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QUESTS OF DOOM: BUGS AND BLOBS

The Tloble Rot

By 7. Eollura

The Noble Rot is a location-based adventure for characters of 5th to 8th
level. This adventure can be played in one or two sessions of reasonable
length. It is a straightforward, haunted house-style adventure.

The story revolves around Le Chateau Gluant, a vineyard and winery of
repute. Vintages of its famous white (chardonnay) and red blend (cabernet
sauvignon) are sought throughout the land. Some vintages can bring up to
200 gp per bottle from the right buyer. A case (twelve bottles) of the wine
in pristine condition can fetch up to 1,500 gp. Unfortunately, the winery
fell upon dark days and the prized wine has not flowed from its cellars for
a few years.

Approximately five years ago, the head winemaker, Malcolm Roth,
hired Tobias Suey as an apprentice. Unfortunately for Roth, Suey was a
member of the Cultus Limus (Cult of the Ooze). The Cultus Limus makes
sacrifices to its demonic master Lumaszu in her faceless form. Lumaszu
or “she who erases” is an ancient demoness who preys upon travelers
by drinking their blood. She is the cause of nightmares, pestilence,
infestation of pure water, and a bringer of disease, sickness, and death.
Her worshipped form in Cultus Limus is that of a gigantic ooze.

Suey turned the field hands who tended the vines against the winemaker.
Then the new cult turned its attention to the Gluant family. Eventually the
cult members started preying on each other. With each sacrifice to the
ooze, Suey’s power grew—until there was no one left but Suey.

The whim of demons is fickle. Suey was blighted and corrupted for his
work. Now he deep in the cellars under the chateau as a minor ooze demon.
His handiwork, however, remains. The chateau is now the abode of its
former residents and workers, in undead form. Also slimes, molds, fungi,
and other foulness fester in the fields, buildings, and cellars. The riches
of the Gluant family remain undisturbed; would-be thieves and robbers
quickly fall prey to the current residents. Besides normal valuables, cases
of wine remain undisturbed and waiting to be plundered.

The title The Noble Rot refers to a few factors in this adventure. The
first is the rot that befell the Gluant family in the form of the Cultus Limus.
Another is actual noble rot disease that may aid the PCs in overcoming
the challenges posed. The phrase also refers to a real-world gray fungus,
Botrytis cinerea, which in the right conditions creates world-class dessert
wines such as French sauternes. In the wrong conditions, it destroys
grapes and is known as gray rot.

Notes for the GM

The Noble Rot is a straightforward location-based adventure. Each
location operates fairly independently of the others. The slime in one area
is not going to communicate with creatures in other areas. This is a good
adventure for a new GM, because of its simplicity.

The GM is strongly recommended to make this adventure his or her
own. For example, there are rooms in the upper Chateau that are available
for the GM to script. Also a bit of knowledge about winemaking is not
only recommended but also highly encouraged! For those of legal age,
sampling some of the types of wines discussed in the adventure might
help to bring certain scenes to life. Also, you may never look at certain
wines the same way after the Crushing Room encounter.

So before you start rolling d20s, put the dice down, grab a goblet of
wine (or grape juice) and read this adventure thoroughly before starting to
play. Make notes, change names, understand the situation in the chateau,
and take ownership of the adventure. It may be that instead of a winery, the
chateau specialized in producing herbalist concoctions or poisons for an

assassin’s guild. Whichever way you play it, there are no wrong choices.

One final note is that the Author would caution against making this a
brewery. There is a particularly vile and wretched brewmaster that may be
found in a future Necromancer Games book that would take an exception
to making a winery into a brewery.

Background

This adventure begins when characters enter the vicinity of Le Chateau
Gluant. The chateau can be placed in any remote area. Obviously a small
estate full of ooze and undead is unlikely to be right around the bend from
a busy town. Thus a remote area is necessary.

The climate and geography can be any temperate clime. It would not be

Rumors

1. The chateau has been abandoned for at least three years.

2. The chateau produced wines for over 200 years.

3. The red and white wines the chateau produced are equally
prized.

4. The chateau sourced its oak barrels from a cooper who lived
on the property.

5. The chateau is the hangout of a gang of highwaymen. [False]

6. Beware of the vines around the chateau. Some of them move
like snakes.

7. The family that owned the chateau was very wealthy.

8. The Gluant family that owned the chateau were demon
worshippers. [False]

9. The undead walk in the night around the chateau.

10. Under no circumstance should you open the old crushing
tank.

11. Bring fire and oil with you. The dead and muck are both
alive, but fear fire.

12. Brimstone (sulfur) is good for killing rot.

13. Some winemakers used sulfur to kill rot and preserve wine.

14. If you go to the chateau, bring a priest who can turn away
the unliving.

15. Deep beneath the chateau are the cellars where the most
prized wines were stored.

16. A cult of demon worshippers caused the downfall of the
chateau.

17. The Gluant family collected silverwork and kept it hidden
in their quarters.

18. A cult of demon worshippers met secretly in the caves
below the chateau.

19. In one of the wine bottles, the Gluant family kept a djinn.
[False]

20. There is a secret entrance to the caverns from the upper
level. It is a ladder built into the walls.

21. If you find sulfur, be sure to not mix it with water. That will
make a witches’ brew that can melt anything.

22. There was a cult called the Cultus Limus. The fall of the
chateau appears to be its handiwork.
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logical to place a vineyard in an icy fjord or on a tropical island. A remote
hillside location is ideal.

In some campaigns, it may be the adventurers are desperately seeking
money. The liquid treasure in the cellars might be just the type of treasure
that suits the GM better than the characters. Sometimes it’s good to
replace easily-spent gold with items that are not fungible so the GM has
more control over the adventurers’ cash flow. Each bottle found in this
adventure is an opportunity for a side adventure, as characters seek out
reputable (or disreputable) merchants to buy the wine. Some bottles have
spoiled, and if the spoilage goes unnoticed, a wine merchant who bought
faulty merchandise is likely to come looking for his money back—or
possibly seeking bloodier revenge—and always at the worst possible time.

The chateau grounds have three areas. The first is a low wall and the
vineyard. This also includes a few outer buildings where the former
workers used to live and work. The second area is the chateau itself. This
is a large manor house with three levels. The third area is the cellars, a
cave system that expands into the bedrock below the chateau. Deep in the
caves is the lair of Suey, the ooze demon.

The entire area is permeated with corruption and evil. Any attempt to
detect evil registers evil all around, which is generally useless information.

The weather is up to you. It would be very appropriate for the chateau
to be experiencing a mild storm with random lightning strikes. Visiting
the chateau in the evening or night would also increase the ambiance of
this haunted house.

Local knowledge about the chateau is sparse. Locals are aware that the
chateau has not been producing its famous vintages for a few years. It is
also rumored that something vile befell the chateau. But because of its
remoteness, no one has bothered to check on it. The Rumor Table provides
snippets of information about the chateau, with more useful pieces of
information being higher on the table.

Adventure Hooks

The most obvious way to begin the adventure is also the easiest: the
PCs simply happen upon the “abandoned” chateau as they’re traveling in
a remote area. Perhaps it offers respite during a storm. Maybe the PCs are
familiar with the wines of Chateau Gluant and want to explore the ruins
for a bottle. If that doesn’t work for your campaign, several alternatives
are offered below.

® Someone hires the PCs to recover a case of Chateau Gluant. This
could be a merchant guild that is looking to make a small pile of gold, or
it could be a benefactor who the PCs have worked with in the past and to
whom they owe a favor.

® Characters hear a tragic story about someone who visited the chateau
and was never seen again. This could be a farmer’s wife who made it to
a walled town and is pleading passersby for assistance against whatever
befell her husband. Or it might be a princeling and his retainers who went
missing, or a distant relative of one of the characters.

® A third hook is that the PCs are on the run from the law, from a
local band of thugs, or from the assassin’s guild or some other underworld
element, and they need a remote spot to lay low until the heat blows over.
This hook is particularly promising for unsavory parties. The chateau with
its reputation for being haunted is a good hideout.

® Perhaps a cleric character has a vision of abject horror, along with
instructions from his or her deity to destroy it and an inkling of where to
find it. Alternatively, a priest at a local temple could have the vision but
lacks the courage, stamina, or ability to do something about it.

Whatever the hook, be mindful of what motivates your players. Some
players enjoy roleplay, some focus on combat, and some just want the
loot. Use those desires to your advantage.

Noble Rot Disease

At many places throughout the adventure, characters will come into
contact with various aspects of winemaking, including the vines, the barn,
the crushing facility, and the wine itself. Everything inside the chateau
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is overrun with the gray fungus that causes noble rot disease. This can
be both an obstacle and an opportunity for the characters. There are no
descriptions in the adventure of where or when characters must check
to see whether they succumb to the disease. A good rule of thumb would
be that at the end of every hour spent within the walls of the chateau,
characters must make a successful DC 10 Con check or contract noble
rot. You can make this check easier or more difficult, and make it more or
less frequent, depending on how badly you want the characters to get sick.

A character who becomes infected with noble rot loses 1d3 points of
Constitution, but he or she also gains 1d6 points in the prime attribute of
their class (other than Constitution). Both effects last 2d6 + 12 hours or
until the character is cured of the disease magically.

The signs of the disease are a gray pallor to the skin, profuse sweating,
and terrible body odor. Everything the diseased character tastes, including
water, is exceedingly sweet. The disease is not contagious from person to
person. It can only be acquired by being in contact with the gray fungus.

There is no mundane cure other than to let the disease run its course.
Magical cures work normally. A character who recovers from the disease
becomes immune to it.

Descriptions and Searches

Each encounter begins with a description for the GM. This is not meant
to be read aloud to the players. It lists the bare essentials for running
the encounter with a few items of flavor. You should paraphrase this
information to your players, using your own words and style.

Some encounters also include a paragraph labeled “Search.” This
describes additional features or items that can be found by characters who
invest a few minutes in an active search, not just a quick scan of the area.

A paragraph labeled “Fine” describes features that will be found only by
the most diligent searchers. Characters don’t need to be Sherlock Holmes,
but they do need to spend at least ten minutes conducting a thorough
Search: You can call for a Perception or Investigation skill check during
these searches if you like, but we prefer to rely on the players’ diligence
and care in these cases rather than on their luck with dice.

The Vineyard
A. Outer Wall and Entrance

A simple cobblestone wall surrounds the entire estate and vineyard. It
is only 4 feet high, so characters can climb over it easily at any location.
The wall has fallen into disrepair. There are loose stones in many places
and a few locations where the wall has collapsed completely. At the main
entrance, a rusted signpost proclaims “L_Ch t au luant—Vin Sup ior.”
Many of the letters have fallen to the ground. There is also a side entrance
that once had a wooden gate. All that remains of the gate are two rusty
hinges. If, after you’ve described the dilapidated condition of the wall,
anyone climbs it without first checking its solidity, then roll 1d6; ona 1 or
2, the wall collapses on that reckless character and does 1d4 bludgeoning
damage.

Search: A stretch of wall can be found where some previous intruder
scratched or chalked a dwarven rune onto the stone that signifies safe
passage. This 40-foot section of wall is perfectly solid.

B. Living Vines

Originally the area within the low wall held orderly rows of vines.
To the west were vines with varieties of red grapes (“black berries,” in
the parlance of winemakers). This included cabernet sauvignon, merlot,
cabernet franc, and petite verdot. To the east were vines with varieties of
white. These vines were exclusively chardonnay.

Today the vineyard is one tangled mass of grapevines and brush. Where
once there were hand-pruned vines and cleared, gravelly rows, now there
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is only wild, untended growth. The vines no longer produce the noble
varietals. Instead the berries are putrid green. Some are shriveled while
others are overly large. Instead of the sweet juice of what Galileo called
captured or trapped sunshine, the berries contain a foul-smelling fluid
similar to pus.

The chateau and its surrounding buildings can be reached only by
plowing through the mass of vines. The low wall contained the sick vines
within the property, but in some places, they grow up to 15 feet high.

To get through this extremely dense, tough tangle, characters must
either use magic (freedom of movement, gaseous form, flight) or they must
hack a path through. The plants won’t burn; they’re too slimy. A character
cutting a path must have a suitable slashing weapon. The character can
advance a number of feet per minute equal to his or her Strength modifier
+ proficiency bonus; for example, a Sth-level character with Strength 16
can advance 5 feet per minute. Hacking creates a path 2 feet wide.

Fine Search: Exceptional eyes may find the remains of former
adventurers who tried to traverse the vineyard. Rusty weapons or an
old, dented helm might be found, but the real prize is a sack of small,
semiprecious stones worth 115 gp and a potion of lesser restoration.

Living Vines: For every 10 minutes characters spend in the vineyard,
roll 1d6. On a result of 5 or 6, they are attacked by a living vine. These
creatures are described fully in the “New Monsters” appendix at the
end of the adventure. Whether each living vine has the remains of other
adventurers and their belongings scattered around it is up to you.

(Living Vine: AC 12, 33 hp; +6 fo hit, 1d8 + 3 bludgeoning
damage and the target is grappled [tendril], plus +6 fo
hit a grappled creature, 2d4 + 3 piercing damage [bite],
plus automatic hits against up to 3 creatures grappled at
the start of the vine's turn, 1d8 + 3 bludgeoning damage
[constrict])

C. Bamn

The barn is a rickety wooden structure. It is two stories tall. There are
no windows. The roof of the barn is thick with a sickly green moss. The
moss is actually a mass of olive slime. The olive slime won’t move to
attack the PCs—unless the barn itself collapses.

The barn has a single set of double doors. The doors are chained
together with a fairly simple lock (can be picked with a successful DC
12 Dex check and a set of thieves’ tools). Written in Common in blood
(which may be difficult to see at night) are the words “DO NOT OPEN.”

The inside of the barn used to house the tools and carts that were used in
the vineyard. During the downfall, some of the field hands used the tools
to fend off attack and carted away what they could as they escaped. The
barn was left empty except for two draft horses. Later, the Cultus Limus
members found having undead wandering around was a nuisance, so they
rounded up the slime zombies and caged them in the barn.

Along with the eight slime zombies are what’s left of the draft horses:
two slime zombie horses. None of these zombies has had anything to eat
for years, so they are lethargic when characters first enter the barn. The
prospect of fresh meat quickly rouses them.

The barn is so near to collapse that fighting inside it is very dangerous;
every melee attack and concussive spell has a chance to bring it down.
Every attack roll that results in a 2—5 causes damage to the barn; a natural
1 on an attack roll is a critical hit against the barn. Roll damage normally
for these attacks; when accumulated damage on the barn reaches 20,
it collapses, doing 3d6 bludgeoning damage to everything inside. This
also brings the olive slime on the roof down onto the combatants. Each
character has a 1-in-6 chance of being hit directly by falling olive slime,
and another 1d6 randomly-located patches of it drop into the ruins of the
barn.

Search: A search of the barn will find a small crate in the corner of
a former stall. In the crate are three vintages of the chateau Gluant red
blend. The bottles have the famous red wax seal with the Gluant crest (the
head of an eagle) emblazoned in the wax. Unfortunately, two are spoiled.
One is obviously spoiled, with a large crack down the neck of the bottle.
The other is not noticeable, as the crack is along the red seal. To the right

buyer, the unspoiled wine is worth up to 125 gp per bottle. The zombies
and olive slime have no treasure, but one of the zombies has the key to the
lock for Area D in a rotting pouch on its belt.

