Hex s innar doors, the
aut ar doors all lock tight and the innar doors are aach opan far ana
manth: Dungeon 1 for the remaindar of month 3 and month 4,
Dungean 2 for month 5, and Dungeon 3 for manth 6. At the and of
manth & tha gems resat to thair ariginal positions as the Hax moveas.

10 - Sx ruby jack slone golems in the form of hulking davils of wrath
guard this broad, colonnaded corridor, two at each innar door. If
any of these are destroyed, the golems from tha other doors will
mave o support .

11 - In this room, the air is hot as a blast furnace, and filled with a
high-pitchad keaning. At the canter of the room, a wide natural
pillar of ruby jack shines blindingly with the light of a furious rad
sun, throwing off waves of crippling pain. Befara the pillar stands
an ornate throna, and befarea that a bowl-shapead altar.

Sumpead ovar tha bowl isthe desiccated corpsa of a harnad and tailed
man, drassad in dirty but intact finery. His mummifiad face is
twistad in a rictus of pain, and his arms hang limply over a larga
patch of driad blood, with a curved black knife dutched in one bany
hand and the opposite wrisl dashed apen.

If tha warlock’s dried bload is reconstituted with water in the altar
bowl, it completas tha warlock’s final desparate sacrifica and the
pain is released from the Hex in a deafaning scream as the cantral
pillar shatters Frea, the searing light takes on a life of its own and
assaulls tha party as a powarful pain elemantal.

Whean the antity is defeated, the party finds that the Hax is rendared
inart. All magical affects ceasa, all the doars unlock, and any
surviving thralls are freed. Tha remaindar of tha room is appaintad
like a noble's city apartmants, with a bad, a desk, bookshalvas, a
small kitchan, and other amenities, and the dry haat in tha room
has prasarvad much of the warlock's callection of magical
possassons. Tha party is free 1o salvage tham.
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James Rodway - The Haunted Monastery

The Haunted Monestary
A One Pace Dunceon By James Rooway

High in the mountains sits an abandoned monestary of a long forgotten monastic order. Recently, documents have
been uncovered that suggest that the building was later used by a bandit lord, and that some of his freasure may still
remain, making this place a prime choice for young adventurers frying to strike it rich. However, unbeknownst fo
anyone, a small tribe of kobolds have faken up residence and have creafed a number of traps fo protect their new
home. A simple and quick introductory adventure in a fantasy setting.

A - Arrow Surs: Sleeping poison applied to darts are I - KosoLp Tunnews: Debris and furniture conceal the
shot through slits as the adventurers approach the door. enftrances to a number of small tunnels that the kobolds
B - Heavy Door: A somewhat rotten door seems to have use to move around the building and avoid being seen.
seen recent repair. It is barred from the inside. ] - Praver Area: Old pews fill this area. Abroken pulpit
C - Staurs: A short set of stairs leads up into the sits in front of them. A small lockbox lies within, and
monestary. The stairs are coverad in ball bearings. contains some vials of oddly coloured liquid.

D - Weak FLoonrs: Years of neglect have weakened K - Larce Statue: These large statues are missing
certain parts of the floor to the point where a person will varnous body parts. The ground surrounding them is

fall through to the basement. covered with various bones. Giant spiders live behind

E - Bookcases: Bookcases full of moldy tomes, mostly old | each of them and prey on the kobolds and other small
religious texts. A kobold will attempt to push over a animals living here.

bookcase onto an adventurer standing next to them. L - Quarters: Old living quarters. The kobolds keep their
F - Barrers: A number of empty barrels. A kobold lies in young here and will fight to the death to protect them.
wait, covered in bones, to leap out and attempt to scare M - Kitewen: Old tables and pots fill the room. Some of
anyone investigating the barrels. If it fails to succeed, it them have seem to hawve seen recent use.

will flee down a tunnel. N -Wonrk Area: Scattered work tables used to by the

G - SriraL Stammcase: Aspiral stone staircase leads to long gone monks. There is nothing of value here now.
the basement. Thin pieces of razor wire are strung O- Larce Statue: Alarge statue that is mostly intact. A
around the stairs making the trip down treacherous. difficult-to-find secret compartment in the base contains
H - Desmis PiLes: Piles of miscellaneous debris, some of the spaoils that the adventurers have been seeking: a

which conceal small tunnels used by the kobolds to move small chest full of platinum pieces and precious stones.
around the building.
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Jamieson Mulash - Deadly Catch
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Jason Howard - Hunting Party and the Dragon's Den 2014

HUNTING PARTY AND THE DRAGON’S DEN

By Jason HOWARD http://creativecommons.org/licenses/by-sa/3.0
This one page dungeon is meant for 4-6 characters of levels 7-10 using a d20 system but can be used with any system really.

Young red dragon: CR 7 Large drogon (fire); HD 13d12+39;
hp 123; Init +4; Spd 40 ft., fiy 150 ft. (poor); AC 21 {-1 size,
+12 notural), towch 9, flot-footed 21; Bose Atk +13; Grp +24;
Atk +20 melee (2d6+7, bite); Full Atk +20 melee (2d6+7, bite)
and +20 melee (1d8+3, 2 clows) and +19 melee (1de+3, 2
wings) ond +13 melee [1d8+10, tail slop); Spoce/Reach 10
ft./5 ft (10 ft. with bite); 54 Breoth weopon (40 ft. cone of
fire 6d10, DC 19); 5Q Blindsense 60 ft., darkvision 120 ft.,
mmunity to fire, immunity to sleep and paralysis, keen
senses, spells fcaster level 1st), vulnerability to cold; AL CE;
5V Fort +11, Ref +8 Wil +9; 5tr 25, Dex 10, Con 17, Int 12,
Wis13 Cho12

Skills and Feats: Approise +6, Bluff +6, Concentraotion +9,
Diplomaocy +6, Escope Artist +5, Intimidate + 7, Jump +12,
Knowledge fany 1) +17, Listen +19, Search +17, 5ense Motive
+7, Spot +19, Use Maogic Device +6; Alertness, Hover,
Improved initiotive, Weopon Focus (bite)l, Weapon Focus
fclaw)

Adventurers your party has been traveling through the Nargoth
Mountains in route to the Duchy of Fiengard. A call for
assistance from Duke Lyam reached far and wide as a Hill Giant
uprising wreaks havoc in his Duchy. With the call for assistance
came a promise of great reward which stirred the honorable,
adventurous, glory seeking, and greedy alike to heed the call.

A few days from your destination you find yourselves hungry
and out of meat, so while hunting the game trails in the high
tree line you happen upon alarge clearing in front of a huge
cave mouth where you see a grizzly sight. Four Red Dragons the
size of war horses are feasting on the bodies of two Hill Giants.

As you stand momentarily in silence and awe at the grim
spectacle two of the dragons lift their heads, look at your party
then begin to move quickly in your direction with bits of flesh,
bone, and blood dripping from their maws.

Clearing

2 Young Red Dragons — a Desperate Fight
[When the party prevails against the two young dragons]

As the last young dragon falls to the ground dead the party see
the other two young dragons disappear into the cave dragging
their feast behind them.

[Note: No treasure is found if searched for outside.]

Adulft red dragon: CR 15; Huge drogon (firel HD 22d12+110;
hp 253; Init +4; Spd 40 ft., fiy 150 ft. (poor); AC 29 {-2 size,
+21 notural), towch 8 flot-footed 29; Bose Atk +22; Grp +41;
Atk +32 melee (2dB8+11, bite); Full Atk +32 melee (2d8+11,
bite) and +32 melee (2de+5, 2 clows) and +31 melee [1d8+5,
2 wings) and +31 melee (2d6+16, tai slap); Spoce/Reach 15
f. /10 ft (15 ft. with bite); 5A Breath weapon (50 ft. cone of
fire 12d10, DC 26), crush 2d8+16 (DC 26), frightful presence
(D€ 24); 50 Bindsense 60 ft., domoge reduction 5/magic,
darkvision 120 ft., immunity to fire, mmunity to sleep and
poralysis, keen senses, locote object, spell resistance 21,
spells fcaster level 7th), wuinerahbility to cold; AL CE; 5V Fort
+18, Ref +13, Will +17; 5tr 33, Dex 10, Con 21, int 16, Wis 19,
Cho 16

Skills and Feats: Approise + 16, Bluff +16, Concentration +18,
Diplomaocy +16, Escape Artist +13, intimidote +16, Jump +24,
Knowledge fony 2) +28, Listen +31, Search +28, 5ense Motive
+17, Spot +31, Use Mogic Device +16; Alertness, Empower
Spell Flyby Attock, Hover, iImproved Initiative, Power Attock,
Weopon Focus [hite), Weopon Focus (clow)

Treasure: 12000 gp; Omate Moul +3, Orogon scole Vest
wreathed in Continual Flome, Electrum Breastplote, Silver
Stotuette (of o God of Luck) mloid with Electrum, Tourmaline
Meckloce, Turquoise Pedestal set with Block Pear| Great

sword +3, ond o0 Wond of Slow (22 of 50 charges).

Cave

[2] 2 more Young Red Dragons

A horrifying scene waits inside the huge earthen cave where the
two remaining young dragons have deposited the bodies of the
two Hill Giants. Sprawled all around are the tattered, bloody,
and partially eaten remains of dozens of giants in varying states
of decay. The remaining young dragons await the party's
approach and attack immediately.

2 Young Red Dragons — a Desperate Fight part 2
[When the party prevails against the two young dragons]

Once more the last of the young dragons falls to the ground
dead and atthat moment a mighty roar echoes in the cave as an
adult female red dragon charges the party bent on avenging her
fallen children.

[1] 1 Adult Red Dragon

If the party is victorious they will find the dragon’s treasure
horde in the cave along with the remains of even more Hill
Giants.

[Note: If the party is clever and put two and two together they
will realize that the word of uprising was more likely the Hill
Giants being driven from their mountain home by this female
dragon and her brood.]
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Jayson Rocky Gardner - The Olde Inn

There was once a El'Eﬂt. EIWBWEI]. hﬂld

overrun by foul creatures from deep inside
the earth. Most of the foul things hunted

the dwarves and their friends for food and
fun. However, their were some foul fiends
that preferred to torture their good souls.

The inn described here is one place where
The Olde Inn the good creatures were so tortured. Lost
b}’ outside time, they wait for a good group of
Jaysun "RUCk}'“ Gardner adventurers to free them from torment.
http: //creativecommons. org/ licanseas -5a/3.0

Main Lewvel

1. Common Room: A ghostly barmaid, named Thora Ironweaver, tends bar. She will deliver real food and
drink at normal prices. Her goal is to achiewe 10 sp in tips. She won't wocalize her goal, but she
wWwill =top serving when it is met. Lurking near one of the stairwells (DM= choice) is a Giant
Constrictor Snake.

2. Fitchens: 10 giant rats reside here. The ghost of EBran Warmstone is here. His= goal is to have the
10 giant rats driven from his kitchen.

3. Private Room: The Stone Spears, an adventuring party, iz here, Steel (CLR) and Stone Firezhell
(FTR), Orrin Blaxstone (ROG), and Rex Steelblade (FTR/CLR). Their geal i= to “see battle.”

Callar
4, The ghost of a boy, Torrin Redgem, who i= upset with his father.

Upper Floor

5. Guest Boom (Poor Quality): A crude bed, and a peqg on the door for a cloak iz all that"s in these.
6. Guest Room (Average Quality): an average bed and a =mall table are in these rooms. If searched they
reveal 2d6 =ilver each.

7. Guest Room (Average Quality): A ghostly father, Thom Redgem, mizsing his =on.

8. Guest Foom (Average Quality): 4 Giant Black Ants are foraging this room for food.

. Guest Room (Fine Quality): Holdar ‘*Eggon” Simar iz here, wishing to see a ghost. The furnishings
are guite nice, including drawers under the bed for storage. All furniture has nice scrollwork.

10. Master Suite: A huge goose-feather bed dominates thiz room. Cupboards built into the walls provide
ample =torage. On the =single table iz a ball of crystal that pulszes with a sinister purple light. This
crystal iz the szource of the curze. The inn can be freed when the crystal is destroyed. It is
invulnerable until at least 3 groups (or individuals) are satisfied. Once this happens, their bodies
will be returned, and they will need help to =afety. But that is another adventure.

NPC PERSOMALITIES

Mone of the NPCs realize they are stuck “outside of time."

Thora Ironweaver iz a sweet lass. 3he had not been at the inn long when it was frozen in time, and
therefore iz a bit nieve. Quick to complement and =low to anger.

Bran Warmstecna i= a prima donna. He thinks he's better than everyone else he meets. With the rats in
the kitchen, he is worried he may have to eat some humble pie, therefore he is currently guite high
strung.

Steal Fireshell iz a gruff follower of (your campaign’s dwarven diety). Play him az a typical follower
of that faith.

Stona Fireshall i= a drunk, rowdy, typical dwarf. Boisterouz and outgoing, he iz the leader of the
group.

Orrin Blaxstons i= quiet, and reserved. He i= always nervous, and untrusting of people he does not
know,

Fex Steelblade i= a happy-go-lucky man-at-arms. ERecently hired by the group, he is trying to fit in.
Torrin Radgem i= a typical young boy. Hiz dad wouldn't let him have chocolate for dinner, =o he dashed
off to the bazement. Child logic iz the best way to get through to him.

Thom Bedgem i= beside himself with worry. He doesn’t know where his =on is, and mutters to himself
frequently. Finding Torrin i= all he talks about.

‘Eggon’ i= the only non—dwarf at the inn. He iz currently waiting for his friend ‘Ray-Ray" =so they can
go ‘ghost rustling.” He doesn't believe in anything he doesn't =see, and is willing to follow =omeone

who =sayes they can show him a ghost.
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] Benjamin Wilson - The Titans Torment
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Jeff Caird - Infinite Adventures
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Jeff Pruit - Follow the Gold

FOLLOW THE GOLD

By Joe Pruitt

oon [ ]
[ | ] . Introduction

Kitchen & Pantry

Something has been stolen from a powerful (but shady)
merchant, and he has hired you to recover it. He will not
say what it is, only that it is kept in a chest inscribed with
his sigil. You have tracked the thieves who stole it to the
Gilded Parrot, a seedy tavern and inn on the waterfront.
You fear they are meeting with a buyer who plans to
escape with the item by ship as soon as they have it; time
is of the essence. Your informant slipped you a note with
only the cryptic message: “To find the thieves, follow the
gold™,

1. Entrance: Inside, the bar is through a wide opening immediately to the right, while a hallway leads further back to the sleeping accommaodations.
There is nothing in the bar, though several red herrings are present: a parrot with yellow feathers (the inn’s mascot), a long decorative trench
around the perimeter of the room filled with water where a miniature pirate ship with gold sails floats for the amusement of patrons, a yellow-
haired dancer who periodically leaves out a side entrance (merely taking a break). Asking too many guestions about stolen goods will result in the
bouncers tossing the PCs out.

In the hallway is a red carpet with gold trim along the edges-the real “gold” they are supposed to follow. |t comes to a dead end at a wall at the
back end of the hall, where a gold candle is mounted on the wall. Turning it reveals a secret door.

For every 15 minutes the PCs spend here, or for each red herring they follow, roll 1D6. Each result occurs only once; if any result is rolled more than
once, nothing happens.

Accidentally bump into a drunken patron who tries to pick fight.

Discover a pickpocket has stolen a random item from one PC.

Stage magician tries to get one of the PCs to assist with a trick.

Tavern brawl breaks out, authorities come swiftly (and do not discriminate in who they apprehend).

A very pushy woman (or man) has romantic designs on one of the PCs.

Shady character offers to sell PCs a “magic” golden dagger (the dagger is of poor quality, not magic, and is only painted gold).

o B et P =

2. Storeroom: This room contains several rows of crates, stolen and smuggled goods. At the far end is a large door with a hefty lock (leads to 3).
Another, less prominent door (leading to 4) with a gold sword painted on it is on the right hand wall

A pair of guard dogs patrol this room (make them venomous for extra challenge if desired), and will attack if the PCs are here for more than a few
minutes. The dogs will also attack immediately if they return to this room after leaving by either of the doors.

Searching the crates reveals nothing particularly valuable, at least nothing that can be easily moved at this time.

3. Locked Room: First, taking time to pick the lock to this room will result in the guard dogs attacking (if they have not already been dealt with). A
failed attempt results in the activation of a poison needle trap in the lock, targeting the one making the attempt.

The room appears to be someone’s sleeping quarters, with a bed against one side, a dresser on the other, and a locked chest in the corner. It is not
the chest they are looking for (hopefully they remember to look for their employer’s sigil). This chest is trapped with a fireball trap (opening the lid
without disarming it causes a spark that ignites an explasive substance within). It is otherwise empty. The dresser may contain a modest amount of
treasure or a moderately valuable item.

4. Office: Here the three thieves are meeting with a pirate captain and 106 pirates. A chest can be seen on a table next to them. There is no way
to proceed except tao fight. If the PCs win, the chest is theirs. This is the correct chest, with the sigil of the PCs employer.

5. The Chest: Having defeated the enemies and recovered the chest, the PCs see that during the fight, the lock has been broken and the chest
opened. Inside, they find not treasure or an item of value, but a young woman. Roll 1D6:

1-2 She is their employer’s daughter; her father did not approve of the man she wanted to marry, 5o she and her suitor arranged to have her
“stolen™ and smuggled to her suitor; the PCs have foiled that plan, but she still wants to elope.

3-4 Sheis a servant who witnessed their employer’'s misdeeds; she was being smuggled to authorities to testify against him.

5-6 Sheis an empath; the PCs employer kept her enslaved to use her power to gain unfair advantage in negotiations; the buyer had her stolen
to use the power for himself.

In any of these cases, she does not wish to return to the PCs employer. They have a decision to make, help her escape (or simply let her go) and
face their employer’s wrath, or return her against her will and collect the reward.

http:/ /creativecommons.org / licenses/by -sa/ 3.0
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Jim “Wilmanric” Pacek - Castile de Zela

Castile de Zela 4 s 8

Ld
]

Wandering Monsters
1: The Janitor (See F) 2: Junior Barke (See 5) 3: Zombies 4: Mercenaries exploring the castle 5: Strange sounds 6: Enchanted statie

Strange Sounds

1: Clicking 2: Rasping 3: Grinding 4: Clanking &: Thumping G: Whining 7: Moaning 8: Whistling
Room Key
A: Anycharacters that die within this area of the castle have a chance to Whether it operates on its own is anybody's guess...
return as either zombles or wralths. M: Secreted away, high in this abandoned tower, protected by wards and a
B: Deep within this tower, Simona Pardo de Zela, a medusa sorceress stone golem in the shape of a chimera, is the Brass Gauntlet of Al
bides her time and awaits the arrival of a suitable lover. Naar, a left-hand-shaped cage of brass wire, each of the five fingers
C: Agallery of enchanted paintings and animated statues is contained pointed with a stinger, a brass bee worked into the back of the hand. Each
within this tower. open-handed hit delivers a dose of poison but the stinger and its poison
D: Secreted in this chamber is a magical orb. When touched it grows larger remain in the wound.
while the victim grows smaller. Who knows what reverses the effect... N: A crystal case holds a shiny siver horn. Winding the horn will attract the
E: Alonely bell tower sits atop this abandoned temple. Ringing the bell unwanted attention of the abominable Eremite juggernaut, a massive
doesnt cause the characterstic peal, instead it silences all magic within goat’bearbovine thing that takes castles as habitation, in the manner of a
the castle for a time. hermit crab. The beast will arfive within the manth from planes beyond...
F: Albert Friedcake, a caretaker and janitor, dwells within this tower. Albert O: The compse of a dead thief with a rope of climbing.
is, regrettably, undead, but he doesn't know it. He works tirelessly to keep P:  The roofs of these towers appear to be made of golden shingles.
the castle clean. He will react poorly to adventurers who make a mess Whether they are solid or plate remains to be detemmined.
{combat, etc.) Q: Gargoyles dwellin niches high cn the castle walls. They are wery
G: Anarcane library and museum of preserved animal specimens. interested in horseflesh.
H: A monastery is contained within three levels of this short tower. The lower R:  Strong ircn bars block this subtemranean passage into the bowels of the
floor shows signs of being inhabited by wild animals. The uppermost floor castle. Vermin and slimes swarm in the maze-like tunnels below.
is sealed with magic and wax markings. Opening the chamber risks S: Lying in wait around the castle perimeter is a significant band of
offending a powerful knightly order’s code of honour. Hope you can mercenaries. They await the departure of successful adventurers in
breach plate armour! hopes of taking their loct and guite possibly their lives. Darrin Everatt, a
I: The haunted woods of Puulain. The memcenaries camp in this area and warabear, is the leaderof the band. He can be appeased with a magic
they use the haunted legend to full effect. ring. A junior member of the band, Barke, has gotten lost in the castle. If
J:  Use of magic in the towers nearby risks being cursed. There is a chance found and helped by the party, he may alert them to to ambush.
that each party member will be deprived of cne random sense for several T: Anankheg has a tunnel lairin this area.
howrs. U: The spectral image of a woman can sometimes be seen gazing out of
K: Pmotected behind a meteonc ircn door is a massive Fundamental these high windows at dawn and dusk. She blots her eyes with a kerchief
Cataclyam Projector, emplaced to protect the castle from siege. and walks away.

Template created by Chgowiz (chgowiz@grmail.com) hitp:/Yoldguy rpg.blogspot. com

Licensing: Creative Commons Attribution-Share Alike 3.0 United States License

Map courtesy of Wikimedia Commons hitp:/upload. wikimedia.org/wikipedia‘fcommons ff0/ 1895 Dictionary - Castle.png
Created by Jim "Wilmanric” Pacek hitp:/carjackedseraphim. blogspot.com
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Johnathan Goodwins - Pozodroni's Para-dimensional Labyrinth

Architectural Curiosities within Pozodroni’'s Para-dimensional Labyrinth:
Number 7 — The Western Stairs connecting Levels 1 and 2

The blue furred goblins, being rightly
terrified of the fey haunted corridors
on the second level, have
commissioned some not
insignificant defenses to prevent
unfettered use of this connecting
stairwell.

The author notes that negatiations
with said goblins may elicit (for a
price) unhindered passage down the
main  spiral  stair, but no
circumstances will persuade them to
raise the cold iron portcullis (3B)
again for a returning visitor, whether
they have been paid for such a
service or not. Travelers must look
elsewhere for their egress. ..

Whilst cosmetic adornments of the
humid green limestone structures
are few even the casual ocbserver on
arriving from the eastem corridor will
note a small polished copper bell
(1Ax) used to summon the goblin
guard nominally observing the main
corridor from 1B via the window slit.
Both the northern secret door (also
limestone & thus heavy despite
being on rollers) & the southern
wood & bronze door are bolted on
the far sides.

Megotiations are usually conducted
then through this small window,
arched in the gothic style, to the
East of the hidden door. Assuming a
price is agreed travelers may

Nirter & Arrous o SEaET powtE e

A - sl copeer Sal o wald

V- mruedar RolEs 7 crovs passage oo

Z - Rin wihee! Fv portewls

EF - possBie site oF secrel door b bhe rest
oF dhe gl S

L = boltad an bl wide

descend the main stair well noting
as they do the multiple (5) arrow
slits set 10" up in the western wall &
covering the stairs along the first 50'
or so of their descent. After which
for a further 50' or more the passage
is uniformly barren of additional
features as it spirals downwards
save the occasional goblin graffiti or
protective charm vs. fey. Passage
height is typically 15" at the apex of
a rough vaulted arch.

