THE HOUSE OF YSPHER: BONUS MATERIAL

This package contains three handouts to use when running Dungeon Backdrop: The House of Yspher. Whereas Yspher's Letter (Handout 1) is

a simple prop document, the Testament of Ruin (Handouts 2 and 3) comprise two sequential puzzles for the players to crack, immersing them

in the occult secrets of the Nine Books. The solutions to the puzzles are cryptic enough for the GM to fit them into almost any campaign while

retaining a fair amount of depth with which to flesh out future adventures revolving around the infamous Nine Books of Hodhek.

HANDOUT 1: YSPHER’S LETTER

HANDOUT 3: TESTAMENT OF RUIN 11

When the characters find Yspher's letter in the Laboratory (area
10), give them this handout instead of paraphrasing its contents.

HANDOUT 2: TESTAMENT OF RUIN I

This handout represents the first page of the Testament of Ruin. It
contains an encrypted poem of nine verses. The order of letters in
each verse has been reversed and each letter has been
substituted by an arcane rune. Decrypted, it reads:

To walk the silent shadows
Along the winding path
To brave misfortune’s arrows
And fear not fire’s wrath
To face the dark alone
To bend knee before the stone
Is to walk the road of hate
And to sunder the black gate

Which leads men before my throne

INTERPRETATION

Depending on your preferences, the text might describe:

e A series of vague directions to follow, leading to a specific
geographical location.

*  Metaphorical descriptions of an obscure ritual or spell.

e Cryptic warnings to bypass a series of deadly traps in some
ancient dungeon.

Consider also whether the poem represents a complete set of
instructions (identical across all nine books), or just part of the
solution (with each volume containing a different text as part of a
larger puzzle).

DEVELOPMENT

In addition, reciting the poem out loud casts a simple spell which
causes the central enneagram to peel away, revealing an
entrancing pattern of shifting red and black. Replace Handout 2
with Handout 3 to represent the altered page.

The new image at the centre is a stereogram; a two-dimensional
image which, when viewed in the proper way, creates a fully three-
dimensional optical illusion revealing a hidden image. The trick to
seeing this illusion is to focus one's eyes at a point beyond the
image, and not the image itself. A common method is to hold the
image right up against your nose, then slowly moving it back
while staring ahead. Another is to focus on a distant object and
slowly moving the page into view while attempting to retain focus.
It takes practice to view stereograms, and people who lack
depth perception will not be able to see the illusion at all. When
frustration looms, or if your players are simply unable to see the
hidden image, suggest using a detect magic spell (or similar
effect) to reveal the glyph instead.
Tell the players how their characters’ gazes
are mystically drawn to the strange image. If
they are unfamiliar with the concept of
stereograms, you will need to explain how they
work. When someone succeeds at viewing the
hidden glyph, ask them to draw it on a piece of
paper as proof. It should resemble the picture
nearby.

INTERPRETATION

Depending on your preferences, the revealed glyph might reveal:

e Anarcane sigil to be used in a certain spell or ritual.
e Aletter or number from an unknown language and alphabet.
*  An occult symbol with an obscure meaning.

Consider also how the glyph relates to the first part of the puzzle.
Ask yourself whether the other eight books contain an identical
image, or a different one. In the latter case, how are they related?

WHAT ELSE IS IN THE BOOK?

The Testament of Ruin is several hundred pages long and, at your
discretion, could contain a plethora of evil spells, dark rituals and
maddening lore, accessible to the reader only after deciphering
its encrypted text. Even after the cipher is cracked, it takes the
average reader several hours to decipher and make sense of only
a handful of pages at a time.