(Olive Slime Zombie x8: AC 9, 26 hp; +3 to hif, 1d8 + 1
bludgeoning damage and the target must make a
successful DC 15 Wis saving throw to notice the olive
sime smeared on it. If the olive slime is not noticed and
removed within two minutes, the creature loses 1 point of
Constitution and is infested with olive slime; collapses into
a full-strength pool of olive slime when slain)

(Olive Slime Zombie Horse x2: AC 8, 30 hp; +4 to hit, 1d8
+ 2 bludgeoning damage and the target must make a
successful DC 15 Wis saving throw to notice the olive slime
smeared on it; if olive slime is not removed within fwo
minutes, the creature loses 1 point of Consfitution and is
infested with olive slime; collapses info a full-strength pool
of olive slime when slain)

(Olive Slime: AC 11, 14 hp; +3 to hit, target creature must
make a successful DC 15 Wis saving throw to notice
the olive slime that dripped onto it; if olive slime is not
removed within two minutes, the creature loses 1 point of
Constitution and is infested with olive slime)

D. Cooper House and Workshop

This modest three-room house and workshop is near the stable. It was
the former home of the Gluant family cooper. The cooper is an important
person in the running of any winery. The Gluants used fine oak from a
nearby forest to make barrels for aging their wines. While most wines
in the area were not aged, the Gluants developed techniques to control
oxidation that could ruin the wine. A key factor in these techniques was
the skill of the master cooper and his apprentices.

That is all in the past, as the master cooper was one of the first to be
sacrificed to the demon. An apprentice named Rall betrayed him. This
led to the deaths of the master cooper and his family. Rall was richly
rewarded for his treachery; Suey slit his throat and practiced his power
by raising Rall as a ghoul and then locking him inside the cooper’s house
and workshop.

The house has a double-door entrance with a normal lock (can be
picked with a set of thieves’ tools and a successful DC 10 Dex check).
The key for this lock can be found on one of the zombies in Area C. The
door is below an overhang that functioned as a porch for the residence.
There are shuttered windows adjacent to the door on the side that served
as the master cooper’s residence. The shutters are stuck shut; they can be
forced open with a successful DC 12 Strength check.

The door opens into the former cooper’s workshop. The workshop
was ransacked before Rall was locked up. There are a few metal tools, an
anvil, and a brazier. Hanging from the ceiling are many loops of metal that
the cooper used when forming his barrels. In one end is a pile of sawdust
and wood scraps. Making their home in the debris pile is a swarm of rats.

Adjacent to the cooper’s workshop is the large room where the cooper
lived. All of the furniture was smashed to bits by Rall when he realized he
was trapped. A single set of drawers survived. It is propped against one
of the walls.

A small bedroom is connected to the cooper’s room by a half-open door.
This room contains a single chair and a bed with a moldy mattress. There
is a misshapen lump on the bed, under a torn blanket. This is the rotting
corpse of one of the cooper’s adult sons. Rall is beneath the bed. He is
almost certain to hear them in the main room, unless the characters take
extensive precautions against making noise. When a character approaches
within a few feet of the bed, Rall springs up and dumps the mattress and
corpse onto the unsuspecting characters. This trick earns him tactical
advantage on his initiative roll.

Search: Beneath the refuse pile in the workshop is a small sack of 20
cp. However, these are rare coins that could be sold to the right seller for
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100 gp! In the set of drawers in the family room are a silver mirror and a
leaky flask of oil.

Fine Search: The cooper was a stingy man who hoarded his earnings.
He stuffed his money into a secret alcove in the wall between his bedroom
and the workshop. The cache can be found with an extensive search and a
successful DC 15 Int (Investigation) check. The hiding spot behind a loose
board in the paneling contains 196 gp in a flour sack.

(Rall [Ghoul]: AC 12, 22 hp; +2 to hit, 2dé + 2 piercing
damage [bite]; +4 to hit, 2d4 + 2 slashing damage and
the target must make a successful DC 10 Con saving
throw or be paralyzed for 1 minute or until it makes a
successful save at the end of its turn)

(Swarm of Rats: AC 10, 24 hp; +2 fo hit, 2dé piercing
damage, or 1dé piercing damage if the swarm has 12
or fewer hp [bite]; can enter and remain in another
creature’s space and move through finy openings)

E. Well

Outside of the chateau is a circular stone well. It has no bucket or pulley.
There is a faint residue of magic around the well that can be detected with
a successful DC 10 Int (Arcana) check. The well is 40 feet deep and has
clear water at the bottom. If light is shined down the well, something can
be seen twinkling under the water.

Climbing down the inside of the well should be easy because of the
large stones lining it, but the stones are slimy and slippery; climbing down
or up without a rope requires a successful DC 15 Dex check. Falling into
the shallow water does one-half the normal falling damage.

The reflecting item under the water is merely a shiny tin cup. The water
is fresh, however, and clear of any taint from the slimy evil infecting the
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vineyard, thanks to the spell cast on it by a previous group of adventurers
seeking a fresh water source. That’s what caused the faint magical residue.

F. Huts

Behind the chateau are seven huts where field workers and other staff
lived. Originally these had individual garden plots for the families of the
workers, but the vines have taken over the entire area. Within the huts
are meager possessions that are unlikely to interest any PC. Feel free,
however, to flesh out this area and add extra monsters or traps to suit
yourself and your players. Alternatively, if you don’t want the players to
waste time investigating an area where there’s nothing to be found, the
huts could all be collapsed, burned, or destroyed by some other means.

Chateau, Ground Floor
1-A. Entry

The chateau itself looks like a small castle. It is two stories tall and
has tall, narrow windows that resemble arrow slits on all sides. Where a
window is wide enough for a person to squeeze through, there are metal
bars that make entry impossible for all but the smallest of PCs (Small
characters of Str 9 or less, stripped of all armor and gear). There are small
minarets and faux stone towers at each end. These towers don’t serve any
purpose other than decoration.

A row of six gargoyles perches along the front of the building. One
gargoyle is alive, and the other five are stone carvings. The living gargoyle
is impossible to distinguish, but a careful search of the bushes along the
front of the building reveals the original stone carving that the gargoyle
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toppled from the roof so it could take that spot. If the party contains a
gnome character, the gargoyle is sure to attack and try to fly off with such
a tasty morsel. The gargoyle has no treasure.

The main entrance to the chateau is up a set of wide stone stairs. On
each side of the stairs are statues of griffons. They’ve been broken and
defaced with filth and muck. The double oaken doors are unlocked. One is
stuck tight, but the other opens ecasily.

Beyond the door is a two-story foyer. A curved staircase leads to the
upper level. The staircase is rotten. There is a 1-in-4 chance that a character
weighing over 200 pounds (most Medium characters in armor meet these
criteria) crashes through the staircase, taking 1d4 bludgeoning damage.
If the stairs break three times, the entire staircase collapses, causing 2d6
bludgeoning damage to everyone on it.

There is evidence of combat in the foyer: broken arrows, an axe handle,
blood stains, and scorch marks. It was here that Master Gluant made his
last stand before being dragged off to the sacrificial pit.

On either side of the foyer are double doors. One leads to the parlor
(Area 1-B) and the other to the ballroom (Area 1-D).

Search: Beneath the stairs is a small room where the porter slept on
a cot. The porter pilfered two bottles of the white Chateau Gluant wine.
Both are in good condition (65 gp each to the right buyer).

(Gargoyle: AC 15, 52 hp; +4 to hit, 1dé + 2 piercing damage
[bite] and +4 to hit, 1dé + 2 slashing damage [claws])

1-B. Parlor

The parlor adjacent to the foyer is in fairly good shape. There are
long couches, a large marble bar, and numerous stuffed animals. The
trophies include a buffalo head, a moose head, a complete brown bear,
many rabbits, a woodchuck, and a beaver. This was a tasting room of
sorts for the Gluants. Here they would entertain merchants and passing
aristocracy. The trophies from Gluant’s hunts would be the usual and
boring conversation topics.

In the fireplace is a mostly-burned but still recognizable stuffed lynx.
One of the less intelligent cult members tried to burn it for heat but gave
up partway through when he discovered it didn’t burn very well. Lurking
in the ashes is a gray ooze. It quivers slightly when characters enter
the room, causing the burned lynx and the ashes to move visibly. Any
character who decides to stab their weapon into the ash might regret it.

Fine Search: Within the stuffed bear’s head cavity are a couple of large
rubies (75 gp each) that Master Gluant kept in case of emergency.

(Gray Ooze: AC 8, 22 hp; +3 o hit, 1dé + 1 bludgeoning
damage plus 2dé acid damage and metal armor loses
1 pt. of AC; nonmagical metal weapons thaft strike the
ooze gain a cumulative -1 penalty on damage and are
destroyed if the penalty reaches -5).

1-C. Kitchen

Unlike most of the chateau, the kitchen saw service for many months
after the fall of the Gluant family. The Cultus Limus used the kitchen as
a commissary and meeting place. Thus there are a number of outdoor
wooden tables and benches wedged into the room. The oven is fairly
clean. The room has been cleared of any cleavers, knives, or means of
making fire.

At one end of the kitchen is a crude dumb waiter. It has a 5 foot by 2
foot opening covered by a wooden door on sagging hinges. Alongside
the door is another opening in the wall containing two ropes; pulling
on one raises the dumbwaiter, and pulling the other lowers it. The shaft
rises to the master’s quarters (Area 2-A) on the floor above. The platform
is currently between floors. The pulley is jammed with muck and both
ropes are coated with slime, so it would take either a successful DC 15
Str check or 15 minutes of rather icky cleaning work to make the dumb
waiter operational.

If characters free the pulley, the platform crashes down to this level. It’s
immediately followed by a gelatinous cube that was trapped in the shaft by
the cult. The cube oozes through the opening like jell-o before bouncing
back to its typical size and shape. Because it’s entirely transparent, only
those characters who make a successful DC 15 Wis (Perception) check
see the ooze. Everyone else sees a human skeleton that appears to “float”
through the opening and hover before them. It wears a silver necklace (10
gp) that also appears to float around its neck.

(Gelatinous Cube: AC 4, 84 hp; +4 to hit, 3dé acid damage;
can enter another creature’s spaces as it moves, and that
creature must make a successful DC 12 Dex saving throw
or fake 3dé6 acid damage and be engulfed; engulfed
creatures take 6dé damage at the start of the cube’s
turns, are restrained, and can't breathe; an engulfed
creature can escape or be pulled free with a successful
DC 12 Str check)

1-D. Ballroom

The ballroom was once an architectural marvel. The entirely wooden
structure, from the floorboards to the tall ceiling, was made without the
use of a single nail, touch of cement, or stone. It was appropriately made
of fine oak stained a rich, dark brown. A relief carving of the Gluants
still stands proudly over a large marble fireplace. The ballroom cost the
Gluants a small fortune.

Now, boards are leaned across the narrow windows, with benches and
bookcases pushed against them to hold them in place. Ruined furniture is
thrown about the room. A patina of dust covers everything. Some cultist
thought it would be a good idea to burn a pile of furniture in the center of
the room but it was extinguished by Suey, leaving a burn scar and a heap
of smashed, blackened chairs.

Search: Disturbing the remains of the bonfire also disturbs a swarm of
rats that made the pile their home.

(Swarm of Rats: AC 10, 24 hp; +2 to hit, 2dé piercing
damage, or 1dé piercing damage if the swarm has 12
or fewer hp [bite]; can enter and remain in another
creature’s space and move through finy openings)

Fine Search: There is a silver locket worth 20 gp under an overturned
table. The locket contains a silhouette of the winemaker and his wife.

1-E. Winemaker’s Quarters

Near the stairs to the cellar level are the winemaker’s quarters. The door
is locked and the key was dissolved into Suey the Ooze Demon, but the
lock can be opened with thieves’ tools and a successful DC 10 Dex check.

The room is covered in cobwebs and dust but largely untouched by the
cultists. There is a large down bed, a desk, and a rickety wooden chair. The
chair has a 5-in-6 chance of breaking if anyone sits in it.

Suey used the room briefly during the early stages of the takeover, when
he still had ideas of spreading chaos and terror across the surrounding
countryside. A crude map of the surrounding area is pinned to the tabletop.

Search: The desk is locked (DC 10 Dex check to open) and is trapped
with a poison needle (DC 15 Wis [Perception] check to notice and avoid).
A character jabbed by the needle must make a successful DC 12 Con
saving throw against poison. If the saving throw fails, the character takes
2d6 poison damage immediately and must repeat the saving throw at the
end of every long rest. If the saving throw fails, the character takes another
2d6 poison damage and does not recover any hit points or hit dice from
that long rest. The poisoning ends when the character makes a successful
saving throw or when it’s neutralized by magic. Inside the desk is a diary
written in Abyssal. The journal details how Suey tricked the winemaker
to gain Gluant’s confidence, then turned most of the workers to his cause
and took over the winery. It ends with descriptions of how Suey turned
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on the cult members and killed them, one by one, until only he remained.
Fine Search: Under a floorboard is a large jug of Chateau Gluant wine.
It is in pristine condition and to the right buyer is worth 200 gp

Chateau, Upper Floor

2-A. Master’s Quarters

The master’s quarters were looted after his demise. Most of the furniture
has been shredded or torn apart. There is a large bed in the middle of the
floor. It is at an off angle as if it was pulled to the center of the room and
forgotten. The sheets are missing, as are three of the four corner posts. In
the far corner are a small desk and a stool.

Sitting on the stool is a skeletal form with long, slimy, gray hair. The
skeleton’s back is to the entry. The form is the former Lady Gluant.
She looks rotted and frozen. She holds a large silver brush as if she is
brushing her hair. The cultists brought her body here after her demise.
Suey positioned her doing what he thought was her favorite pastime. A
close inspection reveals that bits of twine and wire are propping the body
in position.

The dumbwaiter from Area 1-C terminates here. The opening is covered
by two shutters. If the shutters are opened, the gelatinous in the shaft does
nothing; it is a few feet below the opening. Anyone foolish enough to
jump into the dark shaft gets what coming to them. There is no way to
raise or lower the dumb waiter from this room.

Search: The silver brush Lady Gluant holds is worth 70 gp. On the
back of the desk is a compartment that can be found only if the desk is
pulled away from the wall. Inside is a large sapphire worth 50 gp.

Chateau Cellar
3-A. The Gathering Room

The rear entrance to the chateau is down an earthen ramp. The entrance
is two large barn doors that easily slide open. Within the cobbled stone
room, the field workers would bring carts of grapes for sorting. Ironically,
the field workers and their wives would spend hours removing any grapes
with the faintest taint or rot. Once sorted into large wooden baskets, the
grapes would be taken through an archway to Area 3-B, the crushing
room.

Currently there are a number of overturned carts and smashed baskets
in this room. The smell of mold and must is more prevalent here than in
the upper parts of the chateau or outside. In the corner of the room are four
skeletal remains. This is a party of adventurers who succumbed to noble
rot. The adventurers have a few torches, some moldy clothes, and a few
rusty weapons.

Search: One of the dead adventurers is a halfling with a large satchel.
Within the satchel are three bottles of white Chateau Gluant that are in
fairly good shape (75 gp each).