The casual visitor wil in no
circumstance be invited by the
goblins into the communal areas 2A
to 2C etc. Again 15 in height, but
here squared off rather than vaulted.
Several goblins will be camped at all
times attending the light crossbows
they prefer to use on trespassers &
spending much of their energy
sharpening the wickedly barbed iron
quarrels. These are then stored in
crates beside the firing positions
along with long flexible spears used
2 handed where space permits....

Various bedrolls, water buckets &
chamber pots  (not  mutually
exclusive) haphazardly adomn this
semi-circular  gallery (2) which
parallels for a half turn the course of
the main stair well enabling a good
field of fire from above and onto

the main descending  stairs.
Typically one goblin will fire a
crossbow  whilst another loads,

though arguments as to who gets to
shoot are not infrequent.

Serious  students  of  military
fortifications should note that the
geometry of this chamber
undergoes a curious convulsion at
the point 2A. Here, where a 5" wide
passage running SW from the
wooden door near (1A) passes
under a short gallery 10° above -
open to the chamber below on the
western side. This gallery (5" wide &
10" long) in turn connects by means
of short 5' high passage lengths a
small spiral staircase to the south
with a much longer narrow central
spiral stair that descends all the way
down (circa 100 to the observation
chamber 3A - where two goblins are
stationed at all times. This discrete
(in all senses of the word) smaller
central spiral stair thus runs parallel
to the principle one between the
levels.

At point 2A therefore it is possible
for the goblins to mount a spirited
defense should the wooden door
(1A} be breached. Up to three spear
wielding goblins can stand side by
side here, two in the 10" wide semi-
circular chamber (2) and one to their
right in the short 5' long passage
which runs due south to the foot of
the spiral stairs. Further, one or
more additional goblins can be
jabbing spears through the murder
holes (y) positioned in the floor of
the gallery/passage above onto the
heads of would be attackers.

Finally retuming our attention once
more to the confines of chamber 3A
a 100' below, the goblins here are
on perpetual look out for fey activity
via the single narrow window to the
north. It takes both of them to turn
the wheel (at 2) to lift the portcullis =
although it can be dropped again in
an instant by removing a retaining
bar from the lifing mechanism here
— which also locks the grill in place
until replaced. If threatened this they
will do prior to fleeing back up the
narrow central stairs to the relative
safety of chamber 2 carrying the
retaining bar with them.

Your Scribe:
Jon Godwinz 2014,

Free graph paper used was sourced from: http.//incompetech.com/graphpaper/squarecross/
Published under the Creative Commons license (hitp://creativecommons.org/licenses/by-sa/3.0).
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John Enfield - Castle Dungeon

Castle ODungeon
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John Warner - Seas, Scales, and Skulls

Seas, Scales, and Skulls

By John Warner
Tasked with finding o merchant vessellost near the mainland’s high bluffs, adventurers discover that lizardfolk pirates

have enslaved the crew. The scaly brigands seek to break into o legendary lizardfolk hero’s tomb to seize his magical

weapons, rally their kin, and take revenge on the human city for winning the war that forced them from their lands.

Eﬂ L] =

Monsters:
Shaman: Lizardfolk. A pirate captain, powerful

spellcaster, and descendant of the entombed hero.

Seeks revenge for the war he started —and lost.

s

Mage: Lizardfolk. She uses fire and summon spells.

10

00 R0

0B S

4

Skirmisher: Lizardfolk. Uses spears and shields.

la_|oogl
IR

Archer: Lizardfolk. Wields a bow. Is good at sniping.

o O

Skeleton Guard: Undead lizardfolk armed with an
axe or a bow. Attacks all intruders, even the pirates.

Saltwater Crocodile: A large, hungry, trained lizard.
Snakes: Poisonous; will attack and flee if disturbed.
Giant Spider: Poisonous; likes to ambush from webs.
Guardian Constrictor: Giant, fleshy, undead snake.
Bat Swarm. Hungry for blood. Attacks passersby.

Crewmember: Human. Has info on recent events.

1li First Mate: Human. Has info on tomb and shaman.

Kept alive by her magic healing. Offers such aid.

Captain: Human. As the leader, is the ritual sacrifice.

Hero's Specter: Enraged wraith of a lizardfolk hero.

Legend

(1) Dock and deconstructed merchant ship. Ambush:
Skirmishers from behind ship, Archers shoot from rock.

(2) Sleeping area. Two fire pits and scattered bedrolls.

Locked chest has key to all cages, mundane gear, and coins.

(3) Carved hallway leads to (4), stairs lead to (5). Two
Skirmishers ahead go to (4), talking about tomb guards.

(4) Water room. Boxes provide cover for archers.
Skirmishers and Archers present. Cage on far wall has
some Crewmembers. Saltwater Crocodiles lurk in water.
Hidden, underwater path to (6); the crew knows it is there.

(5) Bridge over gorge. Several Archers on opposite side.

(6) 5Shaman’s room. Chest contains his writings, a key to
(11), and treasure (magic items). Chest has poison trap.

(7) Basking room lit by small holes above. Coffin has
carvings of snakes pointed at suns and away from moons.
Turn the four snakes on the pillars to match them to open
cover. Magic weapon inside. Snakes bask near tomb.

(8) Preparation room. Mage guards First Mate in cage. The
latter gives hints and healing (the pirates liked her singing).

(9) Each pillar here has several dart traps. Faint, safe path
carved into debris-strewn floor. Guardian Constrictors.

(10) Both doors to this web-covered room are stuck and
require force to open. Giant Spiders. Hidden way to (13).

(11) Storeroom barred by locked door from ship. It holds

crank for bridge, treasure chest, and Skeleton Guards.

(12) Swinging bridge over chasm needs crank from (11) to

raise it. Other side has crank as a hint. Bat Swarm.
(13) Locked tomb room. Many Skeleton Guards. Treasure.
(14) Open, looted tomb. Wandering Skeleton Guards.

(15) Sacrifice room; fire trap on door. Raised walkway with
pillars around edge. Shaman, Archers, Skirmishers.
Shaman pushes Captain into center pit to open (16).

(16) Opens a while after trigger. Angry Hero's Specter and
Skeleton Guards attack everyone. Treasure in tomb.

Thiswork is licensed under the Creative Common Attribution-Share Alike 3.0 license | http://creativecommons.org/licenses/by-sa/3.0 )
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Jonas Mustonen - Vikings Vs Mutant Goatmen
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Jordi Diest - E1 Dado Inquieto

(oy@nbu) opeq |3) 1581Q 1Mor Ag aimuanpy abied auQ v
wao3rj0dsbojq-olainbujopepja//:diiy

013INONI oava 13

0’} 000 - pedipuadg 0'E AS DO - HYIUBINOP UO YD OIS-Pys
JNEWOINE Auuyo A qRID 2015-pUS Aq UBwWIaY

(9p| :ebewep) (gp| :ebewep)
sieoud ym pauLy Sjuaply ypm pauly
8l :Ov vl oV
P8 aH P¥ aH
sqesd Jueln suejp.aenB yjopay o
£

(821042 jo waeyshs inok oy isnlpe pue Juswaldwoa)
820 ¥H 403 8P ‘Z1 Je Buiuels Oy Bupuaosy
S)E)S almealn
(Aued sy w JejoBiRYD
fana 10) $p| 15866ns |) wayl ueluoo s1sayo yoiym pue aidwa) sy
apisul paJaneos aq |m spead AuBw Moy apioap ||Im aalajal 8y |

‘(uoneasosip s,e018)81

8y} 0] Ya| aie yoea Jo siequnu joexa) awn Buipooig Buunp 1seu
B SE 8)IS 8y} 85000 uayo sqelo Juelb pue sisjsew Jawlo) ey}
Ag puiyaq ye| a1em ‘sanjels se Jeadde o) pajueyosus ‘sueipienb
yjopeaw se ‘apisul siebuep umouyun awos aoey |Im J1 ao|dxe

o} Bunpm saunuanpe Aue 1ng ‘auayl Bun saunby snoilbijar Jaylo
Jo syuow noyum ‘Aidwe ag o1 pasaljaq si ajdwse) ay) sAepemop

"afienfBue| nay) puelsiapun pue ainjeald JAjesISpUN

Aue puewwoo 0] way) Buimojems aidoad (joo) Jo) aaeiq Aue

diay |m 1ey) spead jeoibew [eiaass ase alay) ‘spob eas umouyun
0} pajoaap ‘a|dwsa) siy) apisul Jey) Aes saje] Jaiejess pue spuafian

‘uallg eyl Jo edwsa] 8y SUIBJUNoLW sJoysieau
ayl episul paaJed a|dwa) JUSIOUE UE 1SIX8 O] PaJnowinl sl JIBYSe|A JO
saouud JUBYDIBW B8] JO 1BSS UIBW ‘|EEINS JO ANID |EISEOD 8] JEBN

uay> ot fo odi

/0°¢ res-Agysesuaiybio suowiwooanneala)/duy NW 9

reog R

=) =,

|
|

u
Jay00| pue a|ge} ‘peg B -

loop jeres o |oueg e
Jeyy 1Sayd g
anjels = le|ld @
STOSNAS dVIN
ysejs jas08s ©
ledeyd ®
S||80 jJuoy ©® ®
jood |eluowaiad @
188} 0L =[]

aduelsjus ulew pue |jey pale|id @

Head [eaibep

0’} 000 - pedjouadg
WIEL| AQ DIELLSW

A3 dVIN
®

Return to Index




Joseph Bloch - The Black Lake

THE BLACK LAKE

(One hex =507

This adventure is infendad as a level in a larger dungeon, but
could be used as an independent locale. If used with Castle of

the Mad Archmage ™

,area A s at the bottomn of the stailcase

found on level 3, area #23, affer some twists and furns. The ceiling
5 at least 50° high, and the air b damp and echoes over the
water. There is a slight cument, water comes in fflom an
underground river to the norhwest, and out to the northeast.
Freshwater fish live in the water, most of which are hamnless.

A

o0

Entry. A long namow staircase deposits the PCs af this point.
They are on a kedge some 3 abowve the surface of the water.
A few feet to the west, a large (107147 aft is moorad to the
ledge by an iron fing.

Another stailcase goes up here, to ancther dungeon level.,
Giant crab.

Water. The water is cold and immediately drops off to more
than 30 deep in most places.

Hexagonda pillars. Every fifty feet or so (as marked on the
map) i a hexagonal sfone pilkar that reaches up tfo the
celing. They are not perfecty spaced.

Empty spoce. Careful abservers will note that there are two
pillars missing here; they have fallen info the water. A giant
octopus guards a sunken skiff with 2,550 g.p. and a wandg of
fFostin a waterproof case.,

Sea monster. The hexagonal pillars that rmake up this oval are

sacgetcecscsoces
teasasaeistcccsegatint

m—‘.

This adwenture i basad on the short story

by Joseph Bloch

r
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“The Block Resarvwoir™ by Gary Gygax, 1975

8 apar, making it impossiole fo pass through with the raft
from area A. The pillar that "dips in™ to the owval has an oid
rusted metal kever. A successiul Opsn Doors check will move
the lenver, causing the pillar fo sink info the water, releasing
the sea monster who dwealls within [a plesiosaurus). The water
is some 150" desp here, and at the bottom is an iion chest
with &, 780 g.p.. 10 gems. and a #g of swimming.

Westemn ledge. 2-3' dbove the surface of the water. Five
preranodons nest here, There s a small wooden punt [(4'x67)
on the kedge.

Iskand. A two-stary stone tower is on an island of stane. On the
second floor is a sorcerer (9th kevel magic-user). When found,
he will be in a dug-induced stupar (the vapors caused by the
buming censor in the room dliow him to magicdly confrol the
saqa saerpent]. He has a chest with 3,740 g.p. and fen gams.
He is crafty and will feign being in a stupor to get a chance
to escape. His spell book is afhsrsal

Morthemn Ledge. Atrio of sea ghouls. f PCs come within 1507,
they will stalk and attack. One s wearing a 150g.p. necklace.
Eastemn Ledge. A weight of 100+ lbs. on either porfion will sink
it benaath the water in 3 rounds [15° depth). The only way to
sfop this is fo hove equal weight in each portion. Morthem
porfion has 4 scrolls, wil become mined if they get wet
Southem porfion has Leksions bolted fo the ledge 4 under
the waterine (visible when the ledge goes up).

Releasad under Creative Cammon Altribution-Share Allke 3 T kcensa. hitp/ feraativecommons org/icenses by-sa/ 3.0
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Jorgen Niemi - The Endiri Incident
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Katarina Bozanic - Bioprospecting Report No 976

omoriat Prospecting Tnecien] BIOPROSPECTING REPORT NO. 976

offers a substantial

REWARD

to all expln‘re'rﬁ who prﬁw'.-.’]f:

by Katarina Bozanic

- et e e e e e

mmplﬁﬁ of ores, soils, minerals

or octher natural formations | Introduction

The recent unexpected seismic activity of the extinet voleano on Mt. Hidrasu, has become the main focus of the study
of our Institute. After carmeful investigation of the information and samples collected during the prospecting
expedition to Mt. Hidrasu, we can now confirm that the cause of the disturbance is not the voleano itself, but the
mysterious organism which inhabits the volcanic cone. Although the most impressive charactenistic of this creature is
its colossal size, it remamed wmknown wtil now due to the fact that it is a sessile organism, bumied desp in the
voleanic crater, with omly minute portion of its anterior part pmtruding above the ground. In this report we intend to
present the key aspects of this organism’s morphology and physiology as a means to better undemstand its function
and place in the nature.

pre:vim:lﬁl}r unknown to a man.

16 Expulsion tube ! e 1 Antennae

When the post-larva settles in the cocoon, T The most obvious supeTtermnean OMEANs are
the muscles in the expulsion tube contmet, two mtemmac. They am sensory organs,
launching the cocoons high out in the ar, receptive to touch, air motion, vibraton, and
with the purpose of landing on the habitable olfaction.

ground. The offspnng than st escape 2 Pseudo geodes

from the cocoon, by cutting its way out. bl b b SRR
formations that resemble mineml geodes in
appearanee. The exact natue of those
formations 15 not clear, but it s presumed
that they are organs of aggressive mimicry,
used to attmot living prey with strong
psychoactive aemsol.

3 Tentacles

After the pry is lured, the net of flexible,
muscular tentacles 15 used for grasping the
living food and introducing it 1o the mouth.

3 Mandibles

The large, serrated mandibles are developed
or holding, cutting, and chewing food, but
also for fighting. Because of those fimctions,
ame covered in the same hand campace
as the extenor of the body. However, in the
joints the mandibles are much softer since
the elastic tissue is exposed.

5 Stomach
This large, hollow organ is coversd in a
deep layer of protective mucus which also
hinders the movement of any still living
pray. Mot all species compnsing the gut
flora have been identified, but some of them
include:

i) several types of massive  amoeboid
formations capable of digesting different
arganic and inonganic maerials;

b} specics of a poisonous fish-like creatunes;

¢} electnc ecls.

15 Cocoons

At the far end of the campel, four cocoons are
located. Their function is to protect the
offspnng in the final stage of tans formation
and transport out of the parent’s body.

14 Carpel
In this enclosed chamber embryos develop

imto the larvae. All larvae are photosensitive

and aggressive. The large number of

offspnng in three dinstict larval stpges can
be found in this chamber:

a) the nauplius stage is chameterized by tha
use of the pair of the head appendages for
crawling and attack;

b} the znea stage 1s chameterized by the us
of thomeic appendages for leaping, and
the head appendages for attack;

¢l the megalopa stage is represented by a
single, large post-larva, which uses the
three pais of thoracic appendages for
catching the pray and two pairs of head
tentacles for poisoning the opponent.

13 Zygote
The fertilization mesembles the more
complex form of pollination in the plants:
the pollinator first places an epg cell in the
cup showe the bridpe; after that the
polinator must find a male gamete of
adequate shape, and place it in the receptive
cavity in the egg. After a zygote is formed,
the canal leading to the carpel opens.

12 Male gametes

Up o eight male meproductive cells hang
from the elastic fillaments. Each spermatium
has unigue four pointed star shape. When
approached, the fillaments move as
temtacles, attacking the imtruder.

11 Female gametes

i Coclenternn

This is sac like cavity where nutritient
ahsorbtion takes place. It is imporant to
note that coclenteron has only one entrance
point; the digestive tract of an onganism
ends here, and only marmow canals conduct
water and nutritions to the spongy tissue.

B Spongy tissne T Excretory vesicles

Lar E t ble of fi : .
mg:n;gf E;; Emmhasc;rm;q?t ﬁ:c; The function nf“ﬂj? ﬁﬁm_gy'ltimuc i5 to allow the exchange of gases. In the appendix |cad|:r.|_lg from ﬂrcn:l.cmc'n:a'.ll
fada] gtar neoeptive Guviby in fhe middle. Becmse of that, this tissue is soft and porous and can be cut through are located large vesicles, used to contain
£ : : £ with ease. It is still dehated about the function of this organism which waste materials from the digestion. Sinoe no
Only one ege will have a meceptive cavity i ; T ; G 7 : ; ey
g il villy st i lives in the spomgy tissue, but it is possible that it is a parasite related expulsion opening of the digestive tmct
: : ; to the common hmgwonms, only of the giant size. [t reproduces in the exists, it seems that the liquid contents of the
10 Reproductive glands spongy tissee, and therefore imobile eges nd aggressive larvaz can vesicles ame excreted from the omganism
In this hemmaphmodite creatare, female and be encouniered in its tunnels. thmough the flagella on the carapace.
male reproductive organs are comnected via 9 Syphon However, the large mdigestible particles,
fhda el idge The pseudocaudate hollow tube connects the gastrointestinal and the el o g, mydnTchjoo oLty
reproductive regions. Since in the walls of the syphon are are located ; m’;i‘ﬂ:m o ey ATgr: MY
the main circulatory vesscl, its tube is infested with a large s it i
population of flying keeches.
Conclusion

D to the stmnge bodily symetry of this organism, it is clear that the ereature can be oriented either verticaly or honzontaly i the ground. Because of its predatory
feeding behavior and its size, we suggest issuing a warning note to the miners and geneml population to avoid visiting Mt. Hidrasu unti |l further notice.

lgnatius Levine,
Head of Geobotanical department of Imperial Prospecting Institute
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Kenneth Moore - The Tower in the Ice

The Tower in the Ice
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Kiel Chenier - Peril of the Fat Princess
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Lee Barber - Flind Cistern

Caravansaryotee | | | | |
Flind's Cistern - [ |EZ

BULLETTE FLINGLS DAY AMA

In a desert of saliferous dunes, a customs post once choked with
traders from a past age shields the only cache of water. A long war, 1

coupled with pestilence, diminished the safety of its bandy route.
The vacated caravansary is now part of the wild domain beld by
bestial Flind, a crumbling baven that can ease thirst but attract woe. FLIND 1 FLIND 2 FLIND 3 FLIND 4 FLIND 5

1) Carpet Wrapped Trap: The Flinds have left a groaning victim in the outer tower, bound completely within a faded rug. No tragic noble is there,
rather, a hungry Zombie and 4 testy Tuffet Vinegaroons! Anyone in melee will be sprayed with the scorpions’ acrid oil.

2) Captain's Last Camel: Spilled in a corner stable are the bones of a dromedary, Although its packs of silver were emptied years ago, the leather saddle
remains and radiates detectable magic. Any creature tacked with this seat will know the way to Ereb-Tur without error,

3) Unsound Merchant Hall: A collapsed pillar on the west end of this chamber has brought down most of the clay roofing. Crouched behind

the pillar and watching (or smelling) for intruders in Area 2 is one Flind Slinger. He will purposefully hurl one shot against the wall near Area 5 to
warn his cohorts there, and then retreat. A warded iron door sealing Area 7 will announce that the “Customs Office is closed for the Sultan’s Wedding!”
if touched. If beset again, the door surface will alight with arcane fire dealing 24 damage.

4) Wheeled Iron Cage: The leonine brigands of Areas 5 & 8 will intervene before this sandy chamber can be explored. Lashed to a pillar is a heavy
tumbrel capped with a cylindrical cage of distressed iron rods. Hoofed tracks can be seen leading into Area 6.

) Byway Watchtower: A pair of Flind Axemen are under orders to climb this tower and breach Area 7 (which they fear) from above, Unfairly, the
higher floors cannot take any weight without crumbling. They plan o ascend using niches on the outside made for attaching siege hoarding,

) Palm Tree Terror: When the Flind's camel sought the leaves of a fallen palm, it was slain by a Sand Bulette dwelling below. More than 2 rounds

of movement above its burrow will cause the beast to move o striking position under the top of the tree trunk, If point A7 is unearthed, PCs will
discover numerous bones, 108 fine gems, and a feline foot

7y Office of Darkness: The commander of the caravansary perished from a disease spread at his liege's wedding. His station was never reopened,

nor his corpse removed. The iron door must have its ward dispelled before it can be opened. A bloom of Chalky Fongus (inflicts dehydration) seals
the body and a small coffer in its grip. A roval belt consisting of enamelled panthers and golden cord is inside, along with 4D10 platinum coins,

8) The Lingering Lioness: Checked by a stubborn door, the

female Flind Leader would prefer to coerce adventurers

intor completing her mission. The clan Chieftain wants the
dead Caprain’s belt and any of his surviving relatives. The 80 MILES TO EREB-TUR
task, futile after the caravansary’s inactivity, was imposed 4
to keep her from impressing more fighters. In fact, one ;
favorite of the leader was sent along to supervise. He lost
a foot 1o the Sand Bullette, Her name is Dayana, and she
fights with axe and Buckler + 1. With her in combat will
be the Slinger from Area 3 and another Warrior armed
with the chain “flind bar". All the capable males present
will fight to the death at her command.

9y Waver of Strife: Near the prized well is a makeshift bed,
occupied by a jealous Flind with one remaining HP. He
regrets only his contemptible wounding, and thinks his
death and any others will ruin Dayana's standing with the
clan. If healed, he will be shocked when she makes him
the new work-camel! A leather sack of treasure the troop
is carrying can be found in the passage to the well. The
stuffed bag contains:

A crystal phial of steeped Green Hag Hair (waving the
steands rill dry invokes a short tornado)

A soft cloak beaded with tiny pearl snails (60 ge)

A singed notebook naming the traitorous guild in
Erebh-Tur that spread disease during the war. (500 gc to
the citv constable, bur causes town riot)

A silver Whistle of the Warrener (summons 1D6 tiny
local animals per level, CHR check to control)

A set of Ivory Greaves of Giant Growth (slow alteration,
five rounds o reach maximum size)

&4
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Lester Ward - Murky Dealings
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Lorenzo Santini - The Revenge of Xarr-Zuul
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Mathew Maranda - Hades Temple Crawl

Forgotten Temple of Hades.

By: Matthew Maranda {@mmaranda created under the ShareAlike Creative Commaons http://creativecommons .org/lice nses/by-sa/3.0

) Overview: These halls are remarkably clean for something
2 sealed for dozens of years. The walls, crvpts, and other
| D structures show their age far more.

i Al Wandering Monsters: 1in 6 within 20'-120°
i [ Eia] =1 1 1d4 Skeletons
[ [ 1 2 1d6 Zombies
3 1 Ghoul
4 2d4 Giant Centipedes
5 1d6 Bandits
6 1d& Giant Centipedes
) 14l T 1d4 Giant Shrew

% 1 Shadow
. What's in the Cell: 2d6

. Ahealing potion so old it only has half efficacy
3. 2d¥ gp
4. Spider on the ceiling
. A6 sp
. 3d12 ep
7. Empty
: - — . Scrawling on the wall reveal a treasure map
S A 9. Gold ring with 9gp
10, Rotted out book. 1t chance of a 2* level spell
(:) 11. Holy Symbol of Hades

12, Potion of Invisibility

¥ [¥
Ei

£

i
B2
=
- W A R Y

& Madness Chart: 1 chance per 50 coins touched
Save vs Spell -1.