HANDOUT 1:

YSPHER'S LETTER

9 camnot forth e af me el o, when,ar s whtrs 9 st ekt oy Ehoyt

My memory s feeble and worn from suffering. Yet, 9 vaquely recall 9 fist laid eyes on her in some ancient, decaying city along th
river on one g ﬁ;feﬁl/ es. 9 must have been there, then, where 9 was first smitten with ﬁermyuﬁr Mug hr.v&r/) mleIZ,'f nd
the fﬁriﬂfiy aM’anﬁm// ing :)'a?quence with which she so yfea/fﬁig stole info my heart:

?aréap:, had 9 not been so starved of comﬁaniomﬁip, 9 would have seen the strands of her web before M{y ensnared me, But the common
folk loathe and foar me. ﬁfy hats what Mﬁy do not understand, 9 have learned not fo blame them, however, Wry lived in this hideous
misshapen body so long 9 have come to detest my very reflection as well. The lonaliness of my self-imposed exile had made me weak, grinding
away my capacity for reason. And'so, when the raven-haired maiden a/}ﬁmacﬁe/ me, 9 m‘/ﬁrg@ .rﬁsp/m/inﬁ; her snare,

Know the creature of which gxpeaé T./gyffa isa fﬁ;ry which should not be, 9 have 6173@ :paﬁen of &r:ﬁarp intallect. Her (now/e{[ge was
immense, In matters of ancient 51:&7@ f inquistics, and the arcane, 9 haven ‘ i fault. The  grace of her substle, aqu;/ fine features
was nafﬁmj short of rga/ and a mere j&mx from her would have s fic 6urmry heaven, Her true nature

remains & mystery to me. I recall her once mentioning she came fro & i

BRefors bry 9 found m]:eﬁ cmgﬁf in hr:/)e/?} o dark and diakl
ears. ﬁfy were bleak and dismal ahyx, :pem‘ as ;f under the g ’ Z (uced haze, 9 would remain
locked inside my éréomfog, :Wry away in secret at the bias) » f 1 " th, From time to fime, she would
refurn from her visits to fown with a  younyg jir/in her com ] iraceeded to torturs and bleed the
fpoor child, often over the course of several s Aj:. On certain nig | in thei fsome ancient ritual, which 9
assume allowed her to retain her immortal beauty, 4

1o extricate myself for many

fers : lhad laid upon my heart and mind were

I time, however, E@ffa’mcfxofcme@ became so horific and depra e magical fe
broken, When first 9 came to realise the full extont of the horror 9 had to this /)&ce, and my wm/)ﬁci{y in its crimes, 9 wepf[or
many hours, Then, it dawned upon me 9 must remain strong, for 9 ha ) '5;’1@ to ses her evil undone.

Aided @ the intake of:o/)oﬁﬁc [potions of my own maﬁ’rg, J) ﬂym/ enthralment for several more @:. Locked inside my ééamlm:y, Yused
what little 9 had manajea/ to learn of E@lfa’: alien p@:ia@y to create an admixture otent mtgﬁ to kill her. Weaving arcane :pe/& into
[oisonous /)ﬁiﬂ‘m and finctures of mercury, 9 at /ory nst succeeded in aﬁ:ﬁ/ﬁ@ 4 .riryu&r ﬁ'quar and - with much freﬂia&ﬁon ~ administered
it to her via one of her sanquinary meals,

To my horror, 9foun/fﬁepoimn had failed to Gill her. ‘Tﬁotgﬁﬁarﬁa{/y wenfﬁmﬂ, 9 could tell from Maw/ﬁ[muﬁ@:fare in her emerald
eyjes her mind 1 ]d lived. Her silent stare ]&nm/ aﬁlﬁm‘ at me, [rromising 4 slow and torturous death. 'Feaﬂ‘ry any less than lethal) p@:ica/
trauma myﬁf hasten her recovery, 9 resolved instead to immure her in her owm nyﬁlmare chambers.

As Jwrite these words, 9 can hear her muffled sereams, Wamiye/ words mixed with the foulest of curses echo fﬁmgﬁauf the basement. 9 feal
the effects of the sedatives leaving me, and with them, my will o ive, The terrible acts 9 have witnessed can never be forgotien. And'my
wmpﬁcig in them cammot be ﬁgif/m My lnst fﬁmgﬁtr are with the jiré; may fﬁfy find] freace in the nextworld,
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HANDOUT 2: TESTAMENT OF RUIN II
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