3-B. The Crushing Room

This long, narrow room slopes downward 15 feet. Near the archway
entrance are two large wine presses. The presses are wooden buckets that
are 5 feet wide and 4 feet tall. A large metal plate hangs above the first
bucket; an identical metal plate sits in the second bucket, unconnected to
any ropes. Between the buckets is a capstan large enough for four men
to turn. The heavy metal plates could be connected by hooks to pulleys
and ropes so they could be raised and lowered by the capstan, one at a
time. Juice squeezed from the grapes flowed through a spigot into a barrel,
which could then be rolled down the long ramp to the barrel room (Area
3-0).
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The metal plate that’s hanging in the air above the first bucket won’t
move unless a rudimentary brake is loosened. Unless characters with
a combined Strength modifier of +4 or more are holding the capstan,
the plate smashes down, doing 5d6 bludgeoning damage to anyone
in the bucket. At the same time, the capstan spins wildly and its long
wooden handles do 2d6 bludgeoning damage to anyone who’s standing
next to it.

If the metal plate is lifted (with the capstan) from the second bucket,
or its spigot is turned, or the bucket is smashed or cut open, then the wine
slime lurking in the second bucket bursts out and attacks. This wine slime
is pinkish in hue (it began its existence as a white zinfandel).

(Wine Slime: AC 8, 52 hp; +4 fo hit x2, 3dé6 + 2 bludgeoning
damage and the target must make a successful DC 12
Con saving throw or be intoxicated [poisoned] for 1 hour
[pseudopod])

3-C. The Barrel Room

At the end of the long ramp in the crushing room is another stone
archway that leads into the barrel room. At one time, dozens of barrels
sat for years on racks in the storage area, gently adding notes of oak to
the wine.

Unfortunately, with the cult drinking most of the wine and the damp
conditions introduced by their activities, the barrels in the room have
almost all spoiled into vinegar. While the vinegar is not acidic enough to
do damage a weapon, it is very unpleasant tasting.

Search: If PCs search the barrels for good wine, they have a 1-in-20
chance of finding a barrel of acceptable wine. Only two barrels out of the
50 in the room are still drinkable. Each barrel could fill 300 bottles and
has a value of over 30,000 gp to the right buyer! You can adjust this price
up or down to suit your campaign. Finding an NPC who’s prepared to
spend that kind of cash on a barrel of wine should be a challenging quest
in itself. It is possible that in the process of opening and tasting the barrels,
PCs allow too much oxygen in, which oxidizes and ruins the wine by the
time they find a buyer. A character who has a background in winemaking
knows this automatically, and others can realize the risk with a successful
DC 15 Int (Nature) check.

Set in the north wall of the room is a wide, heavily-rusted metal gate
sealing off a natural cavern. A successful DC 15 Str check is needed to
force it open.

3-D. The Bottling Room

In this room, aged barrels would be placed on a raised wooden platform
so that bottles could be filled through a spigot. The bottles were sealed
with wax in this room, but the master winemaker added the Gluant
insignia later.

The room today has a few cases of smashed bottles sitting next to a
couple of empty barrels on the platform. A few bags of cheap red wax sticks
are nearby. The most important item here is the pile of yellow powder in
the corner. A character with a background in winemaking or explosives
recognizes it instantly as brimstone (sulfur); anyone else recognizes it
with a successful DC 15 Int (Nature) or Wis (Medicine) check, but only
characters with training in those skills can make the attempt.

A secret of the Gluant’s winemaking was the slight addition of sulfur
to the wines. The sulfur preserved the wine and acted as an antioxidant to
prevent the ruining effect of oxidation.

Sulfur is toxic. A character who handles it carelessly (inhales it or gets it
on exposed skin or in clothing) takes 1d4 poison damage per ten minutes
of handling. It shouldn’t be carried in the hands, pockets, a spare canteen,
or anywhere it can filter into the character’s clothing or food. Because of
its toxicity, a handful of brimstone does 2d6 poison per round to all of the
slimes and oozes in this adventure, including Suey. It’s up to you how
many handfuls the characters can safely take with them, but there’s more
than enough of it here to kill every slime and ooze on the estate.
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3-E. Natural Cavern Entrance

Beyond the gate in the barrel room is a natural cavern that winds deep
into the bedrock below the chateau. The cavern is 10 feet tall. It has a
worn path down the middle of the passage. A rancid stench wafts up from
the cavern below. If the gate is forced open, ten slime zombies that are
hidden in shadows along the uneven walls (DC 12 Wis [Perception] check
to spot) lurch forward and attack.

(Olive Slime Zombie: AC 9, 26 hp; +3 to hif, 1d8 + 1
bludgeoning damage and the target must make a
successful DC 15 Wis saving throw to notice the olive slime
smeared on it. If the olive slime is not removed within two
minutes, the creature loses 1 point of Constitution and is
infested with olive slime; collapses info a full-strength pool
of olive slime when slain)

3-F. Temple of Lumaszu

The temple was a natural cavern that was crudely enlarged into a domed
chamber that arches 40 feet above the floor. Many stalactites remain,
dripping with toxic ooze. The sludge from the stalactites forms slippery
pools around the floor. Normal movement is unimpeded, but any move
over 10 feet during the distraction of combat requires a successful DC 12
Dex (Acrobatics) check to avoid slipping and falling prone. The denizens
of this chamber aren’t affected by its slipperiness.

The floor was roughly cut into a round theatre. Three concentric circles
surround a central stage. Each circle is 5 feet lower than the next outer
circle. The circles were where worshippers of Lumaszu congregated to
observe their obscene rites.

A stone stage stands 5 feet higher than the lowest circle. The stage
is a square platform 30 feet on a side. The stage is covered with arcane
symbols and Abyssal script written in blood. Much of the script has been
scuffed off or washed away by the dripping from above. Rising from the
stage is a massive stone bowl, slightly larger across than the stage and
nearly 5 feet tall. The bowl has no markings and appears to be hewn from
the same stone as the stage.

Above the bowl hang long rusty chains. The chains are connected
to a pulley high overhead. Near the wall in the northeast corner of the
chamber is a rusted and inoperable winch. The cultists lowered their
human sacrifices on chains into the bowl as ecstatic worshippers watched.

Within the bowl are the remains of the winemaker, the Gluants, the
workers, a few adventurers, and most of the Cultus Limus. That is to say,
the bowl contains a giant ochre jelly. The jelly grew with each sacrifice,
but it hasn’t been fed for years. This has the stats of a normal ochre jelly
but maximum hit points and three pseudopod attacks per round, making
it CR 3 (700 XP).

The ooze is semi-intelligent. When characters approach within 20
feet of the bowl, the ooze thrusts out a pseudopod and attacks someone.
Brimstone or sulfur is the safest way to dispatch the ooze. The ooze
would like characters to approach close enough for it to strike them with
pseudopods. The bowl provides it with one-half cover from the highest
level of the chamber and three-quarters cover from everywhere else,
unless the ooze withdraws completely into full cover. If characters can
still attack it while it has full cover (with fireball spells detonated above
the bowl, for example), the ooze won’t simply hide in its bowl and let
itself be killed; it counterattacks to the best of its ability.

(Giant Ochre Jelly: AC 8, 72 hp; +4 to hit x3, 2d6 +
2 bludgeoning damage plus 1dé acid damage
[pseudopod]; lightning or slashing damage cause the jelly
to split in half)

Search: A ten-minute search of the area finds tracks that lead to secret
door to the hidden alcove (Area 3-G). The door is weighted to spring
closed if it’s not held open, and it’s almost impossible to open from the
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other side. Be sure to mention to whoever opens the door that it resists
when pushed and that it will close again when they let go of it. Unless
characters specifically look behind the door as they push it open, they
won'’t realize that there’s no handle on the other side. A simple spike will
hold it open, or a quick search and a successful DC10 Int (Investigation)
check spots the latch that the cultists used to secure it. If the door closes
behind the characters, it can be opened again only with thieves’ tools and
a successful DC 20 Dex (Sleight of Hand) check. Alternatively, it can be
broken down with 50 points of bludgeoning or force damage.

3-G. Hidden Alcove

Beyond the secret door described in Area 3-F is this natural chamber. A
narrow passageway wends down the middle between a forest of stalactites
and stalagmites. The curve to the walkway prevents the tight northern
passage from being seen from the secret door.

This entire room is coated with thick yellow mucus that decreases
speed by half unless a character makes a successful DC 15 Dex saving
throw. If failed, the character falls prone and is covered in the disgusting
but harmless ooze.

Fine Search: Hidden under a foot of hardened mucus next to a wall is
a bag of jewels. Inside the bag are many gemstones with a total value of
1,500 gp.

3-H. The Slime Demon

The final chamber is a circular room 30 feet across. The ground is level
and the natural features of the cavern have been hewn away to a slick
smoothness. At the entrance is a step down into a pool of slimy, yellow
liquid. The slime is perfectly still. In the middle of the chamber, a small
stone platform rises above the liquid. On the platform sits a golden idol
(5,000 gp) representing a creature with the body of a human woman, the
head of a lioness, donkey ears, and lower legs like a bird’s.

At the feet of the idol are a number of offerings. The dust covering
everything makes it apparent that these offerings were placed long ago.
The offerings include a skull with a large ruby (150 gp) inside it, sacks of
coins (750 gp), a dagger +1, two tomes (Fine Wines and Winemaking by
Robin Peeker worth 115 gp, and Fungi and I by Jay Suchling), a golden
wine goblet encrusted with semiprecious stones (500 gp), and a spellbook.
The contents of the spellbook are up to you.

If anything touches the liquid, it slowly pulls away from the entrance.
Over the next three rounds, it shifts and transforms into an anthropomorphic
shape next to the idol. During this transformation, it has AC 10, but it
also regenerates 20 hit points per round with no reduction for taking cold
damage. After three rounds, the vestigial wings of the slime demon unfurl
and it attacks. Complete stats for the slime demon can be found at the end
of this adventure.

Anyone who carries away the idol is plagued by horrible nightmares
for as long as they possess it (they must make a successful DC 15 Wis
saving throw at the end of every long rest to gain any benefit from the
rest). Additionally, the character makes saving throws against poison and
disease with tactical disadvantage while they keep the idol.

(Slime Demon: AC 16, 105 hp; +7 to hit x2, 3dé + 2
bludgeoning damage plus 1d8 acid damage
[pseudopod] and the target must make a successful DC
13 Dex saving throw or take 1d8 acid damage at the
start of each of the demon’s turns until an action is spent
scraping off slime [acidic slime])



172
/M
O
=
/M
2
%)
O
)
8
=
O
o
o)
=
O
192}
i
%2}
25,
)
o4




THE NOBLE ROT

New Monsters
Living Vines
XP 450 (CR 2)

Unaligned Large plant
Initiative +2

DEFENSE

AC 12

hp: 33 (6d10)

Immunity: Psychic damage; charm, fright, prone, stun,
unconsciousness

OFFENSE

Speed: 10 ft.

Multiattack: A living vine attacks once with a tendril, bites
once, and constricts up to three times. It can grapple up
to three targets and still make tendril attacks.

Melee Attack—Tendril: +6 to hit (reach 10 ft.; one creature).
Hit: 1d8 + 3 bludgeoning damage and the target is
grappled.

Melee Attack—aBite: +6 to hit (one creature grappled by the
living vine). Hit: 2d4 + 3 piercing damage.

Melee Attack—Constrict: automatic hit (one creature
already grappled by the living vine at the start of the
vine's turn). Hit: 1d8 + 3 bludgeoning damage.

STATISTICS

Str 16 (+3), Dex 14 (+2), Con 10 (+0),
Int O (-5), Wis 10 (+0), Cha 3 (-4)
Languages: None

Senses: Tremorsense 30 ft.

ECOLOGY
Environment: Temperate or tropical forests or hills
Organization: Solitary or patch (2-12)

Olive Slime

XP O (CRO)
Unaligned Large plant (fungus)
Initiative +1

DEFENSE

AC 11

hp: 14 (4d10 - 8)

Immunity: Lightning, piercing, and psychic damage; charm,
fright, prone, stun, unconsciousness

Vulnerability: Acid, cold, and fire damage

OFFENSE

Speed: O ft.

Melee Attack—Drop: +3 to hit (reach 30 ft.; one creature
beneath the olive slime). Hit: target creature must make a
successful DC 15 Wis saving throw to notice the olive slime
that dripped onto it. If the olive sime is noficed and removed
immediately, it has no effect. If the olive slime is not noticed
and removed within two minutes, the creature loses 1 point
of Constitution and is infested with olive slime; see below.

STATISTICS

Str1 (-5), Dex 12 (+1), Con 6 (-2),
Int 1 (-5), Wis 10 (+0), Cha 4 (-3)
Languages: None

Skills: Stealth +5
Senses: Tremorsense 30 ft.

TRAITS

Olive Slime Defenses: The armor class and hit points listed above
are for a Large patch of olive slime in its native environment.
Olive slime on a victim has the victim's AC and hit points
equal fo the number of Constitution points the victim has lost.

Olive Slime Infestation: Any amount of olive slime that
remains in contact with a potential victim for more than
two minutes charms the victim and alters his or her thinking
patterns so that the host’s main concern becomes
feeding and protecting the olive slime—including keeping
the slime hidden from companions. If anyone ftries to
remove the olive sime from the host, the host does
whatever is required to protect the slime, whether it's
running away or fighting back. As long as the host is alive
and conscious, it will do everything in its power to protect
the slime, including knocking out or even killing its friends.
An infested creature suffers the following effects.

® |floses 1 point of Constitution immediately when the
infestation begins and another 1dé points of Constitution
at the end of each 24-hour period, as the growing olive
slime replaces the creature’s skin, muscle, and organs
with olive slime. The olive slime gains hit points equal to the
number of Consfitution points lost by the victim.

® The host must double its normal food intake or lose 1 exira
point of Constitution after each 24 hours. Also, the host
does notf recover hit points or hit dice after a long rest if it
didn't double its food intake.

® |f the host’s Constitution drops to 0, the host dies. Five
minutes later, its body reanimates as an olive slime zombie.

Olive slime can be burned, cut away, or frozen. Anything
that damages the olive slime deals half damage to its host
(before doubling for vulnerability in the case of acid, cold,
or fre damage). Greafer resforation ends the olive slime’s
charm effect for two minutes; during that time, the victim
can cooperate with attempts to remove the slime.

ECOLOGY
Environment: Underground
Organization: Solitary or colony (2-5)

Olive Slime Zombie

XP 100 (CR 1/2)
NE Medium plant
Initiative -1

DEFENSE

AC?9

hp: 26 (4d8 + 8)

Immunity: Lightning, piercing, and psychic damage; charm,
fright, stun, unconsciousness

Vulnerability: Acid, cold, and fire damage

OFFENSE

Speed: 20 ft.

Melee Attack—Fist: +3 to hit (reach 5 ft.; one creature). Hit:
1d8 + 1 bludgeoning damage and the target must make a
successful DC 15 Wis saving throw to notice the olive slime
smeared on it. If the olive slime is noticed and removed
immediately, it has no effect. If the olive slime is not noticed
and removed within two minutes, the creature loses 1 point
of Constitution and is infested with olive slime; see below.

STATISTICS
Str 12 (+1), Dex 8 (1), Con 14 (+2),



QUESTS OF DOOM: BUGS AND BLOBS

Int 3 (—4), Wis 6 (-2), Cha 4 (-3)
Languages: None
Senses: Darkvision 60 ft.

TRAITS

Death Throes: When a slime zombie is reduced to 0 hit
points, it collapses into a full-strength puddle of olive slime.