1. Acheron — Woe - Depression

2. Cocvitus — Laentation - Confusion

3. Phlegethon — Fire - Mania

. Lethe — Oblivion — Loss of all memories

. Styx — Hate - Paranoia

5. Roll 2 more times for extra madness

] i

| % |
Room Key
. Mountain Forests: These conferous trees provide a fair amount of cover to anyone moving through.
. Sacrificial Clearing: More than 2 dozen cultists sacrificed themselves here in a bizarre ritual that brought forth spirits that took their lives.
. Temple for Persephona: This cave has an altar along the Northwest wall, on the Northeast is a portal opened by the ritual pedformed by the cultists.
. Golden Hall: Coins are piled high along the edges of the room sloping to a crooked path through the room. In the light the gleam brighter than you've seen.
Lethe Pool: There a pit 20' deep with black sticky water at the bottomn of the basin the water flows through a tunnel the East. The water is Styx water
. Tapestries of the Underworld: This rcom is empty save for tapestries on three walls containing tapestries of the underworid.
. Faasthall: This room has long benches and tables along with bas reliefs of a meal between the living and dead. 4 Giant Shrews have burrowed in here.
. Medusa's Lair: 5 statues (100gp ea. ) aranged in life-lke poses. AMedusa created them she lives here with her hoard of 250gp and a dose of poison (5gp).
. Pit Trap Hall: Fit trap down 20" at the bottom are bones in plate mail and an enameled shield with a sunburst pattem on it (350gp).
10. Persephone’s Hall: A large throne of granite sits in the middle of the North wall. An arcane cincle 10° in diameter is in the middle of the room, while a marble
tree lines the east wall. Presently the leaves, branches, and roots of the tree neanest the circle are alive while sheaves of grain litter the circle.
11. Mauscleum (Trapped): This 15'x15" Mauscleum is built within a 20'%20" cavem. Anyone entering it has a 1ingé chance of collapsing it for 3d6 dmg to all inside.
12. Pipa Room: Several pipes stick out of the walls here and move into a box, they are cold. This is a steam powered lift for the portcullis in 20.
13. Hall of Decay: Debns bones, rusted equipment, and rotting flesh liter this room. 2d4 Carron Crawls now nest in the alcoves. 280 gp
14. Empty Catacombs: The .rough walls are made out of the bones of the dead.
15. Ritual Chamber: A bier in the center of the room covered in moldering coth lies in the center of the room. Sewveral ows of benches are aranged in front of it.
16. Collapsed preparation Room: Tables and broken jars of unguent lie in the rubble around this room a cave-in demaolished the North western comer. 1 Camicn
Crawler is here also.
17. New Dig Site: New upwards slanting cave. In the Northwest alcove is a chest with a firetrap 346 within 30" and damages the funerarny masks (150gp) inside
18. Disturbed Catacombs: A rent in the North wall leads to a cave complex. 2d6 Zombies and 1 ghoul patrol this area.
19. Crypt Vault: This domed room is a vault with dozens of small crypts init. If any crypts are disturbed 3d4 skeletons and 1d6 zombies rise.
20. Hall between gods: The East side of the hall terminates in a portcullis the North end leads to a great black oak door with a funerary mask on it.
21. High Priast's Call: This empty cell has a concealed door an the north wall, leading to ancther room with a clear door on the noth concealed on the other side.
22. Crypt of Kings: The West wall has ten small busts (450gp) on shelves. Crypts line the walls. 4 Skeletons and 1 Wyrd are here with a Siver greatsword.
23. Empty Crypts: This room has catacomb style walls, and several sarcophagi scattered throughout it.
24. Empty Ruined Crypts: This room has catacomb style walls, and seweral shattered sarcophagi scattered throughout it.
25. Thoul Lair: This small reom has broken bones in it and 3 Thouls aleng with SBgp.
26. Zomble Reom: 248 zombies stand guand in this room..
27. Entrance to Hades: This bare room has a lange double door on the East wall. A hellhound with 3HD guards it.
28. Funerary Temple to Hades: This well-lit temple is lined with reliefs of the undenworld. A large dais reaches out from the Morth wall. Approaching the doors or
the dais without a holy symbol of hades or proper propitiations turns the torches blue and from the walls rise 2d4 Skeletons and 2d6 zombies.
29. Morning Chamber: This room has nothing but destroyed textiles and a Wood Golem made to look like a 3 tall legicnnaire.
30. Priest Changing Reom: Nothing is intact still in it save a locked triptych (the contents are old and worthless) a poison needle +4 due to age guards it.
31. Cave Complex: Recently carved from the earth several beasts resulting normal level 1 encounters.
C. Cell: These cells are small rooms with little more than detritus in them and whatever turns up from the Cell chart above.
This dungeon is present without comment, why it is in you wordd or why the PC are exploring it up to you. The same is true for why the undead are angry.

L s

™

L= - SR O

Return to Index




Matthew Adams - The Long Fall
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Michael & Mathew lantorno - Galirons Gauntlet

GALIRON’S GAUNTLET

Adventure Summary

An eccentric wizard named Galiron has summoned adventurers
from across the globe to participate in a unique test of skills:
braving his deadly gauntlet of traps, puzzles, and monsters. The
group that performs most admirably in the gauntlet will be
rewarded with riches and glory beyond their imagination!

Each room in the gauntlet contains a single exit, which can only
be reached by completing a challenge. These challenges vary
from martial feats to mental quandaries.

PCs can bring anything they wish inside the gauntlet with them,
bt Galiron gives no promise of safety during the competition.

named Falstaff. Hanging from his
brandhes are an array of worthless

and greets the PCs as they enter.

Running This One Page Dungeon

Cut along the dotted lines! Put the larger slips (the challenges) in
a hat, and the smaller slips (the rewards)in a shoe. Shake well!

The PCs have two hours - real time, not game time - to complete
as many challenges as possible, drawn randomly from the hat.
Each completed challenge earns the PCs a single point, as well as
areward drawn randomly from the shoe.

PCs can compete against other groupsat a convention, or can
simply play for a good high score. Many of the challenges are
open ended and allow for multiple solutions, so GMs should
encourage PC creativity and reward ingenious problem-solving.

Written by Michael and Mathew Lantorna, wwie thew arldisquare.com
OC Anribution-Sharealike 3.0 Unpored: hipy creativecommans.org lioen ses/by 5830/

into a hole on the Qoor. The celling

an open exit door. A glant brass

The Taking Tree . The Master of Games The Pillar of Water . The Bell Tower
Atallroom withits walls painted | Alarge room, unremarkable save The celling, floor, and wallsof this | The interdor of this room closely
to resemble a brambly grove and | for a human-sized, stone chess sel. room are embossed with alabaster | resembles a bell tower. Decrepit
inexplicably lit by moonlight. Atop | Avyeou e narned Ozlal stands tiles. A pillar of water gushes from | wood stalrcases line the walls,
astone dals sits a venerable treant | onthe far side of the game board, a gap in the ceiling and empties i leading 100 feet upwards owards

rinkets, Mo exits are visible.

Falstall curtly explains that he can
show the PCs the exit, but requires
samething valuable in return.
Gold and magic only anger hing he
is only interested in objects of
sentimental value to the PCs,

If each PC gives Falstaff a valued
keepsake or heidoom he becomes
gleeful, and shows eerie insights
into their histories and identties.
He then pulls a blue marble from
his branches and throws it at the

After exchanging pleasantries,
Ozlaf challenges the PCs to a game
of chess, explaining that the pieces
move through the air via simple
verbal commands. The mage
quite confident in his abilities, but
it quickly becomes evident that he
has no understanding of the game.
He makes up rules on the fly, all
the while insisting that he knows
exactly what he is doing.

The PCs must either convince
Ozlaf that he is wrong or “play
along™ and try to beat him at his

gap is the exit leading 1w the next
area, while the foor hole is
blocked with a sturdy iron grate,

When manipulated in any way, the
pillar of water gigeles, revealing
itself as a playful water elemental.
If the PCs can improve the
creature’s mood - most easily done
through the telling of jobes - it will
Lift them through the hole in the
cetling by conjuring a spout of
rising water.

Otherwise, the players may block
the grate in the floor to lood the

bell hangs from the ceiling, and
from it dg:ngles a thick rope that
reaches all the way to the floor.

Shortly after the PCs enter, the
area [ills with hundreds of vicious,
screeching bats, Ringing the bell
will disperse the bats for thirty
seconds, but the intense vibrations

will also cause parts of the stairs 1w
collapse, lmpedﬁan%lprcgress. The
hats can be slain through normal
means, but re-appear endlessly.

The room can be traversed by
scaling the stairs or climbing the

wall, creating a door. This marhle own delusional game. Once the rOar, a]lawl.n%mem Lo swim up to - bell’s rope. Both tasks are

roay also be taken by foree, but | mage concedes, the PCs may move the hale. This, however, angers the | extremely arduous if the bats are
Fals taff will fight to defend it ¢ ontothenext area. elemental and forees a fight. i not dealt with in some way.
The Elusive Exit The Wood Carver The Library . The Noble Duelist

A perfectly spherical room, with
smooth stone walls, The entrance
to the room fades away after the
PCs come in, and the only visible
exil is a 5 foot hole at the very top
of the sphere. A floating ball of

Atall roomwhose loar is covered
with wood shavings. Spindly birch
branches seem to grow out of the
walls. Jars of fireflies hang from
sore of the branches, while others
hold intricately carved wooden

An enormous dreular roorm,
whose walls are lined with shelves
of dus ty tarnes. Each book has a

single word title, and the entire
collection is arranged alphabeti-
cally. Alocked iron door siis on the

An empty room, save for a single
stonestatue of a nobleman. &
stmall plagque reads: “Pick your
champion. Win the fight unaided
and honourably, and passage may
be yours, Stand ten paces away

Bluelight iMuminates the area. i animals An aged goblin lies in a far side of the chamber. : and draw your sword w begin™
PCs will notice that the room’ ! ﬁla“ﬁtm‘ﬂ*[_ﬁ?l[ hangismzﬂ fhi!gga:r?iﬂrls When a book s opened, it creates | Following the instructions causes
gravity always pulls to the outside : £ Lnar. ang white a magical effect that reflects its | thestatue w awaken, The

of the sphere, allowing them to
walke the full interior surface of the
chamber. Entering the hole is still

sullied by wisps of carved wood.

Whenhe notices the PCs, the
goblin uses a slemder stick to shake

name. For example, a book tded
“Fire” may shoot out flames while
a book titled “Hope™ may lifta PCs

construct wields a stone rapier,
and attacks the PCwho drew their
weapon with surprlsLng agility. I

a tridey task, however, as it is ! animal carv ings loos e from the spirits. Nearly every comiman ! any other PCides to atd thelr ally,
animated by magic and is mildly | branches, Each time a carving hits word s represented in thelibrary,. | spiked dhains burst from the walls,
sentient. It will quickly fee from i the ground it springs Lo life, , J— ! grappling them. If the challenger is
the PCs if they approach. attacking the party. The goblin Theabrwins chodos of “Fey 15 | er the effects of beneficial

The hole cannot see the PCs, but
instead *hears™ their foot -steps
and actions. Silence and stealth
are required to catch the haole:
sommething the POs must flgure out

does not react to questons nor
does he rse fram his hammocke

Killing or subduing the carver
causes him to forfeit a white
wooden bird that, when activated,

missing from the collection - its
spot suspiciously vacant - but the
PCs can use other books to attempt
to open the door. They should e
wary though: many of the books
are intentonally misleading or

magic, the statue also benefits
from those same magical effects.

Indefeat, the statue bows in
respect and gestures to the far
wall, causing it to split in two and

through experimentaion. reveals a secrel exit doar, dangerous in thelr own dght U reveal the room's exil.
— . T bt on # wn
ga — o == =4 s o - . 2od %E; T
§532 B2%: Eig% eI E gic3 5?% gégg aéﬁg -ggag EEEE
== =25% =) Q2= R Z= D -
b =3 == EE =i == 5 425 = o R4 = =B
E%E% E?‘:ﬁ% mﬁ%g‘ fiﬂ."%g Eggg OFZ8  miis EEEE Egg‘g ﬁggx
o =5 s 2 3 L] T = .32 =l o B
HEREIH Egﬁ_ Bifr gfxf BIis Bok Sigt SIEE Daf
y2g | ESE =2 g= 43 Ty 2 2o - FEE o
=328 | g8 § =Y | BMiss 2232 | NTEE g22%  g@zi 294 | 9 ALy
] = 2= ER {"E—gl = oz = = == = S
=337 wsRp S9E AzED Bz BUEs Rl gIF gEEh A2

Return to Index




Michael Atlin & Michael Prescott - Stellarium of the Vinteralf
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Michael Dinolfo - Syndrome

Syndro

Background

A Freespace Salvage sdentist named Aned Woodams needs the party to hunt down and destroy a
rogue medical robot calling itself Syndrome.  Aned explains that the sole survivor from The Trakador
mining barge saw Syndrome launched itself in an escape pod towards the Freespace Salvage colony on

T'Grilli Prime.

— Upon Jumping Into System

The party’s ship receives an andio distress message from T'Grili Prime. A man’s voice speaks
between deep gulps for air: “Please... help us.. something has happened... all systems have gone
haywire... life support compromised..” The voice is abruptly interrupted by a wet ripping sound, and a
moment of static. A deep, mechanical voice breaks the silence. *This is Syndrome. Anyone who lands
on T'Grili Prime will die.” The message is followed by its timestamp. 30 mimtes ago.

- The Colony

shipyvard/ hangar.

The T'Grili Prime colony is tiny but wealthy for its size. Officers of Freespace Salvage and independent
business families live there to stake daim to the rich asteroid fields surrounding a nearby Jovian

planet. T'Grilli Prime is devoid of atmosphere. The only access to the colony is by landing in the

Besides the shipyard, there's the commons, powerplant, residential, and offices. The only life signatures
in the commons, if scanned. Syndrome appears in the last area the playvers choose to explore.

— Shipyard
Dozens of bodies of men, women, and children litter the ground. No ships
show sign of damage beside a shuttle in smoking ruins against the north
wdl. Five small, toaster-sized cleaning robots are frantically driving around
trying to contain the mess.

MNotice/ perception check to see there are no obvious dues as to how these
people died. Air quality scan will indicate the environment is filled with
Blaxotoxin. Purifier mask is required or the player s lungs being to collapse.

After twenty seconds, the deaning bots head towards the players. They
explode in a shrapna mess when get close.

Residential
The slaughtered bodies of humans and pets are scattered among the
rooms. It appears that they died from a combination of bums and outs.

The plavers can find expensive dothing, art objects, a personal force fidd,
a few thousand in oredits, and a couple of advanced technology weapons
if they search long enough.

— Powerplant

A fusion reaction powers this colony and appears online. There’s a woman
slumped dead over the console with multiple stab wounds in her bads.

On the console a powerplant overload program is running, waiting for an
external command. The entire colony explodes if it is . The players can
attempt to disable it but failure could be catastrophic. They can also shut
down the synthesis of Blaxotoxin into the shipyvard, or performs a total
shutdown of power (which will also kill the life support system).

= The Commons

This is the sodal and shopping area of the colony. There are a few
general stores, a holo-dub, and a community garden. The doors are
welded shut from the other side by survivors.

Only a dozen people are left alive and some desperatey need medical
attention. No one alive knows exactly what happened besides seeing all of
the robots going haywire. One low-level security officer among the
colonists is armed with a slug pistol.

One child colonist is bleeding out and an adult has a broken amm when
players amrive. All of the survivors just want to get off planet and are
willing to pay nearly anvthing for it.

— Offices

The large, multi-leval space of cubicles seems to have enough workstations
for nearly all of the adult colonists. The office itsdf appears to be in good
shape besides a few drodar burns in the walls.

The plavers will encounter up to two wandering groups of humanoid robots
if they spend enough time searching the offices. These robots are
household servants with overridden software. They make garbled vocal
noises and will shoot humans on sight with energy weapons.

The players can search the offices for valuables. They may find plans for
a Mining Droid Mk. 7. They may also find incriminating evidence! a memo
from the COO of Freespace Salvage to the security officer of the colony to
perform an experimental software upgrade on The Trakador’s medical
drone. The software is available for download and will cause any intalligent
robot to become a cold, calcuating murderer after three hours of operating
as it normal would. Simple robots go berserk immediately.

Syndrome. Medical Robot

The robot appears after the playvers explore al of the areas of the colony.
It does not attack immediately and is fully capable of human—level
conversation. It is sinister and cruel, but rational.

It is connected to a deadman’s switch! if the robot body shuts down, the
reactor will explode two minutes later. This is enough time for players to
escape, if they are aware of the danger, but not necessarily with all of the
colonists if taken by surprise.

Syrdrome’s software directs it to kill as many humans as possible, and it
is aware of these parameters. it is not suicidal and a fully capable
combatant on par with the plavers. R is also aware that it is nearly out
of humans to murder which is why is set up the reactor explosion
sequence. better to no longer exist than have nothing to kill.

The robot cannot pilot a ship and may take an offer to be brought off
world by PCs.

If combat happens. Syndrome has an anesthesia syringe, amed with
blades is an expert in human biology, and is wiry/ dexterous.

Designed by Michael Dinolfo —- mdinolfo@ outlook.com
Creative Common Attribution-Share Alike 3.0 -- http://aeativecommons.org/licenses/by-sa/3.0
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Michael Terlisner - The Temple of Friends

THE TEMPLE OF FRIENDS

a One Page Dungeon by Michael Terlisner
httpicreativecommonsore licenses - sa/ 3.0/

Overview: the Temple of Friends is a random-generating, subsystem-
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Michael Wenman - Urash Mhyrr

Legends speak of the eldritch prison of
Urash Mhyrr, a citadel on the edge of astral
space and the realm of Purgatory. Only the
muost erudite elders retain the knowledge of
its location, only the most foolhardy of their
followers accept the challenge of raiding its
celestial antiquities. In andent times, the
prison  was populated with immortal
monsters, locked in a semi-stasis but
dangerous none-the-less.

For centuries the prison has been forgotten,
except for an irregular stream of
adventurers drawn by the riches and
magical artefacts that give the prison its
power. Few of these adventurers refurn
alive, most are devoured by the imprisoned
monstrosilies; those that do return are
endowed with riches and glory, but their
minds are never quile the same.

The Rstral
Prison

of

Return to Index

Instructions: To use this One Page Dungeon, you
will require templates cul from two sheets of
cellophane®, one sheet should be a fairly vibrant or
dark blue, the other should be a fairly vibrant or
dark red (each character will need one of each).
Each template is circle with an inch (2.5cm)
diameter. These templates are laid over the map at
different times as the player characters progress
through the map; the different coloured templates
of cellophane render some walls pale (and thus able
to be passed through), and other walls dark (and
thus unpassable). Ranged attacks and spells are
blocked by all walls regardless of who is affected by
what colour of cellophane.

Initially, no character has a cellophane template,
and all shaded wall sections are unpassable
obstacles. Any time a character reaches a “Phase
Altar” (marked “T2"), they may apply (or remove)
a cellophane templale corresponding to the colour
of the altar. This change only applies to a character
who has touched the altar {other characlers may
have their own templates applied). A character is
affected by a maximum of one cellophane template
at a time (gaining a template of one type
automatically removes its oposite, removing a
template doesn’t grant ils opposite...it's possible to
get stuck with no templates in the middle of the
prison).

Populate the dungeon with
the most horrific and

dangerous creatures and
immortals your game system
permits. Each  will be
imprisoned at a location
marked with a “&&" (all walls
regardless of ir colour
block the passage of these
creatures). Such  creatures
may be vaguely seen through
the energy walls of the astral
prison; they are
psychopathically  dangerous
and cannol be reasoned with.
As soon as the character's
cellophane template touches
such a creature, it may cause
panic, morale loss or fear as
per normal in your game
system.

Magical energy sources are
scattered through the prison,
these sources are priceless
among certain circles of magi
(these are marked “ iy )
Other loot that may be found
include the relic weapons of
long dead ancient wardens,
and the carried possessions of
explorers who died exploring
the prison.

*  Transparent coloured
plastic sheeting, commonly
used for gift wrapping, it's
commonly available at most
craft stores.



Mike Monaco - The Pit

The Pit
2014 One Page Dungeon by Mike Monaco

" - R el ol I.._rll.:,‘..
R U e L T e
Nar ta scale. Note that each pass of the road down is abawr 15" across, but the
drap iy precipitaus ta the next leved, and visihility inside the pit s wsnally very

The Pit is a vast open-pit mine, dug over mamy genermtions, though work on
it has stopped and a call sent out for adventurers ... deliverers ... heroes.

The Pit was dug as a great spiral road. [t reached a final width nearly 500°
acmss at ground level, and is 666" deep. At this depth the miners uncovered a
Hellmowth, and it has spewed forth many monsters which, along with the
mutated miners, now inhabit the pit. The mad is 15° wide and 13,3237 (2.52
miles) long with a gentle grade. An ox-drawn cart would take 46 minutes to
complete a descent. A party moving at the “exploration speed”™ of 1207 per
turn will take |10 turns { 1§ hours, 20 minutes!) to descend. . assuming they do
not stop to explore or fight anything. The “floor” of the pit is 50" across.

The slopes of the pit’s walls are very steep — effectively vertical, but they can
be rappelled or climbed by a thief. The chart below gives you everything you'd
need to mun an exploration of the Pit's sloping road.

For wandering monsters, roll the given die every three tums and select a
“typical ™ monster from the level rolled. For example, a wandering monster for
the fth circle would be generated by rolling a d8, and if a 4 comes up, you
choose the typical monster from the 4th cirele — say, a band of chaotic thugs.

At the very bottom of the Pit is, of course, the pit fiend, and a small part
of his legions: a swarm of minor demons and devilkin, as well a fire giant or
another demon or devil as his lieutenant. He means to build a conguering
legiom. The amulet which lets him remain on the Prime Material Plane 15
hidden in the Hellmouth* in the bottom of the Pit and if it is captured or
destroyed, he will be thrown back into He ll. {*Fro tip: use my award-winning
Belly of the Beast for this, placing the amulet in the hag s treasure!)

Each level or circle of the Pit could have at least one entrance to another
dungeon. In my own campaign, | relied largely on improvisation and OPDs to
fill in these blanks. If you want to use the Pit as the centerpiece of a longer
campaign, | suggest inserting the OPDs listed in the far-right column. Of coumse
youwill want to adjust the entrances, monsters, and treasures to fit the level of

restricted, as nated an the chari!

the pit and to challenge the party, and perhaps rely less on the undead in some
OPDs and substitute the monsters commaon to the adjacent cireles.

Circle Appmox. Length of | Tumns to | Drop to | Falling | Typical Wandering | Terrain features and Visibilty An entmnce to:
radius of hole  |mad on this | explor next damage | monster(s) monsters hazards
level level
| 253 1590° 13 B0 Bdi Mone db Many hazards and Smoky [he lost mine
traps, debris {30*)
2 2ag 1446° 12 75" Tdé Morlocks, dis Kamshackle Drark {207 [mnels of Tumck
Maorlock hoardings cover the the terrible
Captains road
3 y L4z° 12 W Td6 Troglodytes, db Shacks and caves Smoke thins | Halls of K=samia
Dragonmen {1007
4 208 1 308" 11 65" B Chaotic db Repurposed 100" {40° in Secret lab of the
cultists and catacomb entrance tore bt mases
thugs catacombs]
5 193" 1213° 10 6l° s Gargoyles di Detbris, rockslides 1oh” Cave of the stone
sepulchre
[i] 178" 1119* Q9 56" Sd6 Beastmen, di Minotaurs charge Eih Baid on Black Goat
Minotaurs from hiding places Wood
to push PCs over
ledee
T 163 1025" 9 51° Sdié Chaotic dln Warped stone, 120" MNecromancer's
knights mutants crypt
8 1458 911" ] 47° 4d6 Manticores dlo Black and sterile (LI Crypt of Luan
Phien
9 133 Bip T 42° 46 Chimera, dlz Scorched earth, 9" Order of the White
Jabberwock many hones Wick
10 118 742 ] w i Imps, dl2 Bonfires, dead 1o” Halls of the mad
He [lhounds bodies in heaps s
11 103" it 5 iz i Fire Giants, dlz Slag heaps, steam, B" Akhor deeps
He llhounds gate to Muspelheim
12 BE° 5547 5 R 2d6 Lesser Devil diz Tormented sinners s0° Vault of Zemduzan
impaled, caged,
half-buried, etc.
13 T3 459° 4 nt 2da Lesser diz Tormented souls 40° Ebony obelisk of
Lz mon the snail demon
Bottom {737 - - - The pit fiend (mone] Hellmouth, columns normal Helly of the Beast
of flame

Swords & Dorkery: http:/imikemonaco.wordpress.com
Share-Alike with Attribution: hitp:/icreativecommons. org/licenses/by-sa/3.0/
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Mikotaj Boc - Essidel's Stronghold

E_ssidc|’s Strongl—ldd

51:[: in the Far northeastem parts of the dwarven L’.ing,:[om of D«:r', this immense structure serves as a safe haven and entertainment Fau:i'ifﬂ
to the eccentric mzge Essi:[cl |t was Euile |:~1.;| the mage's lste 5m|1dFaf:|‘u:r, ?'-.-'1,a”a|'|, |:~5 carving tons of stone |:~5| arcane means. | he
F\rnfi:u:f'm: contra PEir_'ans scattered E|'|r|:au5|'u:auf: the dungcnn are all F\I'_"'WCH:I:[ I:H a raw mag‘ir_ Ve E"'I-} El'rfn.u:h:r\s are expe cted to breach the
c[un_:_:;:cn t|'|r|3u_s_:||'| area |, using a weak F\Dint in the cubical force field that 1:|'ru|:||3|:\5 most of the location. ;ﬂ\mHEECFiDUE FDE inarcas 1, 2,5
denies the heroes any E:|1:F\Drtaf:inn EF\C”!E EI‘ICH miE‘I'lt want to use.

i —— Are.a I,An enormous | Qx50 ft door welcomes the adventurers ED TH: :[m_s_:'un at D
5 becomes irnm:u:[iaf:clﬂ aware of the intruders' presence and prepares himself for 2 Fl_g_:J'lf
T|'u: elevated |:~|af:Fc:rm F is5a Fu:rF:n:r: hideout For lessar dragpnﬁ From where EH:H lzumch
a IDEI'IEEF of 'EF\C”'E and breathe acid at the intruders. T wo |'IEI'IE‘iI'IE!| Hagﬁ maiy be climbed
cai||b:| —|_|'|1: black c[mgpn VDDHHEH has his lair in area D ina oot dccl:\ PDD' of acid.
Tng;n:f:l‘ucru.rlﬁh his two black clrag‘r_-.n g vy . R —
Foster children th:y are respon sible ; D
for 1.l.rE||'|:[inE| off ary intruders. EF E|'||:H .
lose the Fig]'lr:, fl‘h:H withdraw to the
surface E|'|r|3u5|'| a Ei:li:FiDI'f at the

bottom of the F\DI'_'ll. . 5|:|1:|:r: one of four r::|1:|:\|:nrtar:i|:un
circles T ra|1|:[nm|5, this one will laad to ar=a o ,ﬂ'\” the others lead to small hidden }
rooms behind a EDI'I”I:EF\DI'IE[iI'IE E1:|1:F\|:arE, which contain a F\DiEDI'n:E[ blade trap, a

cnmpactirlg' ystalyi] f:IT-JF\ and a summcnin_s_:‘ EIEF\. I <
it

An:u 2. T his room was meant |:.~J;| F"-.-'1,a||a|1 to kil the intruders if r:|'h:5 sneak past ra
defeat the dmg'un at |. [E features all kinds of nasf:ﬂ fraps. Essiu:h:' ma gy caw:su:ln:l:\ mals_;ica"ﬂ and evan comment on heroes' progress I:H
casting his voice here. A ma_giu:a"ﬂ warded secret door |1:a|:[i|'|_|_z| bo exit is F\|ar_1: :[_ju:af: beside the entrance IC sothat the inhabitants don't risk

. ——— springing any braps themselves. xjusf: a Few steps down the comidor spring, a prismatic
_’____T%t:___ Lis ; -JI'{I Il'n ': spray r:raF\. —l_l'H: room should be Filled with t= ps |:~5 the GF'-.-'1, r_au:h of the three rooms b
5 St sRERT| A

R D containsa part of rddle solution: prepars three sCraps of paper, one with a snake,

== 1
i)
lll
1
L

, : |-

2 |I'. Y ST i 'L|'|I"i! ! . second with a nail and the third with a

R o L ===

| ; II!'. y '5_! " -r?'+_ St JI". I'-Q':IEF'I'L__L . door (make it so that the deor lands -_' -
___'-.;I : '[i..]l ¥ _'_._.--_-.ﬁ'ff bl II'. % IlII " near the snake's Eai']. ,ﬂ'\'lg‘n first and Tbi
: i i =05 S b 3 = e I
?aj-frfl'll"" | i \. '-II '-,I |I'|| ! second and |:\|a|:1: third's upper left : ﬁﬁf HA‘\\
T“ ? rl',l III'II Illllll_'_ ___da—__TE*rJ';_f_d:i:;:;—:::l,—llf' . corneron the E,nl:\ of the nail to E‘iw: the ; f’\‘</ \7

|- T S . ! E i |:\|351:r5 a clue where the exit is.
| e T Lot

{
i —— -l ,J'!\re.n 3 A hum: lava Fut — characters "':' 2 /
f:cl:l:\nrtcc[ From Arca L to ]: i_?na 15 |||qurH Gh-‘l should frH to lure the FC}; b . i :
switches ,f-‘_:l TH: location is I:H:II'IE observed |:~1.;| an ey EHFEI'IE that appears on EF\DE f'b
when F[:,-; are best F\|a|:1:|:l From the monsters F\:rﬁl:\:l:r:iw:. T:L:F\Drts TI ; Tl at the

bottom of the F\if: EransF\Drt harml:sﬁ'ﬂ bo EF\DEE Tl, —l_ I. r_xif: E at the bottom leads to area 4. TH: gate f__1 cannot be nP:rh:l:[ without a
proper L;cy or deact vating the magic vein.

sy S — e —— A‘c.u‘h-rhis cave contains a |ar_£_:|1: cryﬁtah:hat hosts a mwmagil:\.tin"'.,'r. tfiﬁ a|:1|a|:1: of cult
. l,r—;-ﬁ_ s, ! to clun:rgar citizens of the um:[crsrnum:[ Eown LHicr. A stone En|cm activates when anyone
Ej’ touches the vein. The F\|a|:1: is also ahuayﬁ crowded with the Faithful dwarves, bavo of which
{' |'|F.|F'|F|t|'| to be alite archers [Dl'h: per each F-|E|EFD|'n: ,ﬁJ D:sf:rnying the vein remeoves all of
Lt —”'._-—-".I .;;"1'." the ﬁr:rcn_s_'J'l old's magiu:a' :L:Fi:ns:ﬁ, i|'u:|un:[i|1_|_z| the gate in 3 farn:[ E‘ri:ar:[lj outrages Eﬁﬁil:[d:l].
III R II| I L
-I--E:_' -,-_-"d_ ""-‘lli ,Area 4. This is where Eﬁsiu:[c' sF\:m:[s most of his time. The habieat ﬁ in the west
1
‘l _,'|_.J|

cnnq:\risn:s a studﬂ room, a bcdrcom, a |i|:'|T-.|FH and |E‘L'F.|EDI"I:|. C}lc has to F|5| over the lava F\it
EI'CED to get to the west side.

[ eleased under the (Creative {_ommeon Attribubon-Shae Alike 3.0license |_'|"I5 bpy i ereativecomm oo lice nse a0 -0 S50, 2001+ Mol ikestag Pt
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Nate Marcel - Prehistoric Shrine of the Mermen Maiden

OUTLAW CAMP IN THE PREHISTORIC SHRINE OF THE MERMEN MAIDEN

Sk

..!. ?_E‘ _ . "ﬂ&! SEVENPENNY % . %, I
TR TR TR .

LIEUTEMANT

L4 -'fl e w
- A= sl LANCE AC HP i SERGEANT
&nl.le YRR JAVELIN O 43 40 1 5
o U HELMET OF FEAR
FIRE SWORD 5TR +2 | Ul A oisTRACTS AND conFusEsh

(MELTS AND BURNS)

THROWING | AC HP
KNIFE 0 3 [-1:]

DEX +2
GIANT EAGLE

HP | AC
+3

MOUNTAIN CAT o=
RIDING PET | 20 BITE #3 O ﬂ‘ ;‘g
INT +|
0
Ay Y
y \
=

’. ] Yy
oA
|Iﬂ‘{ “:-;G-_ ,-,'_I." 5 i ‘# LY

L “‘\1 K

w B I, =&
o TR
CLIFFSIDE PATH
¥ Ll = -, = WAL AT

By S ENC

i HD #
I (166 ) ANGRY SEABIRDS
2. (144) SPITTING SLUGS
3. (148) WILD PIGS

£] 4 (104) OUTLAW'S DOGS
4 5 (104) GIANT SEA RATS

i &

7

L QIL CASKS AND FLASKS
2. SALT PORK

3. ARROWS AND BOLTS

4 ONIONS AND POTATOES
5. CLOTH AND LEATHER

6. TOOLS AND TIMBER

T FIREWOOD

'y 8. CHEESE WHEELS

| 8 TORCHES AND CANDLES
10, SHIELDS

I L. BOOTS

I 2. BARRELS OF FISH

(142 ) MONSTER CRABS [\
GIANT ROGUE STARFISH

ENTRANCE BLOCKED BY
FOLIAGE AND ROCKS

Iy,
20 |

=
i

NATURAL POWER SPRING

HEALING HOT GEYSER WATER
FLOWS THROUGH CAVERM AND
INTO THE WORSHIP ROOM.

SOAK IN WATER TO GAIN HP
FOR EVERY |5 MINUTES:

LAIR OF THE
LAND EEL

AT NIGHT THE EEL
SLIPS OUT OF THE
CAVERNS TO HUNT.

L. SLEEPING ROLLS AND BLANKETS
2 FANS AND UTENSILS

3. CHEST (MINOR TREASURES)

4. ARMS AND ARMOR

5. WHETSTONE

6. ARTWORKS

T WATER, WINE AND ALE
8. CHAMBER POT

FEET = 142 WP
UP TO WAIST = 144 HP
UP TO NECK = 1dB HP

POOL OF 4d6 +3
VALUABLE EEL EGGS
IF STIMULATED WILL

BITE +3 HP 3
LONG

2de"
GROW I PER DAY

MONSTROUS 3Q'
LONG LAND EEL

FAST STRIKE O

i

INTERFERENCE INTRODUCED ON CRITICAL MISS it gL
I LOOSE GOAT T STUMP OR ROOT app ac «2 OO
2. ROCKS SUIP OR SLIDE 8. TREE SPIDER ANCIENT FOUNTAIN WORSHIP ROOM STRIKE FEAR O

3. CHICKEN UNDERFOOT 9. ATTACK SOUIRREL
4. DOG AT HEELS 10, LIGHTNING STRIKE

5. RAIN STARTS 14457 | L THUNDER CLAP
6. SUDDEN STINK ..“’€. | 2. GROUND HOLE

THE CAVERNS BEYOND THIS ROOM MUST SUDDEN SLIME O

BE ACCESSED FROM THE CLIFF SIDE OR
THE HIDDEN PASSAGE THROUGH THE
FOUNTAIN'S FRIGHTENING MOUTH.
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Niklas Nylund - Halls of Madness

ESCAPE FROM THE HALLS OF MADNESS

“You have been drugged. bound and gagged. A Sinler
looking man i red robes smies a loolivess grn as he
lowers you deep info ihe earth. Only parlly awake, you
hear 8 mefalic sound when he shuls a frapdoor 1007
above, Now, when you wake up, you are lying in a pile of
bones. A famnt Iight shings from the north. The mpes ane
quickly desposed of bul survning deap Deneath ihe oy
withou! weapons will be i real chalienge "

This adventure is infended for 0 or 1st level PCs. They
awaken in @ heap of dead bodies in the eastem part of
#1a. The bodies are chewed at from below a grille in the
floor. Each square on the map & 107 Amows point up

Wandering monsters (1/6, every 2 turns)
1 - A ghoul in search for food o take to its lair in #13b

2 - A giant spider hunts for food using its web laying
abilty. Living vichms are taken o 8% lair n #15b

3 - 1d3 grimlocks, armed with primitve axes (-1)
hunting for food. They take wictims to their lair in #16.

4 - 1d6 starved human survivors (0] with no kght-
S0OUrCe

§ = 1d2 snifverblin looking for gems. They will torture 1o
get whal they want

6 - The Sepulcher Demon (fights as “rock) can be
heard near the pit in #. If the next check resulls in a
wandenng monster, the demon nses 1o thes level

Factions
Ghouls: There are three ghouls living in the catacombs
They are solitary hunters, paralyzing lone victims to take
thern to their lair in #13b. Ghouls fear gnmiocks

Grimlocks: These foul creatures hunl for living flesh,
attacking even supenor numbers. Their leader Uind the
Malicious leads a total of 10 gnmiocks from #16

Survivors: Previous survivors are fnying to sunave
thwoughout the catecombs. They are suspicious of
outsiders, but might be persuaded 1o help

1{a) A 10" high statue depicting a deman snake codled around a muscular
man rises on the ceremonial dais. The door to the NW is locked. A 100
vertical shaft, which ends in a locked trapdoor, rises above a ple of bones
Underneath, a grate opens to a cramped and musty smelling tunnel. A faint
light shines from the north. [b) Shelves filled with supplies: candles,
lorches. tinderbowxas, dried fobd. There are also two hand axes.

8. (a) The former study of Dantalion the demonalogist The door to the west
is locked with a wizard's lock (WIT). Behind one of the shalves is a secret
vertical passage rising 100° up to a deseried wizand's fower. In the center of
the room is @ reading stand with a Book of Infinite Speilts. (b) Six moth
eaten red robes hang from the wall

10. {a) The door to the south s bamcaded with fumiture. Three human
bodies lie in the room. Blood trails lead to a broken grilke in the north wall
One of the bodies has a longsword of black steel (+1). (b) The door is
barnicaded from inside. A half crazed survivor named Bertha [wiz1) has
made this her last stand. On the floor are two vials of black lotus il
Smoking the oil puts one in a deep slumber for one twm. after which
spedicasters restore their spells. (c) A cramped tunnel rses fo the sast

2. The room is lit by 8 magical sphere floating above a large banguet table
The sphere cannot be moved, trying to do 5o results in 196 lightning
damage. Ten skeletons st around the ratlen food and sour wing. The
silveraare is exquisite (1000gp). At the far end of the table sits the formeer
lord Magnar, poisoned years ago. He has a godd signet ring (500gp), two
iron keys (to #1b and #15c) and a magic dagger (+1, +3 vs. humanoids)
The door to the east is locked. The skeletons do not animate

11. (@) A well with rope and buckel The water is refreshing. (b) The door 1o
the east is locked with a wizard's lock (WT). A small statue depscting a
mermaid is lying on the floor

3. In the center of the circular room is a black stone maonolth 10° high. The
stone resonates with a low murmur. Touching the stone brings visions of a
sarpentine demon and red robed cultists chanting the name “Orobas®
Save vs. spells or go mad as per the confusion spell 12. (&) A necrophidius lurks in this ceremonial chamber. The doors to the
south are painted with, from east o west a heart, 3 clenched fist and a
skull. (b) The floor is covered in cosns (3000gp). (c) A coffer corpse nses
from a crypl. (d) Skelston with a cursed nng of weakness

4, (a} The false crypt of Valedar the Fair. Murals on the walls depict Valefar
and six beautiful womean: half are light skinned and half dark skinned. They
have black, fair or red hair respectively. \Valefar is depicted kissing the ane
with dark skin and red hair. Small alcoves to the west and east hold similar
3 statues, A secret door behind the dark statue with red hair can be
opened by kissing the statue. The sarcofagus is empty. (B) The true tomb
of \alefar the Fair, who bes in his coffin holding the intelligent bastard
sword Onsdl (+2). A cramped tunnel leads to the east.

13. {a) A vast natural cavern with a pool of dark water and a clif rising 10°
o the west, In the pool is thie key to #7. A natural tunned leads deaper

underground, (b) The nest of 1d3 cunning ghouls. The ghouls leave ther
paralyzed prey hanging here. (c) Ghoul treasure: 300gp, a gold neckiaos
(500gp) and a dagger +2. {d) Empty room with a 107 drop fo the north

5. (a) Armed skeletons stand in funeral alcoves on both sides of the
PasGage They have rusty spears and chain armor (-1), but do not animate:
In the marked spot is a trap set by Gorm the naked cannibal dwarf (dwi3),
whio jumps down from a cramped tunnel and fights with a bone club. (b}
The hideout of Gorm with oil lamp, 5 x oil and ring of prolection +1

14. Desecrated temple and broken statue. Balconies 10" mgh on east and
west walls. There i a 50 % chance a gnimiock is standing guard at the
western balcony. Speder webs can be seen on the eastem balcony.

15. (a) Giant spider lair with webs everywhere. 50% chance giant spider is
present Stairs lead deeper underground. (b} A dying human capthve
Rolfus, can barely speak. A nearby body is full of spider eggs that hatch
when examened. (¢) Locked treasure chamber with EDUDQD‘ and bteo
random scrolls in a chest with a poison needle:

6. A 100" deep pit in the middie of the room leads down 1o the Sepulcher
Dermon’s lair. On the south wall is a sturdy metal cage 10 from the fioor

T. Stairs lead down to an empty pool, where a green slime is lurking.
Cramped tunnels lead south and west from the pool. The door to the west
s locked. The metal shelves in the southern part of the room contain
shovels, axes, picks and 5 flasks of alchemist's il

16. {a) Lair with 2d4 grimlocks. (b) Larder with human bodies hanging from
the ceiling. (c) Grimlock chief Urd with treasure: 500gp and a shield +1

17. The 100° long stairs end in a large chamber. Sunlght can be seen
shining from the top of the domed roof. A madman, naked except for a
yellow loincioth, sits on a throne. He calls himsalf the Yellow King. He
wields a large dub (1d6+2) and fights as a fird. The door to the west leads
outside o the sireets of Lierth and freedom

B. (a) Plaging the statue from #11b in the depression on the altar activates
the fountain in Bb. (b) A silvery liquid springs forth from the fountain i
activated from #8a. Dipping normal weapons in the liguid makes them
magical (+1) Dfll'll'Cll"lg the waler resulls in a save vs, death

2014 © Nikias Nybund (hitp:fimu kapsi iNmunropeluksets) | Creatnve Common Attribution-Share Alike 3.0 (hitp ficreatvecommons orgicensesby-5a03 0)
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Oisin Brennan - Lair of the Black Dragon Cult

Lair of the Black Dragon Cult by Oisin Brennan

Background: The black dragon cult is a legendary sect of evil dragon-riders that terrorised the world in the
past. Only foolhardy adventurers would enter its lair...

Room Key:

1. A small room with a hologram of a large statue of the high priest. If the hologram is immediately attacked will
instantly disappear leaving the doorway to room 2 open. If not attacked it will gradually transform into a 10 tall
stone statue.

2. Hall decorated with cult wall carvings. In this room you can hear scraping from room 3.

3. Sacrifice room - here the cult throws victims. Center of stone floor is scratched. There is a dark 10x10 hale in
the centre of the ceiling. 9 piercers hang within it. In the stone wall of this hole is a piercer spawning ground
that would be valuable to a wizard or sage. If the adventurers look up they will see an opening leading to a
small treasure room (10x10). It has an intelligent telepathic sword Striking Blow (align: law) last wielded by
Harold the blessed, if attuned to the wielder it can cut through anything once a day, Harold's bones (valuable
as relics), rope of climbing and 10 gems.

4. Guardroom for jail cells (a)-(j}. There are 4 guards (5th level anti-paladins) and Ee-gore lieutenant chief (Sth
level anti-paladin). They are all obviously drunk. Ee-gore is boasting about how he could run the cult better
than Dread Zach. The cells contain: (a) Zog the hungry ogre, he knows of the concealed door and may hide
within it if warned (b) latrines/kitchen (c) empty (d) & (e) Brian & Theo captured level 7 paladins searching for
Harold (f) behind loose stone cell a pouch of holding with 100gp, a huge hom of ale, 1 potion of black dragon
control (R} - (i) empty (j) Drek the male ancient black dragon (used for stud against his will, drowsy and
drugged but has grown immune to dragon control potions) (k) teleport room to cage marked T in room 13.

5. Empty room - floor is a large mosaic showing a cloud of blackness Killing multiple other gods.

6. Guard barracks - normally empty.

7. Black dragon breeding pitstraining room. Covered with oval holes, some of which contain immature black
dragons. There will be 5 small black dragons each of ages very young, young and adolescent. Mone of the
dragons have breath weapons. There are also 3 anti-paladins (5th level) training them. The dragons hate them.
8. Anti-Paladin acolyte training room. Ten Ivl 1 anti-paladins and Yohan the merciless (vl 8 anti-paladin) trainer.
9. Dark chapel. Three animated stone statues with anti-paladin torsos and dragon hind-parts. Black curtains.
10. Unholy of unholies. Two animated basalt dragon statues. Three obsidian chests. Filled with 1000 black
gems - if touched save vs magic or get turned chaotic (evil). Worth 50gp each or 100gp to an evil wizard/cleric.
11. Guardian chamber. Two
huge dragon statues (inert).
12. High priest's quarters.
Dread Zach. High priest. evil cleric 1
level 9 torturing an acolyte.
13. Vast ceiling. Giant dragon
cage (T) with teleport to room
4k. Cutside cage: Ee-Ra the 3 2
desecrator an ancient black
dragon, being charmed by the = =2
champion of the order Ludvig the == g 5 T
Pure (Evil), 15th level anti-paladin. a il 4
She is the willing brood mare of 6 T b c[de[fTg] 1
this establishment. Q :

14. Treasure room. Huge piles O

I

D
—. P=

m

of gold, silver, gems and S O
sets of armour and weapons. O
Cursed by the order - magical O O
geas to bring the gold to the

home of black dragons. OO

Wandering Monster Table Cae ) 10
(Occur ona 1-2 on a dé every second turn) ] 9 e
Roll a d&: (] B
1-4 Level 5 anti-paladin guard |
5-6 Young black dragon O
7 Both
8 Dragon roars in
distance 14 13 MEE S [T 11
-
_I_I_, 12 T

http://creativecommons.org/licenses/by-sa/3.0
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P. Aaron Potter - The Crucible
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Paul Hughes - The Great Stag

¢ "G REAT 5

‘Jﬂm ScALE DUNG Enn,r

STAR MAP KEY: Random encounter roll on arrival and every 8 hours.
Lawless world: The PCs' home world.

Swamp world: d4 random encounters: 1-2: 2d10 cavemen (2 HD) whao
waorship “Sky God's Blood”, an intelligent deep red ioun stone which
will orbit whoever praises it most extravagantly. 3-4: 2d6 lizardmen
Iwing in ambush: their eges were stolen by “Captain P."