Telepathic Bond: A slime zombie is linked felepathically with
the patch of olive slime that created it and with all other
slime zombies linked to that patch of olive slime. This link
has a maximum range of 20 miles. The slime zombie and
olive slime must be on the same plane of existence.

Olive Slime Infestation: Any amount of olive slime that

remains in contact with a potential victim for more

than two minutes charms the victim and alters his or

her thinking patterns so that the host's main concern

becomes feeding and protecting the olive slime—

including keeping the slime hidden from companions.

If anyone fries fo remove the olive slime from the host,

the host does whatever is required to protect the slime,

whether it's running away or fighting back. As long as
the host is alive and conscious, it will do everything in its
power fo protect the slime, including knocking out or
even killing its friends. An infested creature suffers the
following effects.

It loses 1 point of Constitution immediately when the
infestation begins and another 1dé points of Constitution
at the end of each 24-hour period, as the growing olive
slime replaces the creature’s skin, muscle, and organs
with olive slime. The olive slime gains hit points equal fo the
number of Constitution points lost by the victim.

® The host must double its normal food intfake or lose 1 exira
point of Constitution after each 24 hours. Also, the host
does not recover hit points or hit dice after a long rest if it
didn’t double its food intake.

® |f the host's Constitution drops to 0, the host dies. Five
minutes later, its body reanimates as an olive slime
zombie.

Olive slime can be burned, cut away, or frozen. Anything
that damages the olive slime deals half damage to its host
(before doubling for vulnerability in the case of acid, cold,
or fre damage). Greafer resforation ends the olive slime’s
charm effect for two minutes; during that time, the victim
can cooperate with attempts to remove the slime.

ECOLOGY
Environment: Underground
Organization: Mob (1-20)

Olive Slime Zombie (horse)

XP 100 (CR 1/2)
NE Large plant
Initiative -2

DEFENSE

AC38

hp: 30 (4d10 + 8)

Immunity: Lightning, piercing, and psychic damage; charm,
fright, stun, unconsciousness

removed immediately, it has no effect. If the olive slime
is not noticed and removed within fwo minutes, the
creature loses 1 point of Constitution and is infested with
olive slime; see below.

STATISTICS

Str 15 (+2), Dex 6 (-2), Con 14 (+2),
Int 2 (-4), Wis 6 (-2), Cha 4 (-3)
Languages: None

Senses: Darkvision 60 ft.

TRAITS

Death Throes: When a slime zombie is reduced to 0 hit
points, it collapses info a full-strength puddle of olive slime.

Telepathic Bond: A slime zombie is linked telepathically with
the patch of olive slime that created it and with all other
sime zombies linked to that patch of olive slime. This link
has a maximum range of 20 miles. The slime zombie and
olive slime must be on the same plane of existence.

Olive Slime Infestation: Any amount of olive slime that
remains in contact with a potential victim for more
than two minutes charms the victim and alters his or
her thinking patterns so that the host’s main concern
becomes feeding and protecting the olive slime—
including keeping the slime hidden from companions.

If anyone tries to remove the olive slime from the host,
the host does whatever is required to protect the slime,
whefther it's running away or fighting back. As long as
the host is alive and conscious, it will do everything in its
power to protect the slime, including knocking out or
even killing its friends. An infested creature suffers the
following effects.

® |t loses 1 point of Constitution immediately when the
infestation begins and another 1dé points of Constitution
at the end of each 24-hour period, as the growing olive
slime replaces the creature’s skin, muscle, and organs
with olive slime. The olive slime gains hit points equal to the
number of Constitution points lost by the victim.

® The host must double its normal food intake or lose 1 exfra
point of Constitution after each 24 hours. Also, the host
does not recover hit points or hit dice after a long rest if it
didn’t double its food infake.

® [f the host's Constitution drops to 0, the host dies. Five
minutes later, its body reanimates as an olive slime
zombie.

Olive slime can be burned, cut away, or frozen. Anything
that damages the olive slime deals half damage to its host
(before doubling for vulnerability in the case of acid, cold,
or fire damage). Greater restoration ends the olive slime’s
charm effect for two minutes; during that fime, the victim
can cooperate with attempts to remove the slime.

ECOLOGY
Environment: Underground
Organization: solitary, pair, or herd (3-12)

Slime Demon

XP 2,900 (Challenge 7)
Chaotic Evil Huge fiend

Vulnerability: Acid, cold, and fire damage Initiative +2
OFFENSE DEFENSE
Speed: 30 ft. AC 16 (natural armor)

Melee Attack—Hooves: +4 to hit (reach 5 ft.; one creature).
Hit: 1d8 + 2 bludgeoning damage and the target must
make a successful DC 15 Wis saving throw fo notice the
olive sime smeared on it. If the olive slime is noticed and

hp: 105 (10d12 + 40)

Resistance: Bludgeoning and slashing damage from
nonmagical weapons

Immunity: Piercing and poison damage; charm, disease,
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fright, poison, prone, unconsciousness

OFFENSE

Speed: 30 ft., swim 40 ft.

Multiattack: A slime demon attacks twice with pseudopods.

Melee Attack—Pseudopod: +7 to hit (reach 10 ft.; one
creature). Hit: 3d6 + 2 bludgeoning damage plus 1d8 acid
damage. The farget must make a successful DC 13 Dex
saving throw or be affected by Acidic Slime (see below).

STATISTICS

Str 18 (+4), Dex 14 (+2), Con 19 (+4),
Int 5 (-3), Wis 9 (-1), Cha 10 (+0)
Languages: Abyssal, telepathy 90 ft.
Senses: Darkvision 60 ft.

TRAITS

Acidic Slime: Every hit by a sime demon leaves gobs of
acidic slime on the target. A creature that fails a DC 13 Dex
saving throw after being struck by a slime demon takes 1d8
acid damage at the start of each of the demon'’s turns until
the creature spends an action scraping off the slime. The
slime has no effect on weapons or tools.

Regeneration: A slime demon heals 10 points of damage at
the start of each of its turns, unless it took cold damage
since its previous furn.

ECOLOGY
Environment: Any
Organization: Solitary or pair

Wine Slime

XP 450 (CR 2)
Unaligned Large ooze
Initiative -2

DEFENSE

AC38

hp: 52 (7d10 + 14)

Resistance: Bludgeoning, piercing, and slashing damage
from nonmagical weapons

Immunity: Psychic damage; blindness, exhaustion, fright,
paralysis, poison, prone, stun

OFFENSE

Speed: 10 ft., climb 10 ft.

Multiattack: A wine slime aftacks twice with pseudopods.

Pseudopod: +4 fo hit (reach 10 ft.; one creature). Hit: 3dé
+ 2 bludgeoning damage and the target must make a
successful DC 12 Con saving throw or become intoxicated
(with effects identical to poisoning) for 1 hour.

STATISTICS

Str 14 (+2), Dex 6 (-2), Con 15 (+2),
Int 2 (-4), Wis 6 (-2), Cha 1 (-5)
Languages: None

Senses: Tremorsense 30 ft.

TRAITS

Amorphous: A wine slime can move through gaps as small
as 1 square inch without penalty.

Split: If a Medium or Large slime takes slashing or fire damage,
it splits into two new slimes, each one size smaller than the
original and with half the original’s hit points.

ECOLOGY
Environment: Subterranean
Organization: Solitary
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Bridden Oasis -
emple of Thoth

By Mare Finch and Bill Webb

The Hidden Oasis-Temple of Thoth brings the characters to a hidden
temple of Thoth, god of knowledge, magic, and travel, where they are
confronted with a force of invading extra-dimensional locust creatures
and the chance to get their hands on an ancient artifact. What band of
heroes could resist the challenge? The adventure is designed for characters
of levels 7 to 9.

Background

Deep in the desert sands of lie the ruined remnants of the Hidden
Oasis-Temple of Thoth, once a thriving center of trade and magic,
now abandoned and forgotten. If you are playing this adventure in the
Frog God Games Lost Lands world setting, the temple is found in the
Maighib Desert, 300 miles west of the Gorge of Osiris. This sand-swept
region is far from the more familiar environs of Bard’s Gate and the
Stoneheart Valley, but the characters are brought here (and might even
return from here) by magical means. Since the entrance to the adventure
is a magical portal, the adventure can be used in any campaign without
difficulty.

The Wax Plague

In centuries gone by, the Oasis-Temple of Thoth was a gateway
between worlds, used by the priests of Thoth to travel between various
strongholds and libraries of the god, even on different planes of existence
and in strange, foreign worlds. Calamity struck, though, in the form of
a deadly curse brought down on the temple by a desert-cult known as
the Sickness Dancers. Their curse infected the entire oasis with a body-
melting disease, the “wax plague,” so called because the features and the
bodies of the afflicted run like melted wax as time passes. The priests of
Thoth, dissolving into formlessness, cast mighty wards upon the temple
to ensure that the plague would not spread through the planar portals and
dimensional gates contained in the temple complex. A great dome formed
over the oasis, coalescing from the very air as the dying priests chanted
the mystic words of their final, greatest spell.

The Changing of the Priests

The creation of the quarter-mile dome over the entire temple complex
prevented the wax plague from spreading across the sand and through the
portals of many dimensions, but it could not save the priests of Thoth from
the curse. Utterly changed in mind and body, they fought to maintain the
temple, preventing it from being used by dark forces as a way to move
from one plane of existence to another, from one world to another, from
one dimension to another. Only the High Priest of Thoth retained his mind,
for he was not human; the others of the priesthood could only follow his
orders as best their broken minds could manage.

The Final Battle Looming

Now, after centuries, the last resources of the High Priest, Thoth-
Antef, are failing. Thus far he has kept the ceaseless crawling of evil
from traveling through the sacred gates he protects. His magic items are
spent or worn out, and many of his priests have been killed in the frequent
incursions by those who travel the far dimensions, intending malice and
harm. Now, an ancient peril—sinister beings known as planehoppers—
have broached the arcane wards of the Oasis-Temple from one of their
own planes of existence. The planehoppers are an insectlike species with
a bizarre caste system, exploring outward to find new colonies and slaves
for the hive.

The Cry for Help

The high priest used his last of three commands to a genie, ordering it to
deliver a letter to suitable adventurers. The genie’s letter has already been
rejected by several adventuring parties, and the genie is growing desperate.
On a whim, it selects the characters for its next attempt to recruit help for
the priests of the Oasis-Temple. As its own petty bit of vengeance for its
long servitude, the genie will not offer a piece of information the High
Priest forgot to order it to say. As a result, the characters will most likely
not know that the High Priest of Thoth in the Oasis-Temple, Thoth-Antef,
is a massive, transparent slug the size of a horse, with a brain suspended in
the middle of its body. Or that the living priests of Thoth are now nothing
more than barely-intelligent gelatinous cubes.

The Adventure Begins

A tall man dressed in desert robes approaches you and hands
you a letter. He holds up three long, thin fingers, and says, “Ask
three questions, and then you must give one answer.”

The letter is a papyrus scroll, which (if tested) has a definite magical
aura, but not an evil one. Eight strange runes are scribed across the top,
almost like a decoration. The symbols are in order:

1. Asun
. A moon
. Acircle
. A diamond
A book
. A sphinx
. A pyramid
. An ankh

RSN R RN
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The rest of the letter, after the runes, reads as follows.

. —

1, Thoth-Antef, once the High Priest of the Great Oasis-Temple
of Thoth, beseech your help.

The Oasis-Temple of Thoth was once a thriving gateway to
many worlds and dimensions, a place of study and rest, where
travelers could exchange knowledge and trade.

Then came the Sickness Dancers. They brought the tallow
plague, melting flesh and changing those it did not kill. The
plague would most certainly spread into more planes of existence,
peeling diseased new realities into the multiverse. To prevent this,
we sealed the temple, calling on great forces to create a massive
dome of spells and stone, woven into a net that the tallow plague
could not sneak through. And so the plague died alongside us,
leaving only the changed ones.

We have worked to protect the sealed sanctuary of Thoth, as the
wards and protections have worn down through the years. The
portals are constantly being tested by those who would venture
through them looking for prey, or for new lands to conquer. Since
the days of the temple's greatness, the worlds outside the gates
have changed. Some are new and unmapped, some have gone
bad. It would not be good for the portals to reopen all at once,
as they once were.

The planehoppers of the Kharn Drauk are at the portals. My
resources are spent. Aid me in keeping them back, and [ will give
you a great gift in the name of Thoth—the Scorpion of Sekhmet.
Go to the arch and speak the words, “Orthanu, Thoth, Orhaptu.”

— Thoth-Antef

[ |

The djinni’s name is Periaptes, and he is anxious to fulfill this last
mission and be free. Nevertheless, he will fairly and scrupulously
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answer the first three questions he is asked. After this, he simply asks the
characters if they accept or decline. If they decline, he holds out his hand
to take the letter back, since he cannot be free until he finds rescuers for
Thoth-Antef. Unless he is specifically asked a question about the shape,
form, condition, or appearance of the priests, he will not mention that the
High Priest is a giant slug and the ordinary priests are reduced to semi-
intelligent skeletons whose flesh has swelled into gelatinous cubes.

The characters may have some knowledge of Sekhmet, Thoth, and even
the Scorpion of Sekhmet. If they do not, they might ask the genie.

Sekhmet is the healer of the gods, a woman with the head of a lioness.
Her symbol is a sun disc with a serpent twined around it, and she is
worshiped by healers. However, the goddess has a darker side as well. She
came into being as part of a great vengeance of the gods upon humanity,
and it was she who slaughtered the humans and drank their blood. In
addition to her healing side, she is a goddess of retribution, pestilence, and
searing heat. Her breath is the hot desert wind, and she slays her enemies
with arrows of fire. In fact, it was Sekhmet who sent the Sickness Dancers
to Thoth’s temple, in retribution for taking two Scorpions.

Thoth is, as stated in the letter, a god of magic, travel, and knowledge.
He has a human body with the long neck and head of an ibis (a bird similar
to a crane or stork). In addition to being the messenger and record-keeper
of the gods, Thoth is the creator of magic and of speech. His temples
usually contain libraries, and are rumored to contain portals from one
plane of existence to another.

The Scorpion of Sekhmet was thought to be legend, but the letter of
Thoth-Antef certainly indicates that it might be a real artifact. It is said to
be a hollow iron shell in the shape of a scorpion, large enough for several
people to sit in. From inside, the scorpion follows the orders it is given,
walking and even attacking things as directed by the controller. As the
characters will discover, there are actually two of the scorpions in the
Oasis-Temple.

If the characters speak the words, “Orthanu, Thoth, Orhaptu,” they are
immediately drawn into the Plane of Shadows (see below).
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Realm of Shadows

r 3

You feel a sudden, powerful twist, and find that you are
standing six feet from a ghostly image of yourself. It glows with
what looks like reflected light, but this place is dark, with no
visible source of light to reflect. It is the darkness of shadows,
not the dark of night, but the sun seems to have disappeared. The
only sign of it is the light that somehow reflects on those bright
shadows of yourselves.

ke d

The “bright shadows” are the characters’ actual bodies, as seen from
the shadow plane they have entered. They can see the reflected sun on the
bodies because sunlight is indeed shining on them—but in the Material
Plane, not here. If they want to return to the Material Plane, all they need
to do is step into the images, and they will return. If they step into the
wrong image, they will have switched bodies. The physical characteristics
of the new body remain, but the mental characteristics will be those of the
body’s new inhabitant.