Egg world: d4 encounters: 1-2: Peryton. 3-4: Villagers (blue, humanoid,
lay blue eggs) need “tributes” for next peryton meal. (The route from
“Egg World” to “Swamp World” goes over a black hole: 2 in 6to fall in,
d6 ship damage, teleports ship to a random waorld.)

Dungeon world: Riddled with lost dungeons. Mear the landing siteis a
random dungeon from the 2014 One-Fage Dungeon contest, with
reflavored alien monsters (three-armed goblins, etc). d3 encounters: 1:
2d6 zombies who repeat the last phrase they hear. 2: wraith lamenting
waorld's past glories. 3: 1d4 suspicious post-apocalyptic survivors,
Peaceful world: Mo planet, just asteroid field. Ship takes 1d4 damage.
Lawless moon: Much like the PCs" world except everyong’'s name has
apostrophes. d3 encounters: 1: 2d10 bandits led by Chief t'Rath'ri. 2:
Village of Hom'Leth, offers to pay 50 gold k'chaa to heroes who'll save
them from the bandits. 3: K" bold tribe, awaiting a Chosen One to lead
them against the bullying bandits and villagers.

My world: Only feature is an oak desk near the landing site, containing
a manuscript about eges by “Captain Prometheus.” allows reader to
predict the effect of eating any pickled ege. (Secret space passage: PCs
can fiy directly to Ice World from this location.)

Deserted world: d3 encounters, all with invisible stalkers: 1: Child voice
singing creepy rhymes. 2: PCs feel that they're being followed. 3: Angry
voice asks why the PCs, not content with making us perform their
assassinations, must invade our home planet? Speaker then attacks.
lce world: d4 encounters: 1-2: Dozens of hidden ice warms, each 100
feet apart and attached to a vast medusa head floating under the ice.
3-4: 1d6 frost giants. Will flee from fire, which they have never seen.

HOME: A richly decorated sailboat, the Omelet,
teeters on a high cliff. A peryton sits upon black
eggs in the gore-spattered crow's nest. She will
attack any who try to approach. She leaves for an
hour each noon in search of human hearts.

SHIP DECK: Single mast; aft cabin; fore ballista. A
recent corpse, heart ripped out, lies on deck.

AFT CABIN: Ship wheel; tiny kitchen featuring pan
and egg whisk; four beds; four foot lockers. One
locker holds foppish clothes worth 150 GP, all
monogrammed “Captain P."

HOLD: 20 barrels, & containing waterand 5
containing 50 pickled eggs each, no two alike.
SAILING THE OMELET: The "ship wheel" is a white
stone disc graven with an unfamiliar constellation:
the Great Stag. Each star can be pressed like a
button. The PCs start at "Lawless World." They
may navigate along constellation lines to an
adjacent star by pressing that star. The ship will
rise into space, automatically make sail, and cross
the cosmic void. Each voyage takes a day and calls
for a mid-trip random encounter roll. At its
destination, the boat will land at a pre-pro-
grammed spot on the star's single planet. There is
no way to alter the ship's route mid-journey.
Characters can move and breathe normally on the
ship's deck; if separated from the ship, they must
swim and hold their breath as if underwater.
SHIP COMBAT: The Omelet: AC 10, HP 50. If
reduced to 0 HP: immaobile until repaired. Ballista:
longbow range, 4d6 dmg.

Mausoleum world: Deserted planet, covered with burial monuments
and guarries. Landing plaza: a tower topped with a swivel mirror in
gach corner, a huge door in the south wall. If all 4 mirrars shine sunlight
on the door, it opens, leading to a mummy and four coffer corpses in
an underground funeral barge. 5 pieces of jewelry (1000-6000 GP
each), 1 of which fuses permanently to its wearer.

?7? Asteroid field. The PCs must turn back, unless the DM has devised
another constellation for them to explore.

RANDOM SPACE ENCOUNTER: roll d12. One roll per journey.

1: Blue dragon. Captain P stole her ege; wants it back.

2:Wolf-spider slavers in war galley (AC 13, HP &0). Will catch and board
the Omelet in 3 turns. 10 Waolf-spiders: attack as dire wolf. 50 slaves:
noncombatants. Hold: 600 GP in ivary and silks.

3: Lurker Above disguised as starny sky, will attack anyone on deck.
4:5olar storm lasts 3turns. Does 1d4 ship damage each turn, -1
damage for each intelligent countermeasure.

5-8: Uneventful passage.

9: Herd of pegasi in the distance, attracted only by other equines.

10: Merchant ship (AC 12, 100 HP, 30 crew, 3 ballistas). Ask “Where's
Captain P Will buy eggs for 10 GP each, sell laser swords (as
longswaords, d10 fire damage) for 300 GP, repair the Omelet for 100 GP.
11: Migrating flumph tribe. Describe the perils of PCs" destination.

12: Cthulhoid space leviathan. Will ignore PCs unless they act foolish.
RANDOM EGG INGESTION: roll d12. Effects last d4 days, 1 at a time.
1: Alien parasite: Cure Disease before d4 days or things get crazy.
2:Sickened: Max HP lowered by 1d6.

3: Polymaorphed: into ege-laying species, DM’s choice.

4-9: Mo unusual effects.

10: Sated: PC needs no food, water, or air.

11: Lucky egg: player can reroll any one die roll.

12: Good egg: Random attribute raised 1d4 points.

By Paul Hughes (blogothol ding.com) hittp://creativecommons.orgflicenses fby-sa/3.0/
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Peter of 8radgames - Well of Souls

Well of Souls :
'f

Traveller Ibescechthee, tally not here with tales of ireasure and trove. Yonder ruin hides nething but serrow and woe.
Built wpon the Devils Well, they say old Nick himscifpulled that accursed spire below. Gount not thy mertal soul to his unholy toll.

httpiereativecommons.orglicensesiby-sa/3,0/ SRadCamesIPDC2OMAD
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Peter von Bleichert - Shamblers Mound

SHAMBLER'S MOUND

By Peter von Bleichert

For beginning or low-level PCs

Setting

Wast Mushswamp stains the map. A raised road cuts through this morass, and a floating hamlet—its human residents call 1t
Mushswampton—has sprung up and grown beside 1. The Mushswampfolk disull bravery-inducing spints (lemporary +2 10 save vs.
fear effects/-1 skill checks) called “blue moon,” and move about the dark still waters in shallow canoes, trapping crayfish, furs, and
small crocodiles. They trade these items for grain as well as other staples and comforts. Though there 15 no organized law in
Mushswampton, the Tableaun—a council made up of the oldest Mushswamplolk and where blue moon flows freely—makes decisions,
such as when it 1s time o hire mercenarics.

Hooks

An aliemative staring pomt could be the Murkmire Swamp town of Gnatdamp (see “Gnatdamp: A Sanctuary in the Swamp.” by
Michael Curtis, Gygax Magazine, lssue 1) where the party is approached and hired by Marsh-Hand Phaid Torngrasp or the town's
Sentinel to accomplish any of these adventure hooks:

1. Footpads (brigands) have been camping in the swamp and carts Tull of Mushswampton wares are disappearg from the moad. The
Mushswampflolk pay or trade with the party to chase off the footpads, kill them, or capture their leader

2. A strange green glow has been reported emanating from Mushswamp. The Mushswamplolk pay or trade with the party o
investigate,

3. A crocodile named Scar 1s snatching Mushswampfolk from their canoes. The Mushswampfolk will pay or trade with the pary o
kill this menace, and bring his hide and meat back for a bonus reward.

Encounters

Making their way along Mushswamp road, PCs encounter Footpads
who will rob anyone they can get the better of.

Shaken by the last attack, and despite strange sounds and odors that
emanate rom Mushswamp, the road feels relanvely safe. That 1s, untl
acarapaced clawed creature leaps from the waters to snap and grab at
the party. This mediume-sized crayfish [DM: This could be a Chuul
modified to be a surface dweller and stripped of its poison tentacle
net].

Catching their breath, and as the swamp’s eerie mist momentarily lifts,
the PCs spot a strange glowing island just off the road.

In order to reach i, the PCs must raverse a muddy hazard that

d threatens to suck them Eﬂm clamm their weapon-in-hand, and fill their
throat and lungs with stinking muck.

Certamly dirty, though closer 1o the strange glowmg island, what
appeared to be a submerged log is in fact the crocodile Scar. The vise
of his jaw reaches and closes down upon anything unfortunate to get in
its way, and, if the swamp-dweller is injured. it lunges with its full

bod y-weight, throwing itsell up upon the squishy islet to add the swing
of its tail o the melee.

Surviving Scar’s wrath means the party reaches the glowing island.
Once upon its spongy ground, there is soon a tickle as lesh-secking
rootlets pierce boot leather. An immobile shambling mound carpets
the small island, and stores it electricity in an old collapsed druid's
caim that contains the belongings of at least one former adventurer
[DM: add a gem, some gold, a weapon, or a magic item as loot]. The
carpet Shambler’s goal is to survive and eventually spread throughout
Mushswamp. The PCs must defeat the shambler or be grappled and
dragged 1o the caim for envelopment and digestion.

Published under the 'Creative Commaon Attribution-Share Alike 3 0 license (httpJ/icreativecommons. ong/licenses/by-sa/3.0).
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PJ Cunningham - Amid the Reapers Scattered Bones

Amid the Reaper's Scattered Bones

TELL A STORY of high fantasy using the elements on this page.

Thi sandbax adventure draws upon mosi ol the bigures from Reaper Mimatures' 2012 Bones kickstarter. Chick the bald face words fo view a linked figure.
Rate the mame w0 epic proportions using the "Epic Addition™ ideas Isted within each area, which paintto figures avadlbble as kiclstanier add-ons.

FINGER ©F DEATH: Legends say that the harharian demigod Faris gamed his immortality bngago during a batile with Death himsell’ when he sliced the mpudent Grim
Reaper's pointing finger clean oft with Fampire, his enchamed war axe. The finger bones were lost aver time, but if reasseamled, they grant the power to spread death at will.
(M Select three widely separated sites fior the finger bones. Suggested power of the assembled fnger: owner may sacri fice aone of his or her own fingers o cast @oager of deatd. )

THE SLEEFY WVILLAGE ©F ENTIMIMN lies at the heart of a region slipping into chaos. A CADRE THE TORERKID FISSURE & a valanic rentin the santh that
Adventure lies in every direction. OF AMAZOMN  spews hot ash and paisonous arr. Amang 1is undiscovered sifes ane
Wi. The Jayful Chian is staffied by Chedriv the hafender, Arieha the serving wench, Dirista the DEAGON a drapgon’s bir and crumbling mims once mhabited by a clan af fire
performer, and a tavern eat. Drist is well acquainted with the crew of the Screaming Knave and will SLAYERS iamts.
spill her secrets fir a price. Ceissa, 2 young gnome, frequents the tavern. She cantell visitors that a party  necently defeated il. Katrald warrens dat the hills sauth of the vilkge, whene

af ferm e warriors wene in fown recently asking about dra gons. S he direcied them to AMaglon the sge. @ young red swarms af fire beethe s are raised. The kobalds revere Fiamet te, 2
WI. Prowling the hack alleys 21 night is 2 courtesan whao is actually a lust de mon named Bivina. IF her dragon that laired  Fire mephit trapped within a magic circle. It freed, she can Jead
tmue self is revealed and defeated, she may hep for her life, hinting about the Hends wha plot the villages | nearby, ancd may explarers safely through the anciemt giant lair.

dooam withm ithe Torrkl Fissure. he wandering the F L A rust monster hurks alang thes rocky tradl
W3 The Temple af Truth is 2 small but apulent church af Law. High Prica Raldabahn & aware afthe Tarrkl Fissure ar F3 A secret tunnel pwerded by fery traps and a dlay golem leads
threat urking in the nearhy Crypls and has semt his pabdins agins it surmmcunching hilk.  From the deepest Grottos to chambers b dh the Fissure.
Wi, Darby, the own's gravedigeer, has seen robed figures coming and going from the old Crypts Their kader, F it. The rotting remains of a dragan lie i this lair.
heneath the cemetery. He can lead adventurers 1o the entrance for a price. Dy ue, 15 F 5. A plnar rent at the heart of the Fissure allows fire elementals
W5, The blacksmith, Bryz Darrath, buys ore from the dwarves. IFquestioned, he can tell of Daen armagant and 1o wander freely here.
Axchandle’s quest torid Kobaraad of arcs. combative. Her F & Iveli the half-deviland her hellhound lurk near the enirance.
W&, Gorwenidd the crome claims that her son, o ghter-in-kbw and grandchildren have disappeared. commracd s ane Trapped candelabra wam her of minuders.
Thase who imvestigate find clues that the famaly was abducted. (i : Chomse the culprits: pirates, Charay, Shyine, F 1. The half-devil hlackguard Thaveal and his insidiouws mate,
gohlms, kabalds, dark elves, death cultists, or half-devils; add the sacrificial altar 1o the appropriste Inarilia, amd Sessani, loumge amid broken stues of fire giants, awaiting onders.
lacalks; and allenw heroes the chance o resoue the man, woman, and chilkdren, who are ako guanded by Sirtta. F 8. The leader af the hali-devils, Daenim, has alreacly summemed
the childs animated dall ) Epc Add-om: a snake demoness and will call more powerful beings son.
W7, Yarrad of Garil the pack-merchant is hawking wares in the square . Heavier items like toals are They are haidfing  Epic hdd-om: A mawre red dragon, Jyoiika, will go ana
aftractively priced, a5 he hates to carry them anound . a svond red rampagre when she returne o e Tair s ind her offspagr dead.
VB, Taaraesh the warkick resides ma crumhling fewer. He kmows much lare af the Faresi draygon when E—fu‘- ez Dhaenim compledes the ridual o summon Tawrosher
af Abyselm and the hatex] Dark Ehves wha cwell beneath. L emcounfensd. and Rasmmog a pair of wickedly powerful arch- devils.
W9, Aldaghin the sage knows a great deal about dragoms and can give details of the Tarrid S, Epsc Add-om: The fire gians king and queen, along with their
Fiszure, where he recenily sent a group of amasons o loot the lar of a young red dragon. .—';f retirine, have refuraed (o recim their ancesiors” halls,
Epsc hdd-axc Aldagion 15 aciually a shadew dragon in league with the Dark Hves. #

THE TEMFLE ©F FOUR WINDS is a massive
A COMFPANY OF BANDITS bys in wail outside the town for unwary maumntiniap structure of doric cohims and marhle slabs

shrouded 1m mast and hidden from the ground below.

Til. A griffon hunts along the approaches ta the mowuntin here. It
will attemptto kmock one ar maore travellers to their death, if
4-.11:1 ihle, then feastan the hady.

L A stone golem guards the doar at the top of the stairs and
will slay all whao fail o order it otherwise. The golem obeys
commands given it in the tongue of Gonts

T3. The emple's majordama is a harpy witch named Asola. IF
aleried to imruders, she will assume human farm and weloome
them to the enple, offering them susterance and healing.

Meamyhile she sends her hawk familiar o alen her mesiress,
T Lyphema. Once her guests have dropped their guand,
= Aealowill wse her beguiling song from hiding. 1Fall

Y eke faik, she will atack with Lyphema.
3 _._E Tif. Acces to Lyphema's floating tower is across
- a thin marhle bridge with nothing below but a
. thousand foot drop ta the ground below . Sudden gusts of
" wind fest the babnoe of areatunes walking acrass it.
', TH.In this grandiose high-ceilinged chamber seemingly
umsupparied from below hves Lyphema, a cloud giant
sarceress. She hax heen mthering farces. .. I she is challenged
and clase fo delizad, she can beseech and Irom the Avatar af
the God of Storms.
z Epic Add-ow A powerful earch elememial serves
Lyphema as bodigraarnd.

THE FALLEN HALLS OF KOBARAAD
were mmoe the prawl hame af a clan af dwarves.
Far decades now they have been the home af the
Blck Spear arc trihe led by a clever halfarc
warlard.

K. Mine gabling lurk amid dhe braken siones of
the mined emtrance. Their allegiance o the orcs is
weak, and they can eaxily be bribed, threatened, or
scaned aff

K2 Two woops ol six gabling, led by an ore

travellers. They mchide the archers Axalno and Krista, the swordsman Santhan,
Felnast the herserker, and ther hulkmg leader Gorakd. They will ambush parties they
think they can quickly defeat ar frighten mio surendermg. Only Gomald and the
herserker will fight wo the death; the rest Hlee ifany oF their numbier are shin.

THE GROTTOS OF TERYX are misshapen slime-
coated caverns pack-marked with inky-hlack pooks and G5 L
treacherous chasmes, all crawling with the mmions af s}

Ashaneera the Dark Ef Queen.

. Large spiders and spider swarms infiest these ancas.
&2, Dutcaste I Radaw oel secks a way o return 1a
the queen's favour. (Given the chance, he may fieign
hatred of the dark elves and affer o lead ntuders
o the queen'’s court, but then betray them 7
tatry to regainhi role as omson. =
3. A bridge of sticky wehs hinders imtruders, while =
Diark Elves and their spider minions pass without trouble. [ > (.3‘._:,.1
(¥t . The count of Ashaneera the Dark Eff Qucen & - i i
defiened by her consont Tawngrimm, Sqpider- = [ﬁj
Pricstess Etrlerimlei, Ellia Dwimnmmerlaik the 5 ip Q.'[I-ﬂ" i

somoeress, and Shalaz the assasin.

5. The slavering Beast of Eyes was driven mad by
expasure da the Font of Chaos. B
Epie Add-dm: Thase wha souch the Foant af Chaos become =
amrarphous homrors §f the font is destraved, the star spawn ﬁ"}'
J'm!:pnd' within is released i
Epc Add-om: i the Queen or Spider-Priestess are slain, the
Spider Goddess and her half-spide r servitors show up o
exacl revenge.

THE CRYPTS OF THE AMCIEMNTS is a ghomy
mazre af catacombs known to be cursed with undead. et
. Imtruders duturh a bat swarm {dlay) or find camrion- i
cating soor pdons (might b
2. Five human combies, an ogre zombie, and a ghast = =

Turk in the upper crypis. e

3. This Raar is crumbling. 1fit falls, access 1o the lower arils ard the outer hall
pl THE DARE WOODS &F ABYSELM aresaid tahe magical e s TR
it Usiarr the sheletal sergeant guards the stirs fo the Rall d4 for encounters in the fonest: ; i 3

Kve: eyl ey i s e o A A e, I. A hungry welF can be hefrienched if fed . Otherwise, it shadews ravellers, :3‘ m‘:;ijﬁﬂﬁ“i:‘::;;:ﬂ:r ih‘l
5. Three mummies {Khagath, Noskefra, and Khari) hoping for an casymeal. S ; and Arganres, & currently mesting with the pirate
watch aver the omb of B'neswen 1L who awakens if allof 2. A malicious fairy plays tricks an travellers until it tines of them. Elek and the dark «If Dreadlin. Civen the chance,
his guardians ane destrayed. 3._.& womlling = g2hmgeed withdrawing imta a hallow tree. IF coaxed out these bat twa will flee a1 the first oppartunity,

A death cult led by the vampire Djasu meets hene ta with Elvish ar the language of plants, itmay tell whatithasseeninthe woods.  nile the arcs fight fa the death. Vaal is secrethy
plat the averthrow af the town. Culists include Gloan the . -l'll'l owlbear stacks an sight. X B - under the thrall af a beguiling clud giames
graveknight, Drakspar the hanepriest, his acobyie Eban, Epc Bdd-on: i atiacked, the woodling's free guardian animaies i prafect it named Lyphema,

Alkem the necromancer and his stab-happy Tamiliar. If Baf, A secnet stair winds its up fa the Ti e
appears he will lase a fight, Djasu flees in bat form s his ~ THE ELF-LORD'S SCOUTING PARTY may be encountered in o aus Windhs atop the mountarn. o
caffin, whilke the athers fightto the death (given the clance,  the forest. They are reluctant to speak or trade, but it made friendly, they Mate: IF the tribes lair & invacded, a hunting panty
Djasu will call up the dead cultisss” spirits and send them 1T;'1ﬂt :: their praple are at war V{:h'h crk .:1:-; wha kir h~=‘:11W the will e assembled 1o track down the intruders,

inst his foes 2 wraiths, specires, spirits, ghosts, etc).  earih, and their current mission & to locate 2 mmoured enfrance to e it P sehier w3 balloer
7. Diam'scaffin i ins e hambersceasible  unes raimhere n i dark forea Only Ei-ord Laneal Pathinger  S{ming /o0, e herw archer o pabker,
through a murreny chasm pessuble anly by Small creatunes. knows the tnee mision: todestrayan evil site called the Fant of Chacs. Epic hdd-gne Faaln i merely the Haarensii of an
Lamtela, his vampine bride, shanes the lair. With him are Rathadran Blackshade, Ingguel the Jus, lenna the Ranger, euin chisfian nﬂmtﬂ‘ﬁnmi.md'ﬁﬂx whase
Epic Add-om: The death cult has recendy animased a Febron Moontree, lannior the Wizand, Leviria the Innocent, Lad lane P guards include an ogre and ﬂlg'.u'nﬂ

diarre "s skeleton. 2 e : Farseer, Eltyie the Sarceress and her Maerie dragon. ‘E_Hl-_ Add-ove The mewl dragon satue in the

. Add-om: _!,r_ﬂ'ne_mm_ﬁ i desiraved, hic spinilcurse i . g a greal hall of Kobaraad s aciually a chekwark
activated The faJawing night NaFkadr dve deathless Bﬁm IRE SWAMPF is a foetid mace of maos-strewn trecs and . s ke e ot ks i
dragon will harg from $he grownd o seek vengeance. ickzand. A nocturnal swamp trall stalks this area alter dark. Ol S,

Sé.ﬁ.madmanmud Xania bars m a huthere, with her s nake man hushand. L

EOUER PALADINS framihe Temgile of Truth are . Thres lizar dmen ?rﬂ_gml\d aver “:l! emance o “'I:i.! 'h'ir._ A TROUPE OF DWABRVES led by Daen
wandering the crypss, locking s hanish the evil therein. ﬂ._Th.- lizard man chiel 1nves I'u\e J_Ie is curremily meeting with the mnake- Axehanidle may be encoumered inthe :I:!:md.'med
Their leader is the fhmetongue-wickling Raalman the ExChgE SEey R Witab il el bus g drudce. I e LT
Gal. His cahars are Chasree, Dalpin, and Fraini. it:::;;m The lizardmen serve a Mack dragon name d flateborm, who i Sl lror adventuirers include Jafie, Blelyn,

Lhake the Wizard and his clockwork guardian.
THE SCREAMING KEMAVE & asmallskop crewed by Cap'n Carnamati the Red and his hand of bloadhirsty pirstes. Carnamati

semi his first mavie o0 negotote with the Black Spear orcs. Prrates remaming abaard the shipinclude Bo'sun Faelnda, Nise, Grumblerage v
the dwar £ and Leyretnia the vermin-mage { known for her fondness ofrats and rat swarms). The wardrobe in the capizins cabin hides a 20014 T FJ O-li'li'lmghm
socred panel ta a treasune room, but ane af his three treasure chasits & achually a vicious pet mimic. Creative Commons BY-SA license 3.0

Epc Add-on: A rmiding party of evif fishmen have been waiching the ship, waiing for the right mome nf lo sirike.
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Ramsey Hong - Crimson Maelstrom

the CRIMSON
MAELSTROM

A red mist rises from the ground and becomes a crimson
mdsr.mm.fr.s;dm about vialently, but there is no wind,
The magical maelstrom is four miles wide, T anyone
travels through it, they mappear at a mndom (de)

oint z].clng ils inner . The unlJr way o escape is Lo
E'npcl it by killing M:'JE:FJ'J the Eluudz{ﬂnhjﬂl
Soon after the maclstrom appears peopk start to
disappear. A person disappears approxinetely every

t‘uupk of hours, This fanics the mesp:clplc of

Whstow and the soldiers of Frawold K.ccp

Simun,, the innll:ccp:cr of the Minstrel & G.I'P.: asks the

adventurers to look into the mysterious skep Sir Gilbert

has fallen into,

BLOOD WHATTH MAREAFPH

Marbaph placed the cursed copper Maelstrom Crown

an Sir Gilbert's head @ create the maestrom He did

this so that he could harvest the blood from everyone
p:d within, He possesses ccrplc to kill orher p:clplc

::Fﬂrn bleeds them inm his Eluud pit. Those he has

killed become zombies that he can eontral

He's weak 1o silver and magic. He possesses humans by

touch, His troe appearance when he's within someone

The eownsficlk of
Wastow are panecked
by the mnevplained
deappeamnces. When
Zowler of their boved

The area mcrcled by the madsree is 12,0 squre miles The Bl Kiver chae mre
ehroagh Waetow b stopped mEning. The rever and Sebver Fond bave become mumcdy.
13 gobd peces can be oend o the med of Siver Ford.

A roving bard of 14 wel-armed Gobllar m the noreh fores attack amyorne an ugk_

A Pire Bear i the souch forest stalls sraware partes md teacks on smell. Murder

go s
wictims, mnder the comtrod of the wraith, retem as Zombler oo Bares che ww nefoll.

Omes StATt retuIming,
thimgs really start ko

o0 Nichand - Heire

00 Thurrus - Merchint

00 Cexily - Thonus's wife
00 Enma - Thonus's danghtes
00 Sinon - Imile eper

o0 Alse - Simon's wife

00 'William - Smuon's wn
00 Gew - Sinen's mather

else’s |_1|:|dJr1 wrinlded and andent, can be seen in a
mirrar's reflection. He's insane, egotistical and greedy.
Killing a possessed person with a normal weapon
frees the wraith to return to its own budjr. ki ing the
chm:d with a slver ar magira]. weapan an harm ar
Lill the wraith irself,

MAELSTROM CROWN

The crown drains the life of Sir Gilbert 1o power the
maelsrom. An Izmp:rjng with the crovwn or Sir Gilbert
will, in a pmfycf crimsan mist, instantly transporn
anyone within a ten foot mdivs toa random () spat
alﬂr.lg the maelstrom's wall. 1f the wraith is dcfcalui the
crown will fall off the knight's head. The crown takes
ane year of Life for every hour it povers the maelstrom,
Sir Gilbert can survive four dars with the croven an.
If he dies, Marbaph will attenmpt 1o plage the crown on
someone dse’s head.

EFILOGUE
1f Sir Gilbert is sa'rcd, he will swear an cath of

(occasonal) service o the adventurers,

H:,- H,:m-.u}- Hm'g . .F|.'|1r|l 2a14

ELVISH TRAVEL MIRRORS | () FRAWOLD KEEP
S~ ‘Walter stands grard
Frolet Bamd ;*:"C::Eb::‘?:mr

scédbers go om forays o
sze if they can find a way

ot of the maektrom.

Yoz Do ff Cierigene P Tt '*;';‘iq
Abn = Hef for answers. When the
1 Zowbler begin barassng
the town Walker calls for
@ everyone o ot e b the
keeq, bar mor e veryone
Freawadd Bee W ow i steme
=
N L
The pemms ane ] It deactivates T Gl - Keight
decorated wieh | i - after a mimmte | oo VAN - Soblie
of SRS LIL__I—=I'.|=_ | of desse. o0 Bl - Sallies
EL&L phypbe. Hctivating 00 Ademse - Soldier
Speaking and toucking ehe glyph ot ks pres e 00 Holest ErE

a glyph activates the becation does mothing .

misror. The sarface The mbmors @n be 7
v o e shcnmery and o ked e:s.lly I::,' Eung % Eﬁfﬁ“h

the destimation can be them ot 3 solid sarface.

Betpe’/ crentivecomenone oo dicerses by =30/ seen throaph &
41 Crows roces in trees ] momnd the
@ mﬁ mumm.']'he‘v meack when anyome @NIKIE DEN
approackes the entrance. The mack The the B

Unpenin summons Marbaph to Bis crype. o b o i e 29 e
the coffin | R .t I den are bidden by mad, Fooks

[T — r| = P . Tl Faras ard detrices. The three Nide
the spiked [l = —_ : . # T -y in the den e not inherently

e emaps. . % Becetile, bt the drying cfll:le

LR, = o river bas ag med chem IF ehe
o '1: ® L] ) | Sy ad vene wrers fail to convimes the
Cam be turmeled 0 f "-E"' '@ ® o Y " Jitwker chey are ot conmected o
thromgh. -, ", ! @ H a i) Sr Carir ) the drying of the river the Nivkr
., a & 14 ,’ﬁ will meack. [F the Nivder are g
.“1‘ \‘. # (5 - corvimced the adventerers are mnocent they will bave e
b ,: H Ths sttty spore bden den the adverturers dore. There & nothing of vale i the o5 L
1— = . Fangas & & Bome o 3 @amionoes den, mrdess someons i the party lkes Fish beads. ) Mimor
Q e 2t .; ;! " Muzbrocme i Envizshde fumges. The spore Mesir
| = i ard pollen Basa small
u. T ] E = J Tammished n:hm];e of disorenting the @ Q"LHNIPEDE .I: II
gl Sever Knife phoyers. The Fenges meacks

H,f' ﬂl
Travel Mirmor
-

L:\cl'ul:\l.a.f\l E =

i

5
o~ Leanbem meack whin the

it on the Ibd.g,,;;'r
o ueces, two large
diamords ard 2 gold

chabice are imside the coffim e

Shield of Trme y ' :ﬁh coffin & tanpered
Sighe - Cives ";ﬁ.’f -

bemrer the e L“‘.Lﬂlmd s b ar b
o zee all chingsas bl
ehey acemlly are. pit dhamber.

o= E‘O'd T Blood P - The wrash's

“oe, wrinkded form rests here whils
Rie goes aboat gpatherng more

The pie is concealed abhove by

a byer of branches and beaves.

The px ksaf s flled mee-

deep wih rotting fdiage.

Fowr ® deep pits within the e
main i e comcealed b}' ehe -'_‘-.L
roering folage. Tro Caraipader

sit zilemely wnder the fodinge

waking for prey eofall .

If somecme falls mbo one of

the deeper hole one of the ffdp:d:r meack.
The Caraipedier detece their prey by char
movement in the foliage. They com deteck
even shphe movements made o the
Eeaves. The Laraipader bave a mralytc venom
that l:hq,' mject wikh the stinger on their il

amything that enters ks
dan. Parcepeive phyers an

spoe the movement of the
Emvisible P s by cbesrving
the srilng of Bovering
partbmbates i the @i

It becoenes viedde when i

s dead.

The wrakh can only be
chemaged by sdhver or mapgic.
Ochierwize i beals mmtandy
from any chmage & makes.
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Raphael Sadowski - The Shattered Temple
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Background

Ores have begun raiding the villages in the area
of Spawrwond Forest and taking caplives. 11's not
50 strange that orcs have been raiding, but their
focuis has been on taking as manmy living caplives
as possible, rather than the standard ore killing and
plundering. Regardless of the ores' reasons, they
st be stopped.

Rumors among the villagers (roll 1d6):

The orcs are selling the captives into slevery.

| S

The ores are eating the captives, and keeping
thern alive simph keeps them “[resher”

3. The ores have bequn digging a new mine in
the ara and lol of slave labor is needed.

4. The ores are celebrating some sort ol religious
festival, and are in need of an exorbitant num-
ber al sacrificial victirms.

5. The orcs are using them as slaves, but over-
work thern 1o the point of death, and therelore
need constant replacernents.

6. Theu are wsing them for military training
twhich terds to mean thev die... alot).

Almost every local the PCs meet will mention a
“beaming light” coming (rom a particular part of
the forest between mid-marming and late alter-
noon. Almest all of the locals believe the light i
related to the orcs.

Richard ] LeBlanc Jr - HangingGarden

The Hanging Garden

by Richard J. LeBlanc, Jr.

For the DM

DreepinSpawnwood Forest, the magicuser Erymos
Hrmundrmor has constructed a large corservas
tory where he is cultivating a hest of horticultural
monstrosities, including a selection of carnivorous
plants. The orcs are working at his behest. They
bring the captives to Ervmos, who infects them
with a leprosylike disease, and hangs them fram
a sustern of trellises bridging the upper area inside
the conservatory. The plants below are fed with
a show rain of blood and falling body parts, while
the captives suller a particulathy slow and painful
death. The wizard's methods are a truly heinous
rarsgression against hurmanity. The ores are ime-
mune to the disease, and do nol act as carriers.

The "bearning light” mentioned by the locals is the
sun refllecting of[ the glass of the conservatony's
dome. If the PCs follow the light into the forest, it
will take themn directly to the comnservatory. It will
also take them through approximatel 3 miles of
orc-infested lorest (no matter which direction they
enler from). Eachturn, them s a I-in-6 chance the
PCs will encounter 1-3 ores armed with swords,
spears, and shiekls. The ores have been patrolling
these woods so long, they've pretty much wiped
out arwthing else living there. Very little else will
be encountered.

Numbered Encounters

Inva clearing deepinside Spawnwood Forest stands
Erymos's imposing structure of gleaming white
lirmestone, topped by a dome af iron and glass that
beams n the light of the sun. Unless otherwise
specified. the rooms inside the conservalory are
kept in darkness. Dwarfed by the conservatony is a
dirty wood buikding with a thatched rool, covered
with sool from a nearby frepit. The smell of orcs
and scorched human flesh drifts downwind from
this buikding. There is a 1-in-3 chance each turn
spent on the grounds {outside the conservatory)
that the PCs will encounter 1-4 ores armed with
swords, spears, and shields,

1. Owc Barracks

2 dozen cols are packed into area 1a. The stench
of ores here is almost unbearable. Under each cot
# a chest thal contans 2412 gp. Slkeeping under
oree of the cols is 1 ore with a sword. To the west
{Za) is the orc leader’s quarters, furnished with a
col, aniren chest, a stool, and a simple wood desk.
Hidden in a secret compartment in the desk is a
map loa buried chest which contains 5000 gp.

2. Orc Guards
Guarding the door are 4 orc guards armed with
crossbows (loaded) and swords.

3. Main Hallway

Al the north end ol this dark halhway, a cage hokds
3 shriekers. If the doors 1o the south open (letting
arwd light in), they will begin shrieking loudhy, and
2-5 orcs with swords, spears, and shields will run
in [rom outside (in addition to the guards).

4. Bedroom

This wellappointed bedroom ncudes a padded
chair, a carved bookshell, a massive wood-frame

bed, a beautilul area rug. A secrel compartment in
the bed holds a wand of darkness (5 charges). The

Return to Index

shell contains a decorative leather-bound 4-volume
sel of botanical illustrations (125 gp value).

3. Library
Shehes and shehves of books of esoleric botanical
subject maller, a table, and a chair.

6. Seed Storage
Shelves of jars of seed pods, labeled with genus/
speces ard slorage dates.

7. Seed Storage
Shelves of jars of seed pods, labeled with genus/
speces ard slorage dates.

B. Seed Storage

Shelves of jars of seed pods, labeled with genus/
species and slorage dates. Hidden an a high shell
i a small locked iron chest. The lock is trapped
with a poison needle {save va. poison or die in
2d6 turns). The box is albo armed with a magi-
cal lrap that causes a [lash of blinding light when
opened {all in 20" radius must save vs. spells or
be blinded 1dd turms) 1t conlains an emply jar
labeled simply with an "X."

9. Erymos's Lab

Tables with akhemical equipmentl. Seedlings
and sprouts grow from small ceramic conlain-
ers throughout the room. Erymos {a powerful,
high-level magic-user, with a focus on spells
allecting plants) is here, working. He will at-
ternpt to engage the PCs by talking about his
work (speaking vaguely aboul "the possibilities
ol plant lile ") He will atternpl 1o quide them into
the conservatory {where he will command his
plants to attack).

10. Cross-breeding Room

Chained to a table in the middle of the room is a
hurman female with plant tendrils sprouting from
various parts af her body—a sick cross-breeding
atternpt by Erymeos. She is alive, bul catatonic. It
will take powerful magic (bath arcane and diving)
il there is any chance for her survivalfrecovery.
12 cases of rations line the walls. {The rations are
infected with the disease and are being led 1o the
caplives inarea 12.)

11. Conservatory

This area s home 1o dozens and dozens of
carnivorous plants (some ambulatory) that will
altermpl 1o altacksal any lving crealure excepl
Erymos whose commands they will follow il he is
present). Strung (rom a trelis over the mom (out
al reach of the plants) are 35 humans in various
stages of the leprosylike disease. The dripping of
their blood resembles the sound of drizling rain.
9 of thern will die ne matter whal. 8 of them will
survive il cured within 1 daw, bul they are unable
to walk on their own. The remaining victirms will
survive il treated within 1 week: they can walk, but
onby at 1/4 the normal rate. Once the PCs enter
this area, each must save vs. poison or contract the
disease. I untreated, it kills in 1d4 weels.

12. Holding Pen & Tower Shaft
The 15 captives here were taken in the last few
daws, and the disesse is onh beginning o set in. In
the shall above, partial construction hinls at the
abandoned goal of using the upper portion of this
leower as some sort of observation deck.
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Roland Volz - The Oracle Caves

Wilderlands of Dire Omen / Hex 0514 ORZACLE. CAVES Roland Volz

Interconnected caverns that lead to ancient secrets and dark prophecies

1. Sage Cuft Oracles who listen for words drifting up from below. They believe sleeping giant is imprisoned in
the mountain since the beginning of time. Many come from across the globe to ask questions and bring gifts.
Secret Factions: Theists — worship the giant as a sleeping god; Mongers — seek to control society with secrets
and the sale of influence; Awokeners —want to awaken and control the giant. Much intrigue goes on. The
Sages have long studied the caves & have many competing theories as to the source of the caves' power.
a. Main Entry The Cult operates out of this primary cavern. Entrance is semi-worked natural stone. 2de
Springans, 2 acolytes always on duty. They expect guests but are wary of adventurers who come to plunder.
b. Main Avenue Primary tunnel. Ancient ghyphs inscribed inwalls, surrounded by writing in dead scripts.
€. Residence Covern Acolytes use embroidered curtains to make living spaces, sleep in ice cold rooms under
rich silk brocades. Many expensive knickknacks collected from pilgrims/clients. 20 acolytes live and
study here at any time; many perform rites in secret. 3d6-3 Springan warriors guard or
study here.
d. High Prophet’s Coves High Prophet lives here, surrounded by opulent riches.
Served by 4 guardian golems & 1 servant faerie, enslaved by his magic.

2. Springan Colony Clan of dwarfish half-giants, claim descent from titan trapped in
the depths. Hawve been here for centuries; serve Sage Cult as warriors. Some
warriors can grow to giant-size or other powers; elders have limited prescience.
e. Main Colony 160 Springans make their home in these caverns. All surfaces
carved with traditional designs. Families stack stone households up sides of main
cavern. 4d6 Springans (1/4 are warriors), 1d3 elders per household.
f. Elder Lodge 2d6+5 elders live here, keeping alive clan traditions.
= g. Treasure Vouwlt Sacred cave. 1d4 priests & 3de underpriests guard clan relics.
A1 *{ 3. Sphinxes Pride of sphirxes (1 elder male, 3 young males, 8 females) moved to
]\ these crevasses decades ago, attracted by strange dreams; they dream riddles during
3 the night then puzzle them over in the day. Consume large prey and random travelers
that cannot answer riddle challenges.
h. AMain Loir Elder male & females live here, sunning themsebhes in the morning.
i. Males Lair Young males live here, away from main group & fight for dominance.
j. Trophies Sphinxes keep trophies of their more challenging kills/riddles here. Some are treasures intended for Sage Cult.
4. Primentals Sages believe some uttered secrets are so powerful they generate new life from surrounding elements.
Primentals are like elementals but far more powerful and infest the cavern depths. Mostly inimical or indifferent to mortals.
k. Source Fissure (1d6)d8 primentals, newly emerged from fissure. Fissure has blinding light/roaring noise/earthy
stench, a constant vortex of pulsing energy with no apparent end.
?. Enigma of the Oracle Caves In the heart of the mountain lies the origin of the Sage Cult's dreams,
Springan clan’'s powers, Sphinxes’ riddles, and Primentals’ energy, something no one expects.
Possibilities: » Portal to the Dreamlands A gate to a portion of the Dreamlands ruled by insane
demigods/archfey. They cull mortals' dreams for secrets then release them into the caverns.
= Alien Lifeform Weird communal fungus with thousands of lantern-like toadstool-pods, defend them-
selves with mind blasts. Each pod is psionically linked to a person alive on the planet.
= Tablets of Destiny These tablets contain the spells used to originally create the world.

* The 13th Floor Reality is a dream-like state constructed by unknowable outsiders & the Oracle Caves are the
conduit toffrom their reality. PCs who enter the heart take over the bodies of sleeping entities.
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R Stephen Boney - Stupa of the Space Sorcerer

Stupa of The Space Sorcerer by R. Stephen Boney
http://creativecommons.org/licenses/by-sa/3.0

The Stupa is a squat tooth of dull stone mostly hidden by jungle vines. For years after the death of
the Space Sorcerer. it served as a shrine for local aborigines.
1. MORLOCK LAIR: A lone Morlock lives where locals formerly left alms of coins and flowers. It
still contains 11 copper and 5 gold coins.He fears entering the other sections of the Stupa.
2.FRESCOES: A pantaphobia spider (Fear bite) has spun her web amid crumbling frescoes of the
Space Sorceror's exploits.
c. Under fallen plaster are the bones of a reiquary-robber. His gear has been plundered, save a +1
sling stone lodged in the skull.
3. LIBRARY: The Space Sorcerer’s fabled collection is in crumbling ruin save for a phylactery of
proof vs fungi, molds, and jellies which is wound around the arm of the zombie librarian and three
1st level spell scrolls.
4. ALCHEMY LAB: ltis lined with shelves of jars of herbs and unguents, whose efficacy is faded,
but for a clay jar of holy water. Also here is a large jar containing the pickled remains of a
Yuggothian Fungus (worth 200-500 gold).
5. RELIQUARY: A stone statue of the Space Sorcerer is on the north wall. In his lap is a
pomegranite-sized astrolabe made from copper and a triceratops-horn mapcase containing a
starchart. On the opposite wall is a wooden box containing the Cosmic Eye of Catspeth, a floating
stone providing a +1 to dexterity and +10% to Move Silently. It is guarded by stone Canid Columns
- living statues of guard dogs.
6.SKELETON ROOM: The east wall is lined with four sarcophagi, in each an animated skeleton,
three armed wirh khopeshs and one wielding a Thugee Pickax +1.
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Rusty Gerard - The Insidious Library of Niltras

The Insidious Library of Niltras

A One Page Dungeon by Rusty Gerard

WA L0 ﬂEP ﬂ.gE ['Pg.fﬂ m

i Many ages ago the evil sorcerer

e Nilrras, bent on araining mascery of
the Dark Arcs, accumulared a vast wealth of
wicked knowledge and builc a library of
insidious lore. His final step before ulimare
malevole nce was o ransform himself into an
immorcal vampire. To guard his coffin and
collecrions he built a tower far o the norch
where the nighrs are long and the days are
short, then spread his shadow across the forest
and hamler of Elms Green, wransforming the
wwnsfolk into werewolves. Then one day
Nileras simply disappeared, never to be heard

from again. To this day no one knows why.

About the Tower

The fivestory, spiretopped tower is builr
atop a2 mushroom-shaped rock ourcropping
in the sea far from the mainland. Jagged rocks,
crashing waves, and shipwrecks pierce the
waterline. Menacing gargoyles decorate the
tower's exterior. The windows are narrow slics
which only tny crearures can fic through.

In the days when Nilrras was still morral, he
buile a magical bridge to connect his cower to
the mainland. He could summon it ar will,
bur in his absence the bridge only appears on
the night of All Hallows' Eve and only if the
moon is full. On such nighes che bridge will
appear with the sunser and the moonrise,
then disappear at sunrise.

The B*WIH stand guard bur will ignore
anyone crossing the Moon Bridge or who fly
in the form of a bar; any who areempr to encer
the tower by other means will be acracked.
Furnishings: each room of the rower is
similar. The floors are bare and the walls are
lined with plain, crimson tpeseies. Tall
wrought-iron candle stands are ready to be
used. Every surface is covered in dust and
cobwebs.

Heighl: viewing the tower from the exterior
it will appear to be four stories wall, not five.

Adventure Hook

The Insidious Library of Nileras is said w
hold the greatest collection of forbidden
knowledge and a wvast wealth of treasure.
Good-doers, evil-doers, and simple rreasure
huneers all wish o find che library.

The parry has discovered the location of the
library and the secrer of the Moon Bridge.
They have assembled at Elms Green ar dawn
on the fareful day and must follow the
foorpach through the forest, loot che library
after dusk, and rerum before dawn. They are
aware of the werewolves. They do not know
the secrer of rransforming inco a bar o encer
or leave the ower. Legend says thar flying
there can be difficule, bur they do not know
abour the gargoyles.

The Hamlet of Elms Green

The lifeless hamler has become moss-covered
piles of mouldering tmbers. The nearest
settlement is 20 leagues away (1 league equals
1 hour of wravel on foot for a cypical human).

The Forest of Werewolves

The party has 8 hours to rravel 7 leagues ease
o the coast along the fainr forest foorpath
before nightfall or else face the werewolves.

Crossing the Moon Bridge

The bridge manifests once every 29 years for
1dts +9 hours (dme of the moonrise varies).

the Tower
The heavy iron doors at the base of the rower
are not locked, bur the rusced hinges will
require a small feat of scrength o push open.
Four characters of average strength working
together can open the doors easily.

Once a characrer has touched che doors, 3d6
skeletons armed with rusty swords, shields,
and decrepit chainmail will burst from the
ground around the enrrance.

Level 1 = Antechamber
This room is empty excepe for the standard
furnishings. Narrow stairs lead to level 2.

Level 2 - Kitchen, Larder, & Refectory
This once was the living area of Nilrras’
morral minions and some evidence of its
original purpose still exists.

The party must enter the room one at a
time. The second character to encer the room
will automardcally be possessed by a

{no chance to save). The possessed
victim will block access to the upper levels and
must be dealt with before the party can
proceed. The enriry can be reasoned with and
persuaded leave the wvictim's body,
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exorcised by the appropriate magic, or the
party can fight the possessed vicdm and kill
him/her at exereme peril. The polrergeist has
the following powers while possessing a body:
Blood scream: deafens everyone,
save or be knocked unconscious for 1d; hours.
Celerity: the host's body becomes much
stronger and swifter.

Deathly chill: exringuishes non-magical fires,
inflices 1dé poines of damage from cold.
Telekinesis: hurls small icems through che air,

pushes tables and chairs to block exits, etc.

Level 3 — Torture Chamber

Various implements of torure licter chis
room. Several traps (T) lie in the debris. The
polrergeist's remains hang in an iron maiden.

Level 4 = Treasure Room

A secrer passage (8) leads o level 5. A few
books, scrolls, and gemstones licer che floor,
along with the remnants of a broken desk.