The genie does not follow them into the Plane of Shadows. Once the
characters say the magic words, the genie is freed from servitude and
disappears.

Read the following when characters survey what is around them.

—

—

Everything appears in shades of gray rather than colors, and
you can see vast, forbidding pyramids in the distance as black
silhouettes against a dark gray horizon. Clouds roll like octopus
ink in the strangely low sky of this place. Directly in front of you
stands an archway.

[N d

The characters might be discussing various possibilities at this point.
Exploring the Plane of Shadow is a bad idea, although not impossible.
This particular area is infested with shadows and other creatures of the
dark, and explorers begin encountering them with some frequency if
they set out from the archway in a random direction. The Sword of Air
adventure from Frog God Games has a significant level of detail on the
Shadow Plane. Most likely, even a determined expedition will turn back
from this point. If not, then you’re running an adventure in the Shadow
Plane and we at Frog God Games salute you as the type of referee who
isn’t afraid to wing it!

Eventually characters should reach the point where they are ready to
inspect the archway.

—

This is a strange, 10-foot-tall metal archway. It is smooth to
the touch and feels slightly warmer than the ambient air. There
is enough room in it for two humans to stand abreast. The metal
itself has an odd-looking bluish tint and is covered in dozens
of crisp, unweathered hieroglyphs and runes of a strange and
ancient design. No rust or other damage appears to have affected
the metal, although you somehow feel that it has been here for
a long time.

L d

Any attempt to damage the archway fails, short of cutting at it with a
+4 or better magical weapon. Doing so creates a large, magical explosion,
teleporting all within 20 feet to a random plane. The whole structure
radiates strong conjuration magic, and the structure also seems unaffected
by any magic cast at it.

This archway is in fact a gate to the Oasis-Temple of Thoth. Careful
inspection of the runes reveals that eight of the symbols match those on
the letter the characters received from the djinn. Speaking the words on
the letter does nothing, unless first the symbols are touched in the order

present on the letter with bare flesh. A creature desiring to use the gate
must first touch each symbol from the letter where it’s inscribed on the
archway. Once touched, the runes glow a deep red. If touched out of order,
the runes (all of them thus far touched) cease glowing. When all eight
runes are touched in the correct order, the teleportal effects of the gate are
activated. Speaking the activation words then causes the interior of the
archway to glimmer with an opaque, silvery sheen. The sheen remains
active for three minutes. Stepping through the archway while the sheen is
present teleports the individual to the Oasis gate.

The Qasis

After stepping through the archway, the player characters find
themselves in an entirely different place, having been teleported to a
lush oasis in the desert. Behind them is a gate identical to the one that
brought them here. To get back to where they came from through this
gate, a character must touch the symbols from the letter in reverse order.
Otherwise, the gate operates identically from both sides.

A large expanse of hot, green space now surrounds them. The area is
covered with a myriad of palm, date, and olive trees, as well as a sundry
of large grasses around its edge. Beyond the greenery, a vast expanse of
tan, sandy desert can be seen in all directions. In the center of the oasis is
a pool of water 200 feet wide and 650 feet long. The water of the lake is
clean and clear, and quite safe, although it does contain a wide diversity of
small invertebrates, insects, and fish. The lake is spring-fed, and the water
is refreshingly cold (60 degrees Fahrenheit).

The temperature in the oasis ranges from high 80s at night to over
120 degrees Fahrenheit during the day, which is very uncomfortable for
anyone wearing medium or heavy armor. Dotting the area are the remains
of what appears to have been a village of perhaps 100 souls, although
the fallen and ruined nature of the structures makes it clear no one has
occupied the village for generations, if not centuries. The buildings are
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constructed of mud bricks. The roofs of palm fronds are long gone, and
most of the buildings are at least partially collapsed.

Tiny jerboas (desert mice) hop around the fallen bricks and through the
grass. Occasionally a dung beetle can be seen, rolling its load toward the
north. A brick path leads in a circle around the lake. The path is completely
safe, but if characters travel off the path through the brush, roll 1d20 per
minute. Someone encounters a horned viper (poisonous snake) on a roll
of 1, or a deathstalker scorpion (scorpion, but with more toxic venom)
on a roll of 2. Both of these nasty vermin live around the oasis in large
numbers. Because of the covering foliage, they surprise characters with
passive Perception scores of 15 or less.

(Horned Viper [Poisonous Snake]: AC 13, 2 hp; +5 to hif, 1
piercing damage plus 2d4 poison damage, or half poison
damage with a successful DC 10 Con saving throw [bite])

(Deathstalker Scorpion [Scorpion]: AC 11, 1 hp; automatic
hit, 1 piercing damage plus 1d8 poison damage, or half
as much poison damage with a successful DC 9 Con
saving throw [sting]; if the saving throw fails, the character
is poisoned and must repeat the saving throw every 24
hours until the character recovers or dies; the character
recovers with a successful save, but consecutive failures
result in incapacitation, paralysis, and death)

1. Random Houses

Characters almost certainly will investigate at least a few of the old
houses. Most have only one or two rooms. They’re made of mud brick and
have no roofs. There are 22 of these huts within the oasis. None of them is
of particular interest, but each contains 1d3 of the following items.

. Horned viper

. Pottery shard

. Grave

. Intact glassware or pottery

. Rotted and brittle tools with copper fittings

. Bone fragments and skeletal remains

. Strange carving of a sluglike being (once only)
. Golden cameo (once only, worth 20 gp)

. Copper bead necklace

10. Copper knife (once only)

11. Amulet of stone or fired clay

12. Amulet or small statue with semiprecious stones (twice only)
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Horned Viper: These creatures attack if they gain surprise. Otherwise
they retreat from anything that notices them, disappearing into the brush.

Pottery Shards: These are worthless, but could at your convenience be
used to convey clues or other relevant details about the slug (see below)
or invaders.

Graves: These contain the mummified remains of a human (01-80%),
a cat (81-90%), or some other animal (91-00%) of your choice buried
under 4 to 6 feet of sand and marked by a stone marker. If a human corpse
is indicated, it wears beads and jewelry worth 1d6 x 100 gp. Cats are
typically covered in beaten gold worth 4d6 gp. Defiling the grave of a
cat brings a 10% chance of being noticed by Bast, the cat goddess; If the
violation is noticed, the desecrater must make a successful DC 12 Wis
saving throw or have tactical disadvantage on all saving throws for two
weeks.

Intact Glassware or Pottery: These containers occasionally (10%) are
sealed and contain either grain (01-50%), wine (51-80%), cooking oil (81-
90%), internal organs (yuck!, 91-99%), or gold dust (00%, worth 1d6 x
100 gp). The vessel itself is worth 1d6 x 1d10 gp if opened without being
damaged.

Old Tools: Nothing of value.

Bone fragments: See “Old Tools.”

Strange Carving of a Sluglike Being: This carving is 3 inches long
and made from polished quartz. A reddish-white discoloration can be

seen inside its head, but what it is or how it was put inside the crystal
is unanswerable. If divination spells are used on it, it radiates magic. A
character carrying the carving has a +1 bonus on saving throws once
attuned to the item.

Golden Cameo: This cameo can be of any relevant Khemitian god or
goddess, or it could be a scarab beetle or cat if you prefer. It is worth 30 gp.

Copper Bead Necklace: This necklace has large beads not only of copper
but also small seashells and semiprecious stones. It is worth 1d6 x 5 gp.

Copper Knife: This knife is both sharp and durable. It is a +0 dagger;
+4 vs. extraplanar creatures. The bone handle is engraved with an image
of Ptah, the creator god, as well as stars, moons, and other symbols.

Stone or Clay Amulet: Unusual but worthless.

Gemstone Amulet: Two of these can be found, with an equal chance
for either. The first is in the shape of a scarab beetle and is carved from
pure rose quartz (worth 50 gp). The second is a perfect sphere of an
unidentifiable red mineral that feels slightly warm to the touch, but it’s not
magical. The sphere is a charge crystal, which is used to power a Scorpion
of Sekhmet. It is fully charged. The scorpions are parked in the temple.

2. Granary

This large, mud-brick building is almost completely intact except for
its wooden door, which has long since rotted away. This building and the
temple have roofs of stone shingles. The building stands 20 feet high and
measures 50 feet x 120 feet. The doorway is in one of the short walls,
directly in the center of the wall.

Unlike most of the buildings here, this one is inhabited—by scorpions.
The building contains thousands of normal-size scorpions and a nest of
emperor scorpions that grow up to 3 feet long. These creatures lurk in the
old granary to keep out of the hot sun. Normally they emerge at night to
hunt in the open desert, but when characters approach within 30 feet of
the structure, the scorpions perceive them as food and move out to attack.
The swarms go unnoticed in the brush, but make a Stealth check for the
emperor scorpions and compare it to the characters’ passive Perception
scores to determine whether characters notice the creatures or are
surprised. A total of 10 emperor scorpions and three scorpion swarms
are here. They have no devious tactics, but they are very dangerous
because they rush and overwhelm the closest target instead of spreading
their attacks between targets.

(Emperor Scorpion [CR 1/2]: AC 12, 7 hp; +3 to hit, 1d4 + 2
piercing damage plus 2d8 poison damage, or half poison
damage with a successful DC 10 Con saving throw [sting])

(Scorpion Swarm [CR 1]: AC 12, 22 hp; +3 to hit, 4d4 piercing
damage plus 2d8 poison damage, or half poison damage
with a successful DC 10 Con saving throw [sting]; 2d4
piercing damage plus 1d8 poison damage if the swarm
has 11 or fewer hit points; the swarm can enter and
remain in an enemy'’s space, and can only attack an
enemy whose space it occupies)

3. Lugal’s House

The lugal (chieftain) of the village once lived here. From the nature of
the building, it is apparent that it was something of an important structure,
as it is far larger than the other huts, with six rooms. The building itself is
in the same dilapidated state as the others, but it has 10-foot-high walls.
The structure contains a grand entry hall (40 feet long by 25 feet wide)
that connects to five smaller rooms: four sleeping chambers and a kitchen.
Sleeping chambers open to the sides of the entry hall, and the kitchen at
the right side of the back wall. The rooms are all 20 feet square.

A carved stone chair sits at the far end of the grand hall, directly opposite
the entrance. The chair is plain, without any carvings or paint. It is solid
granite and weighs about 500 pounds. If the chair could be transported, its
fine workmanship makes it worth 700 gp.
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The walls of the entry chamber are painted and carved with numerous
hieroglyphs and pictograms. Careful inspection or translation (magical or
mundane) of the writings reveals that most of the writings are prayers
to various deities (Ptah, Ra, Horus), complete with curses and pleas for
protection against the evil god Set. One prayer praises the god Thoth for
sending a guardian to defend the village against the evils of the night god
and his servants, and references the “guardian of the temple.”

The pictograms associated with this prayer show a gray circle within
an oval; the inner circle is “lumpy,” rather like a brain. This is of course s
reference to the slug-being in the temple. Other pictograms show the god
Thoth teaching the people about many things, portraying their ascent from
hunter-gatherer nomads to civilization, thanks to this deity of knowledge.

The Sarcophagus

If the chair is moved, it will be noted that the bricks under it are different
from those covering the rest of the chamber; they’re larger, and there’s no
mortar between the joints. If these bricks are pried up, a 3-foot-by-3-foot
passage is revealed. The passage drops down to an 8-by-6-foot chamber
with a 5-foot-high ceiling, containing a 7-by-3-foot stone sarcophagus;
in other words, there’s not much room to move around. The sarcophagus
isn’t centered in the chamber; there’s a 2-foot space on the right where
Medium-size characters can almost stand upright.

Opening the sarcophagus is a challenge in these tight surroundings;
there’s no room to use a pry bar. Wedges can be hammered in only along
the right side, where there’s enough room to swing a hammer; that will
lift an edge. From there, a successful DC 21 Str (Athletics) check is
needed to lift the lid. The check must be repeated every round unless the
lid is propped up with something very sturdy. Alternatively, with wedges
inserted, ropes could be slung around the lid and up through the entry
hole, allowing the lid to be lifted from above; this reduces the DC of the
Str check to 16, and using pulleys reduces it to 11. Resourceful characters
might come up with alternative plans; judge their success based on how
cleverly they apply the principles of leverage in tight surroundings.

Inside the sarcophagus is a wooden coffin carved in the portrayal of
a kingly-looking individual, with unfamiliar hieroglyphic writing. The
writing can be deciphered magically or with a successful DC 20 Int
(History) check; it states “Disturb not the rest of the Lugal, lest you join
the dust of the desert forever.” The lid is sealed with a waxy, fragrant resin
(myrrh).

If the myrrh is removed and the seal broken, every character in the
sarcophagus chamber or standing next to the opening in the chamber
above must make a successful DC 15 Con saving throw or be affected by
mummy rot (loses 3d6 hit points every 24 hours and can’t regain hit points
by any means until the curse is lifted). Characters in the chamber below
have tactical disadvantage on the saving throw.

Inside the coffin is the mummified corpse of the lugal. He wears a bone

Mace of Rot Grubs

This magical mace is carved from meteoric iron and contains a
large chunk of amber at its tip. A prehistoric insect is trapped in
the amber; because no one alive has ever seen such a bug, it can
be recognized only with a successful DC 20 Int (Nature) check.

The mace functions as a magical +1 mace. If its command word
is spoken, then the next time it strikes a living target, the mace
implants a single rot grub in the target’s flesh. This power can be
used once per day. The rot grub causes 1 piercing damage at the
start of each of the infected character’s turns until it is killed or
removed. During the first two rounds of infection, the rot grub
can be killed with fire or cut out with a slashing weapon; a torch
inflicts 1d6 fire damage to the infected character, while cutting
inflicts 1d2 slashing damage. After the end of the second round
of infection, the rot grub has burrowed too deep for these simple
measures to work, and it can be killed only with magic, such as a
lesser restoration spell.

and lapis necklace under a baked clay death mask. The lugal has been
dead for over 600 years. The death mask is painted with his image (worth
20 gp), and the necklace is woven with gold thread (300 gp). Wrapped
inside the mummy is a long rod of meteoric iron, topped with a large piece
of amber that has an insectlike creature trapped inside it. The rod is a +/
mace of rot grubs. Its command word is utterly forgotten and lost in time;
it can be recovered only through magical means of your choosing.

4. Alabaster Wall

Unlike the other structures present in the oasis, this 30 foot long, 4 foot
high wall is made of alabaster blocks. The wall is intricately painted and
carved, with hundreds of inscriptions and pictograms. Trying to decipher
all of them would take weeks, unless one knew what they were looking
for. Should the player characters inquire about the runes present on the
letter, or if they look for any references from the lugal’s house associated
with a “temple guardian” or “Thoth,” they can locate what look like
several inscriptions of a large, sluglike creature providing food, teaching
people how to grow grain and work metal, and fighting a battle against
insectlike minions of the evil god, Set.

5. Sphinx

This statue stands 10 feet high, and is inscribed on both sides with
ancient writing that can be deciphered with a successful DC 20 Int
(History) check or with a comprehend languages spell. At its base are the
words, “Those who seek the gods must show the wisdom to see them first.”
Translation of the writing on the sides of the sphinx reveals two riddles
that allow the player characters to select the correct icons to activate the
gate on the island and gain egress into the collapsed temple. On one side
the writing reads:

1 am what all men seek, yet many will never gain

1 serve the wise, and punish the foolish

1 make men strong, yet strengthen only their minds

Without me all things that wither to dust are forgotten

The answer is knowledge—associated with Thoth, the god of
knowledge.

The riddle on the second side reads:

1 protect the wise, and slay the evil

1 am not a god, yet protect them and their house

1 serve the teacher and teach the servants

The answer is the guardian—the sluglike creature depicted in the
lugal’s house as well as on the alabaster wall.

Armed with these bits of knowledge, characters should be able to enter
the Temple of Thoth.

6. Boathouse

This rickety wooden structure sits on stone piles near the edge of the
lake. The wood is old and brittle and cannot support more than 30 pounds
of weight. Anything stepping on the remaining portions of the wooden,
over-water deck in excess of 30 pounds crashes through the structure into
1d6 + 2 feet of water after a 6-foot fall (no damage). It also creates a great
deal of noise, alerting the beasts in the lake that dinner has arrived.

Adjacent to the structure, an ancient boat still floats, wedged between
two of the support columns that hold up the structure. The boat is 20 feet
long and 4 feet wide, and holds up to eight human-sized creatures. It’s old
and dry, but it was treated with lacquer and oils, so it still floats, although
it’s alarmingly fragile.

7. Lake

The lake is over 200 feet across and four times as long. Its edges are
completely vegetated with thick growths of bulrushes and other aquatic
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plants. Frogs, crawfish, and insects are present everywhere, creating a
great deal of noise at night. Many species of fish live in the lake. These
fish are extremely colorful and create darting patterns as small schools
react to stimulus (like splashing or swimming).

The lake itself is spring fed, and is cooler by far than the surrounding
air. It is over 100 feet deep in the center, with its edges dropping off
rapidly from the shore. The water is clear to a depth of about 20 feet, and
rocks can be seen dotting the shallows.

Also living in the lake are six crocodiles and one giant crocodile.
They only attack if the water is disturbed (e.g., by splashing and other
noisy activity). Skilled, unarmored swimmers have a 50% chance of
attracting 1d3 crocodiles. Boating across gives only a 10% chance of
attracting crocodiles. Use your judgment about how much noise the
party makes, unless players indicate they’re trying to be quiet. If they
say they’re being extra careful about handling and paddling the fragile
boat, that’s a good reason to assume they aren’t making much noise,
either.

If crocodiles attack, 1d3 show up initially. They are joined by one
more every other round until all six are involved. At the start of the
crocs’ second turn after the last one arrived, all six turn and swim away.
Characters then see an immense shape swimming toward them under
the water. If they’re still on the lake five rounds later, the giant crocodile
arrives and attacks.

(Crocodile: AC 12, 19 hp; +4 to hit, 1d10 + 2 piercing
damage and the target is grappled and restrained)

(Giant Crocodile: AC 14, 85 hp; +8 to hit, 3d10 + 5 piercing
damage and the target is grappled and restrained
[bite], and +8 to hif, 2d8 + 5 bludgeoning damage and a
creature must make a successful DC 16 Str saving throw or
be knocked prone [tail])

8. The Island

This 60-foot-diameter island sits near the center of the lake, and rises
about 4 feet above the water. The island is heavily vegetated (like the
rest of the oasis), and a large grove of olive trees stands near its center,
completely obscuring vision beyond a few feet. Access to the center of
the island requires moving through this heavy vegetation, although the
scorpions and snakes present in the rest of the oasis are absent here (there
were no frogs to carry them across on their backs). In the center of the olive
grove is an archway, similar to the one that brought the player characters
to the oasis in the first place. The area is so overgrown that unless a major
ruckus is made, anyone on the island is ignored by the crocodiles.

The archway is a gate to the inside of the temple of Thoth. It requires
the same speaking of words as the previous two archways, but the runes
present on those two are not present here. Only by touching the symbol
of Thoth and the symbol of the guardian (two symbols among hundreds
inscribed on this archway) and then speaking the activation words from
the letter can this gate be activated. Once activated, its surface shimmers,
and anyone stepping through is teleported into the Old Temple.

9. The Old Temple

This building is a vast dome, over 250 yards across. The
walls are made of monolithic blocks of stone, and the domed
roof appears to be metal of some kind—an impossible feat of
architecture without the use of tremendous magic. As you draw
closer, you can see that the entire building shimmers with some
kind of energy. It almost seems to ripple like slow-moving water.
Enormous double doors 20 feet tall stand open, and you can
see two desiccated corpses just inside the dome, people who
apparently died while trying to push the doors closed.

The entire domed temple is protected by the field of magical force
invoked by the priests more than a century in the past. Although
the characters can see into the temple through the open gates, they
cannot get in. Touching the force field is unpleasant, and it is an
impenetrable wall. The characters cannot touch the doors, the bodies
inside, or even the wall, since the field is placed about 1 foot to the
outside of the temple’s structure. Walking around the temple tells
the characters that there are no entrances other than this one. There
are no breaks in the walls, although some of the stones look a bit
crumbled.

The characters will likely try peering into the temple to see as
far as they can, but the force field does not prevent this. They can
see 120 feet (4 hexes) into the unlit shadows, but beyond that all is
darkness. What they see is a broad hall leading in, the walls on the
sides painted with pictures from top to bottom. There is a double
row of columns, rising high to the dome above, beginning not far
beyond the point where the hallway opens to the wide chamber. The
double line of pillars goes farther than they can see into the building,
disappearing into darkness.

Oasis-Temple of Thoth
A. Portal to the Outside World

When the first of the adventurers comes through the portal into the
Oasis-Temple, this is where the character arrives. The character is looking
southward, and the first, immediate items of interest are statues of the
ibis-headed priests.

You reappear in a dimly-lit place, with a vast, open space in
front of you and large figures looming behind you. Suddenly one
of them moves. Roll initiative.

Just kidding. It’s actually just a statue, but it shifted mechanically when
the portal activated.

The figures looming over the character are three statues: ibis-headed
priests of Thoth. This is the first Lotus-Portal of Thoth the characters will
encounter. The movement was one of the ibis heads moving from the
“on” position to the “off” position. Until the heads are reset to the right
positions, the gate will not function.

Characters will encounter this portal-statue arrangement—three ibis-
priests standing behind a lotus platform—in several places throughout
the Oasis-Temple. See the sidebar for general information about their
functioning and construction.

Once characters get a look at the surroundings and get over whatever
surprise the statue gives them, the following describes what is seen
looking south from the Lotus-Portal.

Somewhere overhead is a ceiling, although it’s so high
that it’s barely visible. A hundred feet or so ahead of you
are two massive statues, which have their backs turned to
you. Beyond them, you can make out two parallel lines of
incredibly tall columns that seem to reach all the way to the
high ceiling of this epically-proportioned place. Far to your
left and right are curving walls that must rise to the top of
the chamber.

At this point, Thoth-Atef, the High Priest, makes contact with
the characters’ minds, but it will be a weak nudging at the characters’
consciousness. He begs them to come to Area B, and to hurry.
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B. Statues of Thoth and Sekhmet

These two south-facing statues are 50 feet tall, with a diameter
of 10 feet. One is of a man with the head of an ibis, holding a
scroll in one hand and a quill in the other hand. The other statue
is of a lioness-headed woman wearing a red dress and holding
four scorpions in her clasped hands. Between the two statues is
a massive, translucent slug, 20 feet long. It is reared upward so
that the front half of its body is upright, and you can see a brain
pulsing in the almost-transparent flesh of its chest.

The translucent slug is Thoth-Atef, high priest of Thoth. He is a giant
slug of P’Nakh; a rare, largely benevolent example of his kind, having no
knowledge of his home plane. He was hatched in a forgotten basement
under a temple of Set in a long-destroyed city, and was given no knowledge
of his forebears. If the characters kill him, they will face the assault of
the planehoppers without assistance from the changed priests and they
may have significant trouble getting back to their homeland. Nevertheless,
given the tendency of some characters to slaughter anything that looks
monstrous, it’s a definite possibility.

Thoth-Atef communicates telepathically with the characters, informing
them that he is the high priest of Thoth, and he means them no harm. He
thanks them for answering his plea and begs them to stay and help him
fight off an invasion of the evil planehoppers. He explains that he will
reward them with a great artifact held here in the temple if they assist.

Of course, any adventurer worth his or her salt is likely to distrust a
giant slug with a pulsing red brain, so the creature allows itself to be

examined with divination spells if the party wishes to do so. If characters
attack him, he uses his mind blasts to quiet some of them while he tries to
persuade others that he means no harm. He is being entirely truthful, and
he truly does need the party’s assistance.

Thoth-Atef explains that his power has weakened over the centuries,
and he has spent so much of his energy holding back the invasion that he
is near death. He further explains that the player characters can use two
artifacts—scorpions of Sekhmet—to assist in the battle. Finally, he tells
them that not only can he instruct them on the use of the scorpions, but
that should they succeed in fending off the invaders, as a reward they can
take one of the machines with them, along with a fully charged power
crystal (the fuel for the scorpions).

Should they persist in attacking him, he fights to the best of his ability.
If slain, it takes the player characters one month to figure out how to
effectively use the scorpions, and they must fight the planehoppers
without the aid of the gelatinous cubes or the amazing mechanical/
magical scorpions.

Should all else fail, Thoth-Atef offers the party the temple treasure as
well, a total of five small chests of iron.

® The first chest holds a green linen sack with a carved ivory comb (32
sp) and an elegant silver and pink necklace. The necklace has lengths of
delicate silver chain connecting clusters of pink pearls set between pairs
of rose quartz beads. There are nine such groups of gems on this necklace
(1,335 gp).

® The second chest holds a polished oak box (8 sp). Inside the box lie
two pieces of jewelry. A shimmering necklace with a triple strand of silver
holds a sparkling rose quartz oval set in a silver frame. From this hangs a
lustrous gray pearl. Beside this a faceted stone of deep burgundy (garnet)
is held in a plain silvery frame (platinum). The stone, an oval the size
of a lady’s thumbnail, hangs on a double chain of platinum. The whole
necklace is worth 1,530 gp.

® The third chest contains a small black wooden box. Inside, on linen
padding, rests a silver pendant strung on a set of five thin silk cords. The
pendant is roughly diamond shaped but its frame is made of swooping
lines rather than straight. In the center of the frame dangles another

Lotus-Portals of Thoth

There are several of these portals throughout the Oasis-Temple
of Thoth. They all look the same, and they are all portals to
different dimensions, realities, and planes of existence.

An unbroken lotus-portal is a single marble statue of a large, flat
lotus blossom on the ground, with a 5-foot diameter. Three priests
with ibis heads stand behind the lotus. The heads are mounted on
a metal armature, allowing them to be pivoted on the neck to look
up or down. The center head moves directly up-down, and the
ones at the sides look either in and down at the lotus, or up and
sideways at the sky.

The correct placement of the statue heads, in order to make the
gate function, is to have the central priest looking down at the
lotus and the two priests at his sides looking up and sideways.
When the heads are pointed in the correct directions, a blue haze
forms in the bowl of the lotus flower. Anyone stepping into the
flower and remaining there for a full minute will emerge from
some sort of portal on the far side. Not all of the destination portals
resemble the lotus-portals.

Once the gate has been used, the armature inside the statues will
move the heads back into one of the “off” positions.

At the present time, all but two of the lotus-portals are broken,
either by invaders or by the priests of Thoth themselves, before
the Oasis-Temple fell to the wax plague of the Sickness Dancers.
The gates could conceivably be repaired, but the details of such
repair would lie with the Game Master. It would certainly require
assistance from powerful priests of Thoth, possibly all the way
from the city of Hermopolis.
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Giant Slug of P’nakh

GIANT SLUG OF P'NAKH
XP 1,100 (CR 4)

CE Large fiend
Initiative —1

DEFENSE

AC 11 (natural armor)

hp: 76 (?d10 + 27)

Saving Throws: Con +5, Inf +6

Resistance: Piercing and slashing damage; acid damage

Immunity: Bludgeoning damage; blindness, deafness,
prone

OFFENSE

Speed: 20 ft.

Multiattack: A giant slug of P’'nahk bites once and
crushes once, or uses its mind blast.

Melee Attack—aBite: +6 to hit (reach 5 ft.; one creature).
Hit: 2d10 + 4 slashing damage.

Melee Attack—Crush: +6 to hif (reach 5 ft.; one
creature). Hit: 2d10 + 4 bludgeoning damage and the
target is knocked prone, grappled, restrained, and
smothered (see below).

Area Attack—Mind Blast (recharge é): automatic
hit (range 60 ft. cone; creatures in cone). Hit:
every creature in the affected area must make a
successful DC 14 Int saving throw or be affected by
the insanity of P'nahk (see below). Characters with
Int 16 or higher have tactical disadvantage on the
saving throw.

STATISTICS

Str 18 (+4), Dex 8 (-1), Con 16 (+3),

Int 19 (+4), Wis 10 (+0), Cha 4 (-3)

Languages: Abyssal, Deep Speech, Primordial
Skills: Arcana +6, History +6, Stealth +3
Senses: Tremorsense 60 ft.

TRAITS

Insanity of P’'nahk: A giant P'Nahki slug can produce
a momentary mental blast that fransmits subliminal
images of the nightmarish realm of P'nahk. All
creatures in the affected area that fail a DC 16 Int
saving throw recall these images and must roll 1d4
to determine how they are affected (see below).
In addition, affected characters repeat the saving
throw at the end of each of their turns; the effect
ends with a successful save (indicating the character
managed to forget the images). Characters with Int
scores of 16 or higher are peculiarly vulnerable to this
attack; they make the saving throws with tactical
disadvantage.

Paralyzed; the character strikes back instinctively
with a melee attack or a cantrip (as a reaction)
against anything that attacks him or her, but
can take no other action and can’t move.

1d4 | Effect

2 Paranoid rage; the character attacks its nearest
allies.

Self loathing; the character drops any held
3 | items and claws at his or her body, inflicting 1d4
slashing damage per round.

Awe of P'nahk; the character drops all held
items, falls prone, and grovels in worship of the
slug and all things P'nahki. The character is
paralyzed.

Smothering: When a giant slug of P’'nahk hits a
creature with its crushing attack, it drops its body
onfo the creature, pinning it to the ground. Treat
this as being grappled and restrained, but the
creature must also make an immediate DC 14 Con
saving throw. A successful saving throw indicates
the creature inhaled a lungful of air before being
trapped; a failed saving throw indicates the air was
forced from the creature’s lungs and it is suffocating.
A suffocating creature can act normally for a
number of rounds equal to its Con modifier (minimum
of 1 round). Once those rounds expire, the creature
drops to 0 hit points at the start of its next turn and it
must make death saving throws.

Telepathy: Giant slugs of P'nahk are telepathic,
so they can communicate with all creatures within
100 feet.

Transparency: Because of its transparent body,

a giant slug of P'nahk always has tactical
advantage on Stealth checks and it can attempt to
hide anytime it is lightly obscured, such as when it is
in dim light.

ECOLOGY

Environment: Any, but especially ancient ruins and
underground

Organization: Solitary or pair

P’Nahki slugs are massive creatures with bodies so transparent that
they are almost invisible. The only part of the slug’s anatomy that can
be clearly seen is its disturbingly human-looking brain, which appears
at first glance to be floating in the air. Their soft, thick hide gives them
excellent protection against melee weapons.

These creatures originated in a forgotten place called P’Nahk;
whether this was an alien city now in ruins, a lost world, or an entirely
different dimension is not known. It’s entirely likely that even the
slugs themselves don’t know the full answer to the mystery of their
origin.

The giant slugs of P’Nahk are highly intelligent, although this
intellect is seldom put to use in a way that can be related to human
motivation or logic. They are most commonly encountered in remote
subterranean realms or in the ruins of ancient civilizations, where they
sift through the rubble in search of forgotten tomes and lost relics.
They have been known to possess startling knowledge about the
distant past and about magical artifacts, if one can persuade them to
share.
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diamond-shaped piece of silver, in which is set a gleaming black opal the
size of a man’s thumbnail (1,790 gp total).

® In the next chest lies a polished, flat box with a reddish hue (2 gp).
Inside the box, a small piece of pink silk (1 gp) is wrapped around a multi-
strand necklace of hundreds of tiny freshwater pearls with accents of color
provided by small, faceted garnets and rose quartz (2,522 gp total).

® The final chest holds a blue silk pouch (2 gp) with a double-strand
necklace made of small matching garnet beads (2,246 gp). Instead of a
pendant, the necklace is accented with a cylindrical silver filigree slide.

C1-10. Broken Portals

A white marble lotus-flower rests on the floor like a petaled
bowl 5 feet across. Three statues of ibis-headed men stand behind
the lotus, holding hands. The one in the center looks into the sky,
and the other two look down at the lotus.

These ten portals have been deactivated or in some cases physically
broken by the priests of Thoth to prevent the wax plague from spreading
through them into other realities or planes of existence. When the
planehoppers invade the temple, their interdimensional tunnels emerge
at these portal locations; see the section on “The Planehopper Assault”
for details.

D. Columns

A double colonnade, six pillars long, proceeds from south to
north. The pillars are massive, 10 feet in diameter, spaced 20
feet apart, and rising over a hundred feet to the domed ceiling.
They are painted with scenes of fabulous beasts and people with
animal heads. The paint is quite faded, and you cannot make out
details without stepping closer.

Most of the scenes feature the ibis-headed god Thoth, to whom this
temple belongs. He is shown sitting in front of souls in the underworld,
apparently asking questions and writing down the answers on a scroll in
his lap. He is also shown stepping through portals that apparently have
one world on one side, and another world on the other.

If the characters spend 10 minutes checking the pillars for details, or
almost immediately if they are specifically looking for pictures of lotus
flowers, they find an interesting picture. It shows Thoth standing on a
white lotus flower, with three other ibis-headed people—possibly priests
or priestesses—standing behind him. The central priest is looking down at
the lotus, and the others look upward and to the sides.

E. The Gate

Two dried-out human bodies lie next to a huge pair of doors
that the dead men were apparently trying to close when they died.
The doors are covered in thousands of pictograms and runes, but
many of them have been hacked and damaged.

The two bodies are priests of Thoth who died in the early days of the
plague. Investigation will find that their flesh was starting to melt and
change when they died. What they were melting into cannot be guessed
from the dried-out corpses. Anyone versed in medicine or anatomy can
tell that the melting was fatal, and that the edges of the melted areas seem
to be a bit translucent. It is also possible for character with some sort of

medical background to discern that the melting of the flesh resulted from
a disease.

The runes and symbols on the door are all focused on the god Thoth,
who is shown in many of his different functions as a god of Khemit. In
particular, he is shown in his capacity as a traveler and as one who teaches.
Studying the door allows the characters to find a series of pictures that
show the same scene, one on top of the other, all the way down one part of
the door. The scene is simple: Thoth stands in front of a person wearing an
ibis medallion, holding his hand over the person’s head. The last of these
pictures is strange, because instead of a person wearing the ibis medallion,
it is some sort of formless shape with a circle in the center. It does have the
ibis medallion draped around it, though.

The figure being blessed by Thoth is of course the High Priest Thoth-
Antef, whose species is far from human.

F. Chapel of the Other Gods

This is an enclosed area the size of a cathedral. A statue at
the very back of the long chamber holds aloft a disk of bright
white light, which illuminates the entire area. The statue is
almost too bright to make out the details, but from the shape of
it, it looks like a statue of the god Ra, since it is a hawk-headed
man. The 60-foot-wide aisle leading to the statue of Ra has four
side-chambers, 20 feet or so deep. These also contain statues,
although the shadows from Ra’s blinding sun disk make them
hard to see from the entrance of the room.

This temple contains statues of gods other than Thoth. The statues here
allowed visiting priests and dignitaries to give offerings and blessings to
their own patron deities. The large statue at the back of the temple is Ra.
There are four other statues in alcoves along the side walls of this temple:
Isis, Osiris, Sekhmet, and Set.

® The statue of Isis shows a woman holding an ankh, her hair arranged
on her head in a shape the looks like a chair, or perhaps a throne.

® The statue of Osiris shows a man holding a shepherd’s crook and a
flail, wearing a tall crown with two ostrich feathers. His skin is painted
green.

® The statue of Sekhmet depicts a woman with the head of a lioness.
The entire statue is painted red, as if with blood.

® The statue of Set is an enormous, coiled, black snake.

Q. Storehouse

A few large support walls remain from what must once have
been a warren of smaller rooms and chambers. There are
remnants of a fallen staircase, and some toppled statues.

In this area, in addition to the broken portal of Thoth, there is a great deal
of potentially usable material. If the characters are willing to scavenge,
they can find the following:

® Huge quantities of clay bricks and wall fragments

® Smaller quantities, but still several tons, of cut stone (blocks that are
Ift.x1ft.x2ft)

® 30 wooden beams (sound and not rotten)

® 200 wooden beams in various stages of rot

® 30 covered, sealed clay drums of water (40-gallon containers with 20
gallons of water remaining in each)

® 30 covered, sealed clay drums of flammable oil (40-gallon containers
with 5 gallons remaining in each). This oil will burn, but it’s not as volatile
as alchemist’s fire or explosive like gasoline; it can’t be used to make
bombs.

® 30 covered, sealed clay drums of olive oil (40-gallon containers with
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30 gallons in each).
¢ | ton of cloth, rotted
® 16 dried-out human bodies (priests of Thoth or temple guests)
® No rope

H. Teleportal

A pattern of colorful, bird-shaped tiles is set into the floor to
create a huge circle 30 feet in diameter.

This circle of tiles is a teleportal. Anything stepping onto it (including
one of the scorpions of Sekhmet) will instantly be teleported to Area I.

I. Teleportal

This is a circle of fish-shaped tiles, 30 feet across.

This circle of tiles is a teleportal. As with the opposite teleportal,
anything stepping onto it (including one of the scorpions of Sekhmet) will
instantly be teleported to Area H.

J. Garage

Inside this long chamber, you can see two giant scorpions made
of metal. Each one is 15 feet long, and they have bodies that are
taller and wider than the proportions of a real scorpion.

These are the artifacts guarded by the temple, the Scorpions of Sekhmet.

Scorpion of Sekhmet

The Scorpions of Sekhmet resemble iron scorpions, 15 feet long, with a
thick body and a proportionally short tail, weighing 11,000 pounds. They
are vehicles created by the goddess Sekhmet, granted to six of her most
devoted warrior-servants in the distant past. Two of these artifacts have,
over the centuries, fallen into the hands of the Priests of Thoth, who stored
them in Thoth’s great Temple-Oasis. There is a hatch on the right side,
allowing people to enter. Each of the scorpions can hold up to four people
(provided that no one is much larger than a human). The hatch can be
locked from the inside (treat as a wizard lock spell if anything tries to force
it open when locked). It takes a full round for a single person to enter or
leave the hatch. Each of the four seats has a periscope that can be raised to
see what is happening outside.

Being gifts from a goddess, the scorpions are effectively immune to any
sort of attack that can be mounted by mortals. They can run out of power
and become inert. They are not water or gas proof, and just because the
vehicles can’t be hurt doesn’t mean the people inside can’t be.

Seating

Each scorpion has four seats, arranged roughly in a Y pattern. The left
seat controls the legs (movement forward and backward), the right forward
seat controls steering (turning left/right) and the claws, and the rearmost
seat controls the tail. The seat located directly behind and between the two
forward seats (at the junction of the Y) is positioned so its occupant can
assist the occupants of the forward seats in their tasks. It takes 1 round
to get into an empty seat, and it is not possible to switch seats if all seats

are occupied. In that case, someone must get out of the scorpion to make
room for others to swap positions. It takes one round to climb out and one
round to climb back in.

Defenses

A scorpion is heavily armored, but it has openings so those inside can
see out and launch attacks with spells or personal weapons. Creatures
inside the scorpion have three-quarters cover against attacks from
outside. The cover bonus (+5) applies to all saving throws, not just Dex
saves.

Everyone inside the scorpion is immune to fire, cold, and lightning.
Sonic attacks (like the song and the chirp abilities of planehopper
Channelers) affect those inside the scorpion normally, although the
carapace grants its bonus to saving throws.

Charge Crystals

Charge crystals power these artifacts. These crystals act as a fuel source
for the scorpions, and appear as perfectly cut rose quartz crystals that
glow slightly in the dark and are pleasantly warm to the touch. Currently,
one scorpion has 26 charges left and the other has 55 charges left. The
crystals found in the oasis (the gemstone amulets) are fully charged charge
crystals (1000 charges each). When a charge crystal reaches 0 charges, the
scorpion ceases all functioning. Crystals can’t be recharged by any known
(mortal) means.

c€rations

e scorpions have physical limits on what they can do, and the more
the characters push the limits, the harder it is to make the device do exactly
what they want. To keep track, the character in charge of movement must
move the scorpion one hex at a time, and the other characters (turning,
clawing, firing) can interrupt at any time to turn the scorpion, make an
attack with the claws, or fire a sun-bolt from the tail.

Movement and Turning (seats 1 and 2)

Each 100 miles of overland movement uses 1 charge of a charge crystal.
Tactical movement uses no charges unless characters push the speed over
90 feet per turn (move 4 or more hexes). Movement requires checks as
follows:

® Moving up to 90 feet per turn (1-3 hexes): Automatic success.

* Moving 120 feet per turn (4 hexes): After the scorpion moves 3
hexes, the character controlling the legs can try to move one more hex.
The character makes a DC 11 Wis (Animal Handling) check. If the check
succeeds, the scorpion moves the extra hex and can keep moving (see
below). If the check fails, the scorpion doesn’t move, and it can’t move
any farther this turn. Rolling a natural 1 or 20 has no special effect.
Moving this extra hex costs 1 charge from the crystal.

* Moving more than 120 feet per turn (5-8 hexes): The character
controlling the legs makes a DC 11 Wis (Animal Handling) check for
each additional hex the scorpion tries to move. These checks are made
with tactical disadvantage. Success allows the scorpion to move 1 hex,
and it can keep going if desired. Each extra hex moved costs 1 charge
from the crystal. Failure ends the scorpion’s movement for this turn. A
natural 20 is a success, and if the scorpion tries to move another hex, the
next roll won’t have tactical disadvantage. A natural 1 means the scorpion
stops moving and a roll must be made on the Legs Critical Failure table,
below. A scorpion’s maximum speed is 8 hexes/turn (240 ft./turn, or about
27 mph).

® Turning: After each one-hex move, the scorpion can rotate 60 degrees
(one hexside) left or right. Steering is controlled by the character in the
right forward seat (operating the claws), not the character controlling the
legs. These two need to cooperate to maneuver the scorpion effectively. If
the scorpion moves more than 3 hexes, the right-seat occupant must make
a successful DC 11 Wis (Animal Handling) check to turn the vehicle;
failure indicates the vehicle doesn’t turn in this hex, but it can try again if
it keeps moving. If the roll is a natural 1, however, a roll must be made on
the Legs Critical Failure table, below.
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Attacking with Claws (seats 2 and 3)

Claw attacks do not use up charge crystals. Claws can be used to attack
or, with a bit of care, to lift and manipulate large objects. The attack roll
for a claw attack is an Int (Nature) check, with the operator’s Strength
modifier added as an extra bonus, against the target’s AC. Lifting objects
requires a simple DC 11 Int (Nature) check.

e 1st Claw Attack while Stationary: Int (Nature) check + Str modifier
(reach 15 ft.; one creature). Hit: 2d10 bludgeoning damage and the target
is grappled.

e 2nd Claw Attack while Stationary: Int (Nature) check + Str
modifier, made with tactical disadvantage (reach 15 ft.; one creature). Hit:
2d10 bludgeoning damage and the target is grappled. If the target was
already grappled by the scorpion, there is no tactical disadvantage on the
attack roll. A natural 1 means the claws become entangled with each other
and no claw attacks are possible for one round.

® 1st Claw Attack while Moving: Int (Nature) check + Str modifier
(reach 15 ft.; one creature). Hit: 2d10 bludgeoning damage and the target
is grappled. A natural 1 means a roll must be made on the Claw Ceritical
Failure table. Only one claw attack can be made on turns when the
scorpion moves.

Vengeance of Sekhmet (seat 4)

The tail of the scorpion launches a bolt of true sunlight to a range of
450 feet (15 hexes). It can fire in a 120-degree arc forward (60 degrees to
the left and right of straight ahead, or across its three front hexsides). It
cannot fire to the rear or flanks. These sunlight bolts only affect creatures
that are not Lawful (any Chaotic or Neutral alignment, and unaligned). To
fire the Vengeance of Sekhmet, the operator must make a successful DC
11 Dex (Sleight of Hand) check. If the check fails, the operator failed to
manipulate the highly sensitive controls in the precise manner needed to

activate the weapon.

The Vengeance of Sekhmet can be fired every other round, and it uses 1
charge of a charge crystal per shot.

* Fire while Stationary: automatic hit (range 450 ft. line; all creatures
in line). Hit: 6d6 radiant damage, or half damage with a successful DC 15
Dex saving throw.

¢ Fire Tail while Moving: automatic hit (range 450 ft. line; all creatures
in line). Hit: 6d6 radiant damage, or no damage with a successful DC 10
Dex saving throw.

Command Position (seat 3)

Originally, the third seat (at the junction of the Y)) was the commander’s
seat. The person in seat 3 can take over the legs, the claws, or the steering,
as needed. Alternatively, this person can control just the second claw,
allowing two claw attacks to be made against different targets without
the second one having tactical disadvantage. The person in this seat can
also aid one of those tasks by taking a Help action, per the normal rules
for helping.

Legs Critical Failure Table

Scorpion stalls and moves no further this round.
Next round, the scorpion can move only 60 feet (2

L hexes) automatically; moving farther requires Wis
(Animal Handling) checks.
Scorpion flips over. It can be righted on its next
5.4 turn if the character confrolling the legs makes a

successful DC 11 Wis (Animal Handling) check, but
it can't move that turn.
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1d10 | Problem

7.8 Scorpion skitters out of control. Move it 1d8 hexes
in a random direction.

Fire in the mechanisms. Someone outside the
scorpion must spend 1d3 rounds putting out
the fire. On the third and all subsequent rounds,
everyone inside the scorpion takes 1dé fire
damage if the fire is still burning. The scorpion
can confinue its normal activities while the fire is
burning and someone on top is putting out the
fire; it's just on fire while doing so.

Scorpion flips over and rolls. Each character inside
must make a successful DC 12 Con saving throw
or be knocked unconscious for 1dé rounds. Roll
1dé to see how many times the scorpion rolls; it
lands on its feet if the roll is even, or on its back if
the roll is odd. If on its back, it can be righted on
its next turn if the character conftrolling the legs
makes a successful DC 11 Wis (Animal Handling)
check, but it can’t move that turn.

Claw Critical Failure Table

No claw attacks are possible unfil the round
after the claw operator makes a successful DC
11 Int (Nature) check.

10

1-4

One claw is disabled and unusable. It can be
fixed if the claw operator makes a successful DC
20 Int (Nature) check.

One claw is disabled and unusable. It can be
fixed if the claw operator makes 3 successful DC
20 Int (Natfure) checks.

One claw is permanently disabled (chopped in
half by the other claw).

5-6

7-8

Both claws are permanently disabled (the
operator manipulated them so they miraculously
cut each other in half).

K. The Gate of Hermopolis

10

A white marble lotus-flower rests on the floor like a petaled
bowl 5 feet across. Three statues of ibis-headed men stand behind
the lotus, holding hands. The one in the center looks into the sky,
and the other two look down at the lotus.

This gate leads to the city of Hermopolis, a major city in the Material
Plane. More importantly, as far as Thoth-Antef is concerned, Hermopolis
is the seat of the Temple of Thoth. If the planehoppers get through this
portal in force, the entire presence of Thoth’s priestly hierarchy on this
world will be threatened. Defending this gate has been Thoth-Antef’s
main priority during his centuries of defending the ruined temple from
those who manage to get through the gates from the outside.

Thoth-Antef’s Briefing

Provided the characters give him a chance, Thoth-Antef briefs the
characters on the following points.
® Thoth-Antef is the last high priest of Thoth in this temple. He will

City of Hermopolis

The city of Hermopolis is a major city of Lower Khemit. With
a population of 115,000, the seat of the High Temple of Thoth,
a major library called the Thocaenum, and a major university at
the temple, Hermopolis is a center of learning and sophistication
known throughout the Kingdom of Khemit. Its university
produces scholars highly sought by the Royal Court of Khemit
and by administrators throughout the kingdom, and its library
rivals the one at Pharos, though its content is more religiously
oriented. It sits at the confluence of the River Stygian and the
seasonal Bakhari tributary. During flood season, the river is a
muddy expanse over 2 miles wide in which tens of thousands of
storks and flamingos cavort and feed, creating a cacophony heard
more than a mile from the banks.
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quickly explain that a plague struck the temple and that the priests closed
it off magically to keep the plague from spreading through the temple’s
magic portals into other dimensions. The plague killed many and turned
the rest into gelatinous cubes that never die of old age. He himself
has not reached the natural end of his lifetime and was not affected by
the plague. If the characters inquire further, he can tell them about the
Sickness Dancers and that this was centuries ago, and other details from
the background, but these details will be of little interest to most players.

® The attackers are a species known as “planehoppers,” because not
only do they resemble locusts, but they behave like locusts too, ravaging
the worlds they invade and enslaving entire populations. Their own word
for themselves is not pronounceable. They have been psychically drilling
through the substance of the planes of existence, and they are at the verge
of breaking through one of the portals of the Oasis-Temple. He doesn’t
know which one of the portals. Unless the characters use some divinatory
powers of their own, they will not know that the planehoppers are working
through three portals at once until the drilling breaks through.

® Thoth-Antef himself is already so stricken by his efforts to hold back
the planehoppers that he can no longer do much more than broadcast the
characters’ instructions to the changed priests. He can still bite, but using
a mind blast leaves him needing a week’s rest.

® There are four former priests” in the temple: the lucky (or perhaps
unlucky) servants of Thoth who were changed into gelatinous cubes by
the wax plague instead of being killed by it. As long as the characters

Changed Priests of Thoth

When the wax plague infected all the priests of the Oasis-
Temple of Thoth, the first infected were the priests most vulnerable
to the plague, and these died before the true horror of the wax
plague showed itself in them. The priests who were not killed by
the disease were the unlucky ones, for they were irrevocably and
horribly changed.

The changed priests are now immortal gelatinous cubes, the
final stage of the curse brought to Thoth’s temple by the Sickness
Dancers. The priests’ skeletons still hang motionless inside
the translucent flesh of the cube: flesh that was once their own.
Around the neck of each skeleton shines the necklace of Thoth’s
priesthood, the symbol of an ibis.

For all intents and purposes, the changed priests are gelatinous
cubes, but they have Intelligence 3 and they can “hear” the voice
of Thoth-Atef through the necklace. They follow his orders to the
best of their limited abilities. They can be told to go places in the
temple, and they understand and obey. They can be told to attack,
and they can be told to wait in a particular place. Their reduced
mental abilities cannot handle anything more complex.
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have Thoth-Antef to communicate mentally with the cubes, they can give
the cubes instructions. The original skeletons of the changed priests are
visible in the gelatin of the cubes, and they are wearing holy symbols of
Thoth. Without the holy symbols, they can’t “hear” Thoth-Antef’s mental
commands.

The player characters can decide where Thoth Antef and the changed
priests start the battle (e.g. the players decide where all the allied pieces
start).

(Gelatinous Cube: AC 6, 84 hp; +4 to hit, 3dé acid damage;
can enter another creature’s spaces as it moves, and that
creature must make a successful DC 12 Dex saving throw
or take 3dé acid damage and be engulfed; engulfed
creatures take 6dé damage at the start of the cube’s
turns, are restrained, and can't breathe; an engulfed
creature can escape or be pulled free with a successful
DC 12 Str check)

The Planehopper Assault

The main event of this adventure is a battle to keep the planehopper
horde (their scouts, anyway) from taking control of the Oasis-Temple of
Thoth. Should the planehoppers capture the temple, they will fortify it and
use it as a staging area for the imperialistic expansion of their hive into
many planes of existence, including the Material Plane.

Time

From the point when the characters arrive, the planehoppers will arrive
in 72 hours (three days). Assuming Thoth-Antef survives meeting the
characters, he predicts that the time frame is 30 to 80 hours. Thus, the
first phase of the adventure inside the temple is preparation for the assault.
It may be that the characters want to root around in the wreckage, build
traps, and make complicated plans. If not, and they just want to let the
battle roll, let it roll. Don’t force the pace to slow down if players want to
jump straight into the fight.

If they want to prepare, emphasize that they don’t know exactly how
much time they have. Give them the player map and let them plan.
Experienced referees know that whenever players are given a map and a
lot of stuff to work with, no final plan will ever emerge until you announce
that they have (for example) two minutes before everything begins, ready

or not. An hour of real time is more than enough time to give them; 30
minutes is probably better.

Where the Planehoppers Emerge

Once 72 in-game hours have passed, roll 1d10 to see which portal the
planehoppers break open. Find the numbered location on the temple map
(C1-10) that correspond to the die roll; that’s where the planehoppers
open their first breach. The portal initially used by the characters to enter
the Oasis-Temple is not one planehoppers can invade through because it
doesn’t connect to a dimension the planehoppers can tunnel from.

Timetable and Psychic Shockwave

The first effect when a planehopper tunnel breaks through into the
temple’s reality is a blast of magical and psychic energy. This is the
outward explosion of all the planar residue being pushed in front of the
psychic tunneling, like rubble in front of a drill bit. The drill bit itself
packs quite a wallop when it suddenly breaks through into the Material
Plane. Any physical other than the portal that is in the portal’s hex or one
of the surrounding six hexes disintegrates. If a living creature is in one of
those hexes, it takes 6d10 force damage, or half damage with a successful
DC 15 Dex saving throw.

From that point on, things happen according to the timetable below.

Round | What Happens

1 Randomly determined portal explodes with the
force of psychic tunneling (Breach #1).

1 laborer, 1 overseer, and 1 channeler emerge
from Breach #1.

3 2 laborers emerge from Breach #1.

4 3 warriors emerge from Breach #1.

2 laborers and 1 warrior emerge from Breach #1.
5 Randomly determined portal explodes with the
force of psychic tunneling (Breach #2).

1 overseer and 1 channeler emerge from breach #1.
6 2 warriors, 1 overseer, and 1 channeler emerge
from Breach #2.

7 1 warrior emerges from Breach #1.
8 1 warrior emerges from Breach #2.
9-17 | Nothing emerges, no new breaches formed.

Randomly determined portal explodes with the

18 force of psychic tunneling (Breach #3).

19 1 overseer and 1 channeler emerge from Breach #3.

20 3 warriors emerge from Breach #3.

21 3 warriors emerge from Breach #3.

1 governor emerges from a randomly determined

22 breach (roll 1d3), carried by 4 laborers.

Battle Roster of the Planehoppers

These planehoppers are a reconnaissance-in-force, led by a governor in
charge of three overseers, 10 warriors, six channelers, and nine laborers.
Since they are exploring, no investigation will follow their disappearance;
at least, not for some time.

Breach #1 Breach #2 Breach #3 R;ggg:‘
Overseer x2 | Overseer x2 Overseer Governor
Channeler x2 | Channelerx2 | Channeler
Warrior x4 Warrior x3 Warrior xé
Laborer x4 Laborer x4

Planehoppers

The planchoppers are an intelligent insectlike species with a bizarre
caste system. They are rapacious conquerors relentlessly expanding their
strange empires across many dimensions and planes of existence. Their
sprawling cities, with high spires, curving ramps, and countless thousands
of inhabitants, can cover entire worlds and moons in the realities and
dimensions that the planehoppers have seized.

The basic form of a planehopper resembles a locust without wings, but
with an upright torso section. Thus, they are similar to centaurs in shape:
a large, grasshopperlike, horizontal segment with four legs, supporting an
upright torso segment with two arms, and the head-segment atop the torso.
All the castes of planehoppers share this underlying body form.

Planehopper eggs are either male eggs or queen eggs, laid in a ratio
of at least a hundred to one. Originally, perhaps, there was no more
differentiation between the males than this, but a caste called the
“vivisecters” developed at some distant point in planehopper history to
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adapt young planehoppers to the hive’s needs. The vivisecters use surgical
procedures—a combination of their innate magic, instinct, learning, and
tools—to shape young planehoppers into members of the various male
castes. The vivisecters do not hesitate to practice their arts upon other
species conquered by the planehoppers, with varying degrees of success.

Planehoppers communicate by telepathy among themselves, in a
symbolic language that can actually be transcribed onto paper and
translated by use of a comprehend languages spell. Most overseers can
vocalize speech quite easily in more than one language, but most members
of other castes do not bother to learn the art. Being able to speak aloud is
not considered an honorable achievement, although it is a necessary one
if the hive is to communicate with the slaves it employs, or trade with
civilizations that are currently too strong to enslave or pillage.

Raiding parties are usually led by a single governor. Queens only
arrive once the raiding party secures an area. Planehoppers are implacable
enemies of the antlike formians.

Different castes of planehoppers are described below.

Planehopper Channeler

XP 25 (CR 1/8)
LE Large fiend
Initiative +1

DEFENSE

AC 14 (natural armor)

hp: 38 (4d10)

Immunity: Psychic damage

OFFENSE

Speed: 30 ft.

Area Attack—Chirp: Automatic hit (range 60 ft. line;
creatures in line). Hif: 4d6 + 1 thunder damage, or half
damage with a successful DC 11 Dex saving throw.

Area Attack—Repulsion: Automatic hit (range 60 ft. cone;
creatures in cone). Hit: 2dé + 4 force damage and the
target must make a successful DC 14 Str saving throw
or be pushed 60 feet; if it strikes a solid object before it's
been pushed the full 60 feet, it takes 1dé damage per 10
feet that the distance was shortened.

Area Attack—Song: Automatic hit (range 60 ft. radius
centered on the channeler; creatures in radius). Hit: 2dé
+ 4 psychic damage, or half damage with a successful
DC 14 Wis saving throw. A creature that fails the save also
drops everything from its hands and is stunned (failed by
1-5 points) or driven to attack its closest ally (failed by
6+ points); a creature that's stunned or afttacking allies
repeats the saving throw atf the end of each of ifs turns,
and recovers on a successful save. Planehoppers are
immune fo this effect.

STATISTICS

Str 10 (+0), Dex 12 (+1), Con 18 (+4),

Int 5 (-3), Wis 10 (+0), Cha 6 (-2)

Languages: Telepathy (with other planehoppers only)
Senses: Darkvision 60 ft.

TRAITS

Chirp: This projection is a needle-thin line of cohesive sound
emanating from the channeler.

Planar Excavation: This emanation digs through the
fabric of different planes of existence or dimensions. It
creates a tunnel from one reality into the next, and it
is through these funnels that the planehoppers spread
their rapacious empires, conquering and enslaving the
civilizations they find on the far sides of their constant
tunneling. The amount of time needed to excavate
a planar crossing is entirely up to the GM; it can take
minutes or years, depending on prevailing conditions, on

the proximity of the planes being joined, and on whether
it's being commanded by an overseer or a governor.

Repulsion: This psychic emanation is a 60-foot cone of
physical pressure that slams all living beings away from the
channeler. Creatures weighing up to one fon each are
affected.

Song: A channeler’s song is actually a psychic frequency
rather than a frue sound, but it “sounds” like a high-
pitched whistle in the minds of creatures who are
subjected to it.

ECOLOGY

Environment: Any land

Organization: Always part of a large, mixed force; usually 1
per overseer or governor

Planehopper channelers resemble warriors but they have much larger
heads and long antennae. They are able to receive mental bursts from
an overseer or a governor and amplify that energy it into a much more
powerful, focused projection. The channeler itself is not exhausted
or depleted by focusing mental power, but the originating governor or
overseer has limited stamina (represented by recharge rolls). More
than one governor or overseer can focus mental power through a single
channeler, but the channeler can serve as a conduit only once per round,
no matter how many overseers and governors are nearby.

Planehopper Governor

XP 200 (CR 1)
LE Large fiend
Initiative -1

DEFENSE

AC 14 (natural armor)

hp: 38 (7d10)

Saving Throws: Int +6, Wis +5, Cha +5
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Immunity: Psychic damage

OFFENSE

Speed: 10 ft., levitation

Psychic Aftack—Chirp (recharge 5, 6): see Channeler for
attack specifics

Area Attack—Repulsion (recharge 5, é): see Channeler for
attack specifics

Psychic Aftack—Song (recharge 5, 6): sce Channeler for
attack specifics

STATISTICS

Str8 (-1), Dex 8 (-1), Con 10 (+0),

Int 18 (+4), Wis 16 (+3), Cha 16 (+3)
Languages: Telepathy 60 ft.

Skills: Insight +5, Deception +5, Intimidation +5
Senses: Blindsight 60 ft.

TRAITS
Levitation: A planehopper governor is unimpeded by
difficult terrain.

ECOLOGY

Environment: Any land

Organization: Solitary, and always part of a large, mixed
force

A planehopper governor is mostly brain. It looks like a giant locust head
floating in the air, 5 feet in diameter, with spindly legs and a rudimentary
body dangling beneath it. The head’s carapace is too small to contain
the massive brain, so the back is split open like flower petals, allowing
the pulsing yellow brain to overflow the cranium. Six whiplike antennae
emerge directly from the brain and undulate slowly in the air.

Governor planehoppers can levitate to a height of 30 feet, but they
cannot move horizontally without help. They are usually assisted by two
to four laborers, who push the governor where it directs.

Governors are the commanders of a planehopper horde. They can
communicate telepathically with overseers at a distance of 1 mile,
with channelers at