A mound of thousands of coins is
piled in the center of the room. Ir is alive and
will arrack the parry if disturbed, forming inco
an amorphous blob and behaving like an
intelligent  ooze/slime/fjelly. Once  killed it
appears o be a normal pile of coins, buc the
faces on them are distorted and ugly. In 7 days
the faces will come alive, cursing and shouring
obscenities, biting palms, and chewing
through pockers and coin purses. When
mixed with the living coins, normal gold coins
will animare in abour a month. If enough
living coins {abour 100} are left wgecher they
will re-form into another gold ooze.

Hanging alongside one of the tapestries is a
crimson cloak (hidden in plain sight) char
emits a faint aura of magic. Irs wearer will
have the power ro rransform inro a bar ar will.

Level 5 = The Library and Niltras' Tomb
Tapestries and packed bookshelves aleernare
along the walls. A solicary pedestal stands in
the center of the room. Arop the pedestal sics
a heavy leatherbound grimoire closed with
bronze hasps.

The dust covering the grimoire is acrually a
contact poison, 2 corruption of the tome's
protective  enchantments.  Anyone  who
rouches or inhales the powder must save or be
paralyzed for 2d; hours. The book is Niltras'
MAZNLLM OpLUS, conining his Lrearest secrers,

Behind one of the mpestries stands Nileras'
coffin with the desiccared corpse of the
sorcerer-vampire inside. A magical bc]'ewl:d
amulet hmg[_: around his necki.g

The amuler radiates an aura {range 30 feer)
that reopens wounds, slows namral healing,
and arcraces blood like a magner - wriggling
worm-like rowards it to nourish Nileras, He
will reanimace in 3 days if he is fed any blood.

Copyright © 2004 Busty Gerard,

licensed under the Creative Commons @ @ @
7.0 Arribution -Shared ke License

(CCBYSAq0)
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Scott Slomiany - The Void

. Creative Commons Attribution -
. Shareallke 3.0 license
itpe//creativecommaons.org/licenses,by-sa/3.0/

Keeps En

the Osprey |
running. Kicked
out of Mech-
School, bitter, and
has big ideas and

little patience. ﬁ}

Indwgo makes sure
Angel can't have

Indigo believes that
Regan will offer the
ship to Indige when

the captain retires, and
is helping to nudge

that thought along.

The current owner
of the Osprey.
Kind, risky, and so
far, luckier than

als, n'
Regan recently brought M. DU TORAE
Angel on as a lowly
Cutterboy into the
crew, in the hopes of
turmn? Angel's life
around, despite the
partially-bungled
claning event,

and “borrowing”
Angel's stuff.

Kel lost ownership of
the Osprey due to
sOme ssues” wath

gambling debts, and

would like to win i

back some day,

Imperfect cloned
grandchild of Captain

SECRET:
Fl.crmrg revenge over
the Crign Incident.

What happened?

SECRET:
Knows that the Target
is a member of the lo
Anarchy Sect.

Why have they not
mentioned this yet?

access to Engineering

mind snooping arcund

SECRET
Collects security camera
footage of the Target.

Just pure creéepiness, or
15 something else
going onf

SECRET
ks working to ensure
that the Target will not
be on board the next
mission,

Saviour or tormentor?

SECRET

Embedded psychic con-

nection probe in Target

|;|l.|r|r'||,i| o all 1I|..'||:i|r'
shent,

That seems kind of
extrame, doesn't L7

Regan. Quiet, but
easily raised to
tantrums. Performs
the “bottom-of-the

ﬂ totem-pole” work for

the Osprey
Cutterboy
Angel

Kei has been pushing
Indigo to further
develop Indigo's

radical theories about

trans-warp drives into

a working prototype,
with no Success

Angel once had a
one-night affair with
Kel on MNebulai
Followed by mind
wiping Kel the next
moming of the entire
event,

Brilliant,
but frustrated by
neighboring stupid-
ity, Working for
others is a tempo

At the start of the game, randomly place the 6
“SECRET" cards on open spaces on the character
map.

OUR STORY 50 FAR: The players have booked passage on the Osprey to travel from Europa to Atlas
Mebulai, The Osprey is a void salvage ship, Void-sals have specialized tech to allow basic nav and life
support in the Void that traditional ships don't have. Typically, when any ship makes a warp jump, it
travels instantaneously through the Void. Occasionally, ships become lost in the Void, forgotten owver
time; a lost ship has never been found with a surviving soul on board. It's very dangerous, therefore
the business of salvaging shipsin the Void for parts, relics, and valuables can be profitable..but morally
questionable. And depending on any given planet's governance, highly illegal

In this case, while traversing the Void, the Osprey has come across an unknown alien ship, and Angel
has brought back an odd artifact. And before you know it, the artifact contains an alien organism that
begins infecting the crew..and possibly the players as welll Will the players return from the Void safely?

As the Osprey crew become infected, randomly select an “INFECTED" card and cover up one of the
character traits on the character map to help remind you of their new infected attitudes.

Return to Index

SECRET
Is extremely sympa
thatic of the the Target
due to & recent
event..and the Target
s misreading this as
\;:||'|'|:~r|"‘|||1|:3 ale
Why would this be!

INFECTEDII
|5 extremely paranoid
and delusional of the
Target, and of the
players, Well, more so
than usual

INFECTEDMI!
Will desperately enlist
Target and/or players
to hide the infection
and/or artifact. by any
MEeans Necessary,

INFECTED!!
Will enlist the Target
and players to take
control of the ship
and change course to
a major population
center,

INFECTED!I
Will do anything they
can to infect others an
the ship,

Any. Thing.

IMFECTEDII
WIll start the process
of turning the Osprey
into a breeding
chamber.

™ o)




Sean Kennedy - 7 Year Lich
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TOWER OF THE ASCENDANTS: THE
HEXED CRAIME

A portal hidden on the fourth level of the
Tower of the Ascendants leads towhat
remains of Ed's Cradle, the hallowed site of
humanity’s creation. The Triumvirate -
Ka'aire, K:.:nlguthan, and Myrris - have armexed
this place; however, if the PCs find the primeval
cloy and the breath of the Hydra, they might
recreate the first human woman, who
remembers a secret crucial to defeating the
Trinmvirate.

A. HECATOMB

Vast floeded chamber dominated by an
inverted ziggurat. Plot of maize crops wilts
atop the structure. One hundred sacrificed
catoblepas. Tattered banners bearing the
symbaols of the Triumvirate. Lightning. Pair of
conjoined roin elementals and their dust
druidess mummy caller. To descend: find,
decipher, and arrange the seven tablets of the
humem creation myth before the acid rainfall
scours them away.

B AQUIFER

Hy draic flail snail sphinx lord poses a riddle
in Supernal to the PCs. Protects copper battery
buried in wet sand, which needs to be
recharged. Drinking from the ten-headed
hydra fountain has one of ten random effects.
Well leads down to one of the other dungeons
in this contest, flooded with hydra bile.

C. LIsurren InoLs

Clay idols depicting the first man and chald
toppled beneath a trapped statue of My rris the
Inverse (polymorphing cloudkill breath). Sowll
aof day o fesh returns one of the idols to life;

child knows power word to enter lamia’s vault,

man knows prayer of fertilization.

By Sersa Victory |

Sersa Victory - Hexed Cradle

I PRIMORDIAL CRATHR

Crater filled with the primordial ooze from
which humanity’s essence was first cultivated.
Pregnant four-armed half-bodak succubus
bathes in the slime, sy mbol of Gelgothan,
Ravager of the Crypt tattooed on her forehead.
She insists that the PCs have either come to
profess their love for her or be sacrificed to her.
Succubus guards hom of the slaughterig tribe
and knows the secret to forming a primordial
gelatinou s ziggurat servant from the ooze.

E. ALTAR OF THE CREATOR-GODDESS

Briar-choked temple to the creator-goddess of
humanity. Congregation of hasted skeletons
covered in green slime facing a three-headed
skull lord primarch of the Triomvirate.
Staimed-glass window depicting a hydra with
ten heads (the rest have other mumbers of
heads) conceals a secret alcove containing a
copwer key. Lightming rod on the cursed altar
used to attract lightning in room A to rechar ge
the apper battery. Speak prayer of fertilization
to receive the tarrsgue egg. Skull lord carries
one-time use ring of duplication [duplicates a
one-time use magic item, cannot duplicate
itsel fy.

F. Lasmia's VALLT

Magically sealed. Shattered scrying mirror
outside door, when reassembled, bears sigil of
Myrris and shows contents of the vault
including day statue of a couath-born lamia.
Legend states the first human child knows the
power word to access this vault. Filled with
scattered oo pper pieces and poison potions.
Elder displacer mimics. Use ring of dupl iartton
on scroll of day e flesh, use duplicate scroll to
return the lamia to life - she attacks the party
but, if mortally wounded or persuaded the PCs
seek to defeat the Triumvirate, reveals true
vault (room H) nearby.

Return to Index

toweR of the ascendants

THE HEXED CRADLI

G. INERT COLOSSLS

Massive double doors, too big to be opened by
PCs. Domed frescoes depicting a ten-headed
hydra breathing the essence of humanity into
dozens of clay jars while the creator-goddess
looks on. Momiments of cane sugar defaced
with symbaols of the Trinmvirate, craw ling with
mosquitos. [nert human colossus stands
before doors. Insert charged-up apper battery
to activate colossus; achive colossus opens
doors. Dump primordial coze from room D
into only basin bearing the image of a ten-
headed hydra to spawn one-time use scroll of

clay tor flesh.
H. TERRACOTTA VISAGH

Large stone clay face in the wall behind secret
door known only to the day lamia. Secret door
requires copper key. Breathe into the open
mouth of the clay face to reveal a secret cache
contaiming a hoard of iron bars, rubies, potions,
runes, the hammer and gauntiets of the
avilization-father, and the bottled breath of the
Hydra. Manipulating the face in any other way
induding taking the gem-eyes triggers an
aging breath gas trap (ages target 10d12 years).

1. MORTAL KN

Dozens of jars of primeval day standing atop
floating decapitated titan heads above a
churning maw of magma. Ten-headed hydra
monument of hardened magma breathes
soulfire in random directions at random
intervals. Ashes of cremated gods billow in
noxious living cloudkills. Four giant rolling
balls of slime-covered writhing mude bodies
bounce around the area, led by a hand of
famine and drought bearing the standard of
Ka'aire, Breath of Ruin. Jars can be brought to
the fiery maw and combined with the breath of
the Hydrr and burnt to create new humans or
recreate any dead human.



Shane Siebert - House of Eternal Mercy

The House of Eternal Mercy
By Shane Siebert

Blond Rawers

Temple Exterior and First Floor (Level 1) One Square = 10 feet

Temple Dormitory (Level 2)

Malachi
the Mad

rawh

Claan

iy

Bell Tower

Temple Dungeon

Adventure Overview: Several local villagers have gone missing, one of
which is a local lord’s trusted farmhand. Unbeknownst to all, an evil monk
has returned from the grave and is terrorizing the countryside. Caravans
traveling at night along the road have spotted lone individuals matching
the description of the missing, wandering near an old ruined temple. The
player characters (PCs)are hired to investigate these strange sightings and
perhaps find the missing parties. This adventure is suitable for low-level
adventuring parties of four to six PCs,

Adventure Background: A long time ago, a temple devoted to a God of
Mercy was located along a busy trade route and offered shelter to passing
caravans. But, the temple’s patriarch, Malachi, held a dark secret: he had
fallen under the sway of 2 succubus. Under the demon's influence, Malachi
committed unspeakable deeds in the dungeons beneath his temple. Lone
travelers would often check in, but never leave. Eventually, the truth about
the temple spread across the land and the temple was sacked by paladins.
Mz lachi was slain, his reign of terror ended. Or so people thought. In fact,
Malachi recently returned from the grave, as a Heucuva, an intelligent
variety of undead which is able to appear as any victim it has slain and uses
this ability to lure more victims to its lair. Heucuva are very difficult for
clerics to turn and they are only wounded by silver or magic weapons.
Adventure Hooks: The PCs may have been hired by a local lord tofind the
farmhand. The PCs might have also heard rumors of the temple while
passing through a local village. Or, maybe they are traveling and spota
lovely woman on the side of the road...

http://creativecommons.org/ licenses/ by -sa f3.0/

1. Temple Exterior. A high stone wall surrounds the forsaken temple, though
several sections of the wall are destroyed. The stone temple is in poor condition
as well, its entire east wing collapsed, yet a bell tower is still intact and rises toa
height of 50 ft. Broken masonry, thorny weeds and brambles choke the courtyard.
Three blood ravens zre perched atop the temple's roof and will attack any PC
they see entering the courtyard.

2. Temple Interior. The inside of the temple is in no better shape than the
outside. The nave's eastern third has been reduced to a pile of rubble and broken
beams, though seven sturdy marble pillars hold the majority of the second floor
aloft. A high altar dominates the temple’s west end, with stairs leading up to the
dormitories located on the second floor.

3. Rotting Carcass. A not-so-recently deceased adventurer is sprawled atop a
large pile of debris near the temple’s east wing. The cadaver is outfitted in a chain
shirt and possesses a long sword, shield, dagger, short bow and 12 silver arrows.
Two fire beetles lurk nearby and will take exception to any PC approaching their
tasty larder.

4. Profaned High Altar. Human entrails and wet blood are spread over the altar,
indicating a recent sacrifice. If PCsattempt to deanse or purify the altar, they will
gain a magic boon of +1 to hit against Malachi the Mad. Observant PCs may also
notice a blood trail leading to the Hidden Trapdoor [Area &).

5. Stairs to Dormitories. Stone stairs on either side of the altar lead up to the
Dormitory Rooms (Area 7). Sections of the banister are prone to collapse and
pose a falling hazard (d6 damage) to unsuspecting PCs.

6. Hidden Trapdoor. Anunlocked trapdoor leads to the Dungeon (Area 11).

7. Darmitory Rooms. These rooms were once used to house visiting travelers,
though each room is now occupied by two skeletons. The skeletons are lying on
ratty straw mattresses beneath moldering blankets. The skeletons will rise from
their repose when the door is opened. None of the skeletons will leave the
dormitory area to pursue fleeing PCs.

8. Blood Raven's Nest. This dilapidated dormitory room is home to the blood
ravens’ nests [from Area 1). If not previously alerted to the PCs’ presence, the
birds will be found here. The flooris compromised and any PCweighing over 100
pounds will cause the floor to collapse, resulting in a nasty spill (d6 damage). The
ravens have collected and lined the inside of their nest with several shiny trinkets,
gems, and coins. All told, 75 gp of temsare hidden within the nests.

9, Stairs Up to Bell Tower. A set of stairs leads up to the Bell Tower (Area 10).

10. Bell Tower. The bell tower is littered with human bones, thanks to its
occupants, two ghouls (AC 14, HP: 9 whom are busy feasting on flesh when the
PCsarrive. A leather pouch containing 50 gp is located among the charnel. One of
the victims, a halfling, has a +1 dogger stored in anice sheath still at his side.

11. Stairwell to Dungeons. A narrow stairwell leads down to the Malachi's
Madhouse [Area 12). The smell of death is thick here.

12, Entrance to Malachi's Madhouse. The PCs might hear cries of "help” coming
from beyond the sturdy, reinforced locked door leading to the prison cells (Area
13}, but they will most certainly notice skeletal figures posed in prayer along the
room’s walls. The door lock is of exceptional quality, but may be picked. The key
for this door is wom on a chain around Malachi's neck. Ifthe PCs try to unlock or
break down the door, two crawling claws, animated skeletal hands, will emerge
from a nearby pile of bones and attack any PC attempting to open the door.

13. Prison Cells. Three small prison cells are located here. A local farmhand is held
captive in one of the cells, and though still alive, he shares his cell with numerous
cadavers in varying states of decay. Thefarmhand is understandably shaken-up
but will eventually relate that he was led to the temple for what he hoped might
be a romantic tryst with a local girl. Once the couple arrived at the temple, the girl
transformed into a skeletal, robed monster and the farmhand was locked into a
cell. He has been in the prison for several days. The farmhand is quite strong and
willing to help defeat Malachi if the PCs provide a weapon for him to use.

14. Torture Shrine. A variety of torture devices line the room’s north wall. A
shrine dominates the south aloove, in front of which are several corpses in posed
supplication. Malachi the Mad is here. Depending on what tactics are most
advantageous, Malachi might azssume the guise of the farmhand’s lover, or some
other creature to gain surprise. PCs with infravision will see through the illusion,
seeing him for what he is; askeletal figure outfitted in tattered clerical vestments,
He is unable to speak and can only moan or howl. Malachi will flee, perhaps in the
form of a rat, if unable to quickly defeat the PCs. Malachiis wearing arng of
protection +1and also has a key to open the prison cell door. The key is attached
to a fine silver necklace worth 1oo gp.

15. Summoning Circle. This is where Malachi's troubles began. Fortunately for the
PCs, there isno succubus awaiting them, however a minor demon, 2 Dretch is!
The dretch will not leawve the temple to pursue the PCs, and will always return
back to the summoning circle, perhaps hopeful it will be called back to the Abyss
as a soldier in the Eternal Blood War. There are about 200 gp worth of rare
material spell components and gems located in this room. Additionally, a potion
af healing may be found here.
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Shane Ward - Assault on the Thieve's Guild
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Shrew Perman - The Dungeon of ClockWerk

The Dungeon of ClockWerk — by G.Clough ©2014
Published under Creative Commons 3.0 License - http://creativecommons.org/licenses/by-sa/3.0/

The Dungeon of ClockWerk

Background

ClockWerk was meant to be the wizard Kontiuum's greatest achievement, a
sustainably powersd clockwork automaton given life through his genius. He
constructed a self-defending and dynamic maze filled with devilish traps
within which he could work undisturbed and when Clockwork was brought to
life he was initially incredibly pleased. When ClockWerk asked for smaller
versions of itself’ he readily agreed and only regretted the decision when
ClockWerk allied with his little brothers and drove the wizard out after
smashing his prized posessions and labomtories to pieces. Clock Werk, just
like his old master, desired to be left alone to tinker and build things.

Orver the years since, ClockWerk has semt forth countless smaller versions of
itself to gather resources. For what, nobody can say, but it cannot be good
news. Everyone that has entered the dungeon has failed to retum and almost
evervone within 1000km of the maze has a story about a wild eved hermit
claiming doom will spon run forth from it.

As time wore on, the frequency of attacks from tiny clockwork golems
inereased and when children started to go missing from nearby villages and
cities, a reward was put up for snmeone to emer the maze and stop whatever it
was that was in there. Many adventurers have entered, none have retumed.
It's time to put astop to this. The clock is ticking.

The dungeon itself is one big puzzle and the players must navigate the rooms
and ‘lock” them into position in order to open the centre mom. When players
move into the dungeon and each new ring thereafter roll a d% and that is the
starting room number for that nng. The players must align the moms 1-4 as
shown in the diagmm above.  Omee this is achieved the centre room opens
and the final boss fight can begin. Movement within the dungeon can be
clockwise, anticlockwise or towards the centre. Moving clockwise in a nng
will cause the inner rings to mtate the opposite direction but the ower rings
{and the ring the players are in) will stay the same.  Each room has a Rune on
the outer facing wall as indicated. Runes are in the fallowing languages Outer
Ring — Human, Middle Outer Ring — Drwarven, Middle Inner Ring — Draconic,
Inner Ring — Elvish. Each time the players enter a room m a level that is not
aligned correctly then it may have a chal lenge/foes.

Outer Ring - defeat onee and room is always clear after

Lost Goblins ammed with daggers and short knives.

Lost Omes armed with maces and shields

Giant Mechanical Squimel — spits acid & immune to fire

Giant Mechamcal Spider — poisons and immune to poison

Giant Rats — surprise attacks & immune to poison

Treasure Chest guarded by a doppelganger of one randomly chosen

player

7. Goblins plus | champ and Omes plus one champ — champs are same level
as players and minions 1 level below-

B.  Wishing Well — each player may make a wish after throwing in 1 gold
coin. The mom is locked until 1 player wishes for the door to this room
to open.

=

Middle-Outer Ring - [fout of alignment roll 1d6 & fight
Stone Golem

Frost Golem

Fire Golem

Adr Golem

Water Golem

Foll again twice on this tahle.

=

Midd le-Inner Ring - defeat once and room 15 always clear after

. Puezle Dmgon — players must pose a riddle to the GM.  Each time the
GM gets the puzzle comeet the players lose 1/4" of their health. If they
attack the drmgon it teleports and they lose another 10" of their current
money.

2 Featof Strength — players must arm wrestle (and win agamst) a statue of
a giant. The giant can be weakened by chiseling off it's hair.

3 Feat of Dexterity — players must beat a ghost of an Elven archer in a
shooting competi tion

4. Feat of Intelligence — GM poses a nddle to the players.  Ewvery 30
secands they fail to answer they lose /10" of their health.

5 Feat of Stamina - players must hold a block above their heads that
welghs half as much as they do for and camy it twice rmound the mom. |
stone each but don™t tell them they can help each other. (this trap is in
beta development)

6. Players must predict a coin tossed 3 times — lose 10" ot their health
each time they get it wrong

7. Read out this list “apple, mouse, gem, dragon, shield, mock, eagle, haker,
mad, whip™ playes must mrecall all of them between them without
writing down any of them. Each time they ask for a repeat they lose
LM of their health and must wait 3 seconds to try again after you
repeat for them.

§. Battle prowess — moll twice on Middle-Outer Ring table.

Inner Ring - [f ot of alignment mll 1d6 & fight

ClockWerk automatons.

(il Heast — vulnerable only to fire or sand.

Lost Minotaur in full custom plate mail.

Lost pack of erazed and desperate adventurers.

Shade of cach player {each has 1/2 max health when exposed to very
bright light)

100 Gold Coins — players may take as much as they like. Then each
coin taken turns into a biting insect of about the same size.

e e =

=

Centre Room.

Omee the rooms are aligned the centre room unlocks,  The owner of the
dungeon is a giant clockwork golem. Around the inner ring of the room are 5
small Stone Golems that are tuming keys that wind the boss up and give him
power. Killing each of these will reduce the damage and (maxihealth of the
boss by 10% each. Every combat mund a new Golem will appear in the
centre of the room to replace any that are destroved. The players have 2 turns
to kill it before it reaches the key and restores the damage reduction and max
health lost.

Final Room
Winding Point @
ClockWerk

ntrance G

ClockWerk will attack in two methods and this is indicated by a huge 24 hour
clockwork clock hanging in the centre of the mom.  Each “phase” 15 marked
with a chime. Each phase lasts 3 munds.

AM — Anvone not within Sm af him takes +25% damage and does -25%
damage / healing. Fires Electricity from fingertips at anyone rangad and kicks
anyane o ose.

PM — Anvane within Sm af him takes +25% damage and does -25% damage /
healing. Activates an electic aura that zaps anvore close.  Fires grapple
hoaks ai anvene ranged — Sir fest fo nat be drageed next o ClockWerk,

Drefeating the boss will give the players 100gold per outer mom defeated plus
100gold per player still alive. The players have 24 roumnds to defeat
ClockWerk before an army of suspiciously childlike Golems pour into the
moom and kill them all. For each round under 24 they save 5 of the missing
children.
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Simon Forster - Blackrose

The Black Rose is a smuggles’ ship thar specialises The Black Rose
in imponing illegal, and afien dangerows, exoric goods. | Lengeh: 120"
[t sailed invo the harbour late last night, carrving a cargo. | Boame: 30°
Something has since gone wrong, and no one bas left the | fg: 100

ship. The hartbour-master char went over o investigane Creur M0

has not rerurned. )

The Plaver Characrers (PCs) are hired o sealfrecover the A ¥ Ohe ||I:;I|:!_|:_|I'|:' j'rm_cﬁ'mt 24
cargo and find our what has happened. by Simon Forster

~]

The creurs guarters is
e upied by a pair off
charmed sailors, both
rmed with daggers
and facing off against
cach other; both are
vired after a night of
trying o kill each

o ther. .I.I'IC__\.' will seck
help from the PCs, o
kill the other.

The ship's iy
has a few daws of
rations left, the
e jority exten
an the journey.
The rerrified
Harbour-Mastes
is hiding under

one of the ables,

with 2 swond.

http://creativecommons. ord/licenses/ty-sa/3.0

Song can be heand
from here. Save o Spalls
ar be Charmed, i

-

— :

_//

The Black Rose is caprained by Enodh, with a crew of 20 sailors. Half of]
therm now lie dead, thrown overboard an the vovage in. Their exoric

-. — - |cargoisa Siren, which has sharmesd most of the crew with ik song. To
™ those charmed rhe Siren appears as an anracive & desirable woman o

man, and evokes strong feelings of protectiveness. The chamed will kill
o protect the Siren from hamm, or w prevent it from being raken away.

The Caprain y Cabin isa bloody mess,
with a burchered sailor lving on the bed,
and a pairofsailor's heads roning on the
table. A Jocked chest holds the caprain's
pesonal effects & rreasune, and a book
shelf holds a journal concerning the wip
and the Siren thar they have caprured.

~JCaptain Enoch it in his Stuay

Amongst the cargo (choth, silk, spices, oils) are five of the charmed

rsallars. lutking with dapgers and swords, protecring the hach below,

A non-charmed sailor is hiding behind the mlls of silk, scared witless,

This damp hald has a u.'i|i|g |1cig|1| al ””I}. 5 beet, and there 15 a leak in the hull, where a deeper
|||:|1:|| al water Is |:luil|.|i||g up. The Elli\'\'l'.'d sheleton of a sallor lies before i, and .'.ul:ln'n.'rL'ud in the

|1m:l| 15 the Siren: a hall-bind, hali-Ash that dharme |:|_5r .-.in\p_;hu; 1w the chammed I appean @ a

beaunlf wormn or man It arseks with beak and clws, but prefers w let others protect i
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_ Main Deck 1
e — [
2. S

~

staring ar the sailor tied o the
chair. The caprain has a sword
in his kands, and munes w
himself abour protecring his
heloved'. The sailar is scaned
burt not charmed. The maom
hodds maps, mavigaton aids,
and a set of keys o the cargo
hold doos, cabin and chess,

"‘1‘ ¥ \_\r

A pair of eharaned sail ors guad
this broken crate, where the
Sien was imprisoned. Inside
the crate are deep-red feathers,
bones of rars, 2 hueman shull,
and a nest af human & mar hair
wherein a single Sfood-rad epy
sits. The sailors guand this with

their lives.

‘r -.gi'_r:'elf::j‘_.- q"“r
h 4 P

4



Spenser Clark - The Derelict
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Stephen Hilderbrand & Leo Monaghan - The Tomb of Athganazar
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Tad Davis - Into the Lycans Den

Into the Lycans Den

An adventure by Tad Davis

Lyeans have alwayvs roamed the highlands of Thild.
Each full moon brought the slaughter of a few lambs, and the
occasional herder. However the past six months have seen o
steady increase in the moriality rate. Whole flocks have been

ripped apart, villages have been raided and bumed, and
the valleys run red with the camage of men and women.

The bloodlust of the Lycans has reached fever pitch.

Into the Lycans Den is a short site-based adventure suitable
for a mid-level party. Kelden Therell is to blame for the
recent rise in savagery. Therell s a werebear and devotee of
Mavark, the beast-god. Owver the past several months Therell
has gathered and united the Lycans into a pack. Under his
leadership they too have become followers of Navark. He
has made them powerful and taught them to revel in brutality.

The Dungeon Key . THE D

=

1. The Dead Oak Stairs lead down info a 30t long, 13§ wide, 10/ m

] e
deep cavern covered in straw.

A large grey oak looms lifelessly above a river lts trunk

is a mass of ugly knots and holes. An old naked hag sits This is where the pack sleeps. Currently there are 1d4 |
on one of the roots of the Oak, stroking a raven. werewolves here (there 18 a 2 in 6 chance that they are
asleep). A wooden chest burnied in the straw contains a ‘

The hag is an undead dryad. The lycans feed the roots of her .0 golden necklace with purple sapphires and a pair of

tree with the blood of their victims. In return she guards over matching earrings, along with 25gp, 263sp, and 31 lep. I
their den. If any creature comes within 2501 of the oak the The straw is tr.:amlng with fleas.  If disturbed [hﬂ}' will
dryad will leap into the tree and attempt to put them to sleep, . ulesce into an itchy, blood-sucking swarm.

and then constrict their bodies in the mots of the oak.

4. Chantry of the Beast-god
2. The Waterfall
A 50t long, 23f wide and 20ft deep cavern is bathed
The river flows into a deep hollow. Stairs of hewn stone in the flickering light of a brazier. Af its far end the
descend downward fo a 10ft ledge overlooking a chasm. form of a creature part man, part wolf and part ram

is carved info a stalagmite. It holds a bronze dish

Copyright © Tad Davis - Creative Commons 3.0 - Fantasy Cartopraphy & Game Design - ars phantasfa

The chasm s 10ft wide, and drops down 30 into a shallow
pool. A pair of beams lies on the ledges on either side of the
chasm. On the far side a wererat sits in wait for the return of  The siatue is a shrine to Navark, While any “offerings”
the hunters, a rolled up rope bridge lies next to him. There IS remain on its altar, all werewolves in this cavem gain a
a 1 in 6 chance that the wererat is asleep. If awoken he will  ponus 1o combat. Keldren Therell is praying here. He
blow a hom, alerting the werewolves in area 3. wields a wicked looking masterwork greataxe.  Therell
secks 1o add more hunters to his pack. If the party has
proven themselves to be skilled warriors he will attempt
to persuade them to join his cause and become lycans.

containing the severed heads of a dozen humans.

5. The Island Prison

A tervified voung woman i tattered clothes sits upon

a small islet in the center of a cavern pool.

The pool s 156t deep at its deepest point. Karen is the
last surviving prisoner of the Lycans™ latest village raid.
She has been violated and has contracted lycanthropy.
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Tom Doolan - The Path of Devenor

The Path of Devenor

A 1-Page Dungeon by Tom Doolan

Background

The Path of Devenor had been lost in legend until it was recently re-discovered. It
i5 a cave complex that, when navigated successfully, will lead beneath a marrow,
puarded gap in the mountains. However, Devenor didn®t intend for anyone to use
the pass but himself...

General Description

Except where noted below, the walls of this cave complex are rough, mmd mare
natural than hewn, unlit save for an occasional creviee that reaches the surfice,
allowing dim light in. In some areas there is evidence of working the walls to
widen them, and make them more passable. The floor is refuse-strewn near the
entrmnce and exit, and packed dint or rubble thronghowt the rest.  Footprints of wild
animals and a few humanoids crisseross many passages, making it near impossible
to track anything specific, or determine any well-usad paths.

Traps

The Eastem section of the complex is riddled with Pit Tmaps that will mtomatically
rearm once sprung. The single fire trap is old and worn, There is a 508 chance it
will malfunction. Otherwise, it will shoot a jet of fire 207 long, and 57 wide, that
lasts for ome round.  The trap resets after one hour. Atthe location of the fire tmp is
a false passage meant to entice explorers into thinking they have found the exit.

Hooms and Areas
1. Bear’s Lair — This is the home of a large Grizzly Bear. There is a 50% chanee
hewill be present. This chance increases to 75%, if the season is Winter,

1. Dwarven Hall — This precisely cut room has a vaulted ceiling, and smooth,
stone floors. The walls are adomed with carved reliefs of dwarves, humans, elves,
and other races, engaging in revelry, feasting, and trade. At the back of the room is
a set of broad, low steps leading to an arch in the wall that is almost a grotto, with
carven images of various deities. Though there i no abvions ather enfrance or exit,

the arch af the back is actually a deverly-disguised secret door that will lead 10 a
lang, descending path, ending in a still-active Dwarven cine

1. Warren of the Kobold King — This cavern is home to a village of Kobolds (35
adults), led by a self-styled king. 1fthe party enters, the King will either have them
captured and killed (for food), or will try to entice them to help him deal with a
Goblin warren located at the end of the passage that leads out of this cavem to the
south.

4. Wyvern's Chimney — This cavem is open to the surface about 307 up, and the
walls are inclined in, making them extremely difficult to chimb. The flooris littered
with the refuse of many dead amimals, and even a few humanoids (there may be
some discarded loot, if the party digs for it). The cavern is home to a solitary
wywern, and there is a 25% chance it will be here, or will arnve soon. This chance
increases by 5% for every 10 minutes the party lingers. The passage from the caves
i5 steep, and too narmow for the wyvem to pass through.

5. Fluffy's Den — This small cavern smells of wet fur and motten meat. Inside is a
large cat {Sabre-tooth Tiger), that has been chained to the hack wall. The cat’s
chain is long enough that he can reach almost all the way to the entrance to the
Wyvern's Chimney. The cat will attack any who come near. There 15 a secret
lever, which isn't too difficult to find, that will lower a portcullis, trapping the cat
inside.  Just past this porteullis s a secret door falso not very difficult to find),
which will lead to down a low and narmw passage (single-file, stooping, unless
Halfling or Dwarf). This passage leads to the cave with The Lake of Whitefish, on
the other side of another secret doar.

6. The Lake of Whitefish — This vast cavem has an underground lake fed by an
unknown source. In the lake are schools of peculiar white fish, There is evidence
of fishing nets and poles being used near the Eastern edge of the shore. On the sand
15 evidence of many animals, and there 15 a 2 in 6 chance that there will be a bear or
other wild animal in here.
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Vance Atkins - The Pyramid of Esslor

The Pyramid of Esslor, by Vance Atkins (hup:/leicestersramble blogspot. con/)
The burial shrine of Esslor, a snake cult's priest, has recently been rediscovered. Word has
it that Esslor 1s buried with his loyal wife and companmions, as well as a relic of great power
that he used to prolong his life (although it cost him his soul in the end).
= The partially-buried and overgrown step pyramid rises from the jungle
. r__ floor: PCs may notice one of two entres — an overgrown entrance at the
@| top of the stairs (1), or a recent burrow along the west side of the apparent .
base of the pyramid (6). Unbeknownst to the PCs, a second party with an =
ulterior motive 15 also en route to the pyramid. Will they be allies or -
antagonists? This party ("Reavers', below) will enter at the opposite entry
as the party.
All level passages are narrow spiral stairs or ladders, all corridors are 5° wide.

1.Upper Entry and Alter: (Via overgrown steps) Alabaster devotional font before a snake statue with large gem
eyes (one ruby, one emerald); Secret door behind alter: Swapping the gemstones in the statue's eyes will expose
and open door, (Careful exammation of eye-sockets may reveal mechanism) 2. Shrine: Hieroglyphs and reliefs of
Esslor's life events and of his love for his 'Serpent Queen'. lron-bound false sarcophagus: lron Cobra (construct,
IHD, AC 2/18, dam: bite (1d6+1)+Acid reservoir with 3 charges (2d8, save for = dam) (25 gp misc. grave goods, 1
silver dagger, | +1 dagger, 100gp sapphire necklace) 3. Number Maze: Stairway descends to an open room with
5% 5 numbered tiles. A couching metallic figure is seen (Small iron golem, SHDY). Swepping off path will cause
attack. Retuming to path and/or maintainm g route will immobilize the suardian. Path s Fibonacen sequence,
WY DI RARWANH i bases U,I,Zi,jj,lj,.?j,»ﬂ,ﬁﬁ). = 1 o
B .5 '.1, | .1_3."5'.55_'3 4. Burial Chamber: Inscribed on the walls 1s 'Entwined in Death, as in Life'. d4a. Sleeping Serpent Queen:
it 123 12 W 21 25 3] Wight, 3HD, +1 Trident w/ Snake Charm. 300gp crown) and 4b. Esslor, The Snake King: Wraith (4HD,
7906 i3 L7 _E Feathered Serpent Scepter (f/day: restores level drain 1d4 (no penaltv); 1vear: rejuvenates 3d4 vears (each
28 6! Vit 1g as| wses roll-under Con or be stuck dead and reanimated as wraith); 500gp crown). Disturbing one will wake
e ) O P P the 2* in 2 rounds. Each is also guarded by a Skeletal Champion (2ZHD, AC 3/17, =/ mace). 5. Rotating
I 32 05 1138 S o Iy ’ ] ¥ 3 o=
LI R I Passage: Aligns for one tum, then will motate out of alignment, trapping any individuals within chambers.
3".“’.“.“;5 1,6 9624 Whole or partial skeletons are in corndor, indicating the need for haste. Any PC making it to the end prior o
24 64 /8 53 42 “@h offset can re-align the chambers by pressing a copper
pressure plate at the center. Anyone trapped within @
the chambers has a chance of dismemberment or [J
asphyxiation. Any non-destroyed guardians (6.) will /
recover their gems, offsetting and locking the rotating
chambers. 6. Lower Entry and Tree of Life
labyrinih:' 6a. Entrance via a branching burrow,
dug by immature ankheg (3HD, 50% chance of
encounter). 6b. Secret Door to False Tomb:
Sarcophagus will release Black Rot spores: 3' radius
(1d6 CondeCha dam/day. Cure: Save on 2 successive
days, recover 1 ptper day after) (300gp grave goods)
6e. Gem Guards: Skeletal Champions (2HD, AC
5/15, 2x sword, 2x +/spear) in sarcophagi. Each
carries a gem on a chain (tetrahedral topaz, cubic D
ruby, pentagonal emerald, hexagonal diamond).
Lock chambers (6d-g) Ladders (L) lead to dead-end shafis marked with
triangle, square, pentagon, hexagon. Gems placed in aleoves at the wp of
the chambers in order of # of sides will open secret door in Chamber 1" and

. . i -
align rotating chambers (5.). ( Gl Q
e .
) . - " i |
{ hitp:/fwaw s inenomine-pub.com) are seeking components o a e
possible cure to their cursed immortality. They have litde interest in ¥,

b

“Reavers™: undead warnors per Yellow Bone Legion

P

/ .
i 0
treasure, but seek the necromancer's relic. They will fight, negotiate, or - &é"
cooperate for it. Leader SHD, AC2/18, +1 Axe, 4 Mymidons 2HD, AC / ) ;_}
4/16, Bastard sword, 50% +1 dagger. PCs may identify them or know / A
legend (1 m 4). Any cleric will note the stench of the undead upon the

ba

Feavers. Reaction rolls improve the more desperate the situation is....

] f n
Options:: Reavers arnve 17 but are set upon by K and/or Q. One or i I
more have been injured or dismembered but do not bleed. They are I GE GE
taking damage but not succumbing to other effects (if PCs enter one i =¥ L

entrance then circle back to 2*, Reavers will arrive 17); PCs arrive 17, !
with Reavers followmng in 2-6 tums. K and/or G will respond j

accordingly.; Simultancous arrival, K and Q) not yet awakened. Ete

....
I"‘“_,,..-""".- e
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Vlastimil Valluch - Blood Mansion Valluch

1 Hall

Lombie > Angry fat cook armed with a
cleaver, deep cut on his head. Any loud
combat noises immediately alarm zombies
from the gallery (6)

Mosaic covered floor = Riding nobles and
hounds on a hunt.

Twao statues = Mustached man in a
breastplate and a woman in a long white
dress.

Weapon stand = Shield, three spears,
crossbow and an axe.

2 Workshop

Worktable = Vise, file, saw, hammer and
nails.

Barrels, crates, sack = Oil, candles. flour,
beer, rag doll with a top hat.

3 Servants room

Ghaost of a voung lad = Ginger, purple
strangulation line around his neck. He is
crying about dying without ever really
touching a woman.

Beds = Straw mattresses, a dirty picture
under one of them.

Twao cabinets > Cook’s and ginger's cheap
clothes and other personal belongings, 12
sp. 30cp.

4 Kitchen

Ghost of the cook > Confused, looking for
his cleaver, which is stuck m his head.
Stove = Tiled oven and a worktop stained
with blood.

One large and one smaller washbowl
Shelf > Dry salami, honey, several spices.

5 Dining room

Fireplace = Built of stone with a wide
grilling grate.

Eight chairs rounding a dining table =
Beautifully laid, decorated tablecloth of
eastern origin, feast of meat and fruits
slowly rotting away.

Did someone say "Tablecloth, set
wvourself!"? 8o be it! Abundant feast will
appear on the decorated tablecloth. Anvone
eating from it, will be sleepwalking that
night, summoning demons.

Blood Mansion

& Gallery

Three zombies > Ginger boy with a rope
around his neck, horribly bumt actor and a
naked mustached lord with a dagger in his
hack. If alarmed. it will take them 1d4
rounds to break through doors.

Stairs to the second floor

Paintings = Several landscapes and six
large portraits of various legendary heroes
{2k10 gp each), behind one of them there is

a secret entrance to the cellar.

7 Living room

Ghaost of a little girl = Her clothes and hair
are streaming and waving as if underwater.
She s crying, because she can't find Mister
Hat.

Fireplace

Round table, four chairs
Rug in front of the fireplace
Sewing kit and a stool

& Guest room

Ghaost of the actor > Bumned from waist up,
rehearsing for his role of a famous
handsome seducer. The scars don't really go
with that image.

Tall mirror

Burned furniture and shutters > Remains
of a bed, bed table, small chest and a broken
lantern.

9 Bathroom

Tin tub = Full of milk-colored soap water.
Zombie of a drowned little gir]l will attack
the first person leaning over the tub.
Chamber pot > lron, shiny and clean.
Ceramic jug = Perfume oil.

10 Mursery

Cluttered with toys

Chest = Child clothes and three clay figures
{mom, dad and child)

Child-sized table and bed

11 Game room

Bar = Two bottles of wine and rum, three
bottles of cognac, some tobaceo.

Harp

Chesshoard on a spinning table, one chair

Return to Index

12 Bedroom

Ghaost of the lord = Naked and covered in
blood. Impressive mustache. His own wife
stabbed him in bed and he wants her dead
but cannot kill her himself because of his
wedding vows.

Lady of the house = Starving, dehvdrated,
soiled woman begging for help. If asked,
she will confess to murdering everyone in
the house, explaining she had no choice, one
of them was possesed by a demon.

Bed = Expensive bedding soaked with
blood.

Closet > Torn clothes and papers, spilled
k.

Bearskin

13 Changing room

Tall oval shaped mirror

Wardrobes = Fine clothes for any occasion.
There is a secret area behind a fake wall in
one of the wardrobes - 120 gp, 63 sp, jewel
case with gold necklace and earrings (4420
gp), +1 light hunting crossbow, potion of
charm and potion of mind-reading.

14 Cellar
Firewood rack
Crates and barrels = Some more supplies
Wine racks > Shelves with dozens of wine
bottles are hiding a secret area with a black
pentagram on the ground. Everything is
ready. A single drop of blood is enough to
comnect the donor with hellish demons on
the other side to talk, trade
and summon.

Monsters

Lombies

Dead for less than two weeks, so don't be
shy m describing necrosis, horrible stench
and crawling fat worms.

Ghaosts

PCs can talk with all of them and evervone
has his little issue. Ghosts will vanish and
finally rest in peace once their problem is
solved. Provoked, they'll attack. If asked, all
of them will recall lady of the house and
how she murdered them.

by Vlastimil Valluch
Adtribution-5hareA like 3.0 Unported (CC
BY-5A 3.0)




Will Doyle - Island of the Lizard God
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Will Russell - Gruknoks Shifting Labyrinth

Gruknok's Shifting Labyrinth

a DnoPagelDungoon by Will Hussall

BACKGROUND ¥

ol

A stopover in the trade route town %2
of Aertier finds the typically % T

hospitable hamlet on lockdown. A
Gruknok has built an daborate

strengheld in the nearby hills and
has been terrorizing the locals and

6
demanding tribute. ﬂ?"’:tﬁﬁﬁ 0
TRAPS & PUZZLES .M 1URSE=
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ade f; levers (marked in red) 10 ) fIE ,,4'15 1
toggle swinging walls (marked in b L ¥ H [im| &
black) between their twe positions. ald [

Walls are shown in their default

position, with the grey arcs dt | 8 ﬂ
indicating how they shift inte their

second position. Levers can be used
as many times as needed toteggle T T 1 I T o e
the walls.
=  Alever that operates &’ is
concealed behind the stove Scale: 1 map square = 5 feet Creative Commons Usage: CC BY-SA 3.0
= Switch 'd in 2nd position also extends a 5 ft wide ledge over the southern edge of the large pit.

b: The gigantic crank opens the heawy slab to the south. Up to & individuals can push the crank at ane time. Have the players demonstrate their
strength and combine the results. Tf they demonstrate sufficient strength, the slab rises for a period of time based on how mighty their
efforts were. When time expires, the slab slams shut. Anyone standing undemeath takes massive damage.

& A tripwire sets off an acid spray overtop the length of the wire. Agile characters can halve the damage taken.
o A pressure plate magically blinds the triggerer unless they demenstrate the willpower to resist the magic.

TREASURE CHESTS

Five treasure chests labeled in roman numerals are placed on the map. Bach chest holds progressively better rewards.

ROOPS

T The Entrance H!l.ﬂ\lﬂl.!.l: Players enter the dungeon by a shaft in the southern alcove of this barren stone corrider. Guards patral. 2
The P.pr Halhmy- From here, the players can listen and hear Gruknok's bandit underlings making memy in the Feasting Hall The patrol

from area 1 sweeps up through this area as well. Sa: Fﬁjﬁng Hall: Longtables loaded with grog and meats are knocked aside as combat
breaks out. A pair of serving wendhes cower in fear, but it is a ruse and they will strike with daggers or low blows when approached. The

bandits have strid orders not to reveal the location of the switch in the kitchen, and will try te escape via the entrance if hard pressed. 3by
K@d\ﬂt By the stove, Gruknok's gnoll chef lies in wait with a meat cleaver. 4 Crank P.gom:ﬁ mas sive wooden crank dominates this room.
There are grated windows on the west wall from which archers fire. E:‘Slmpng q.nrm's: Filthy bedding is strewn across the room. The

incbriated and unarmored brigands in this room will find themselves at quite the disadvantage. 62 The '3 Lﬂgl' Ppam These three rooms
are used for storing mundane goods. Astute characters will note that eleared spaces suggest the presence of more switch-cont rolled walls.

Wicious trained animals lie waiting to pounce among the supplies. 7 The Fﬁtdll‘lg Rpﬁ.ﬁ simple room confaining some wats. Used to feed
and care for the animals in area 6. 8 The Corridor W‘d H\ESAhﬁn oddly shaped corrideor. 9 The Pﬂ.’ Rgom:ﬁ pit of unknown,
depth divides the room in half. The northern platform can only be accessed by the west due to walls. 1@ The "Doubleback’ RFITI:
Contains a single switch. Tk The MAE OfT\HJ: The arrangement of switches in this pirch black series of aorridors require the party split
to progress. Angry bats wait in the corners. 128 mﬂdd wﬂcid flows in from two grates. An acid immune pet slime stands guards.
3 qruknck's Lsaiirs Gruknok and a burly female companion stand ready to fight the party. In the room is a bookshelf, an ornate king size

bed, and a writing desk for two. 14: The Exrﬁng Corridor: Used by Gruknok to save time when heading out. 15; The Fargoﬂ‘m Rpﬂn'l..
Easily forgotten, despire the grates.

Return to Index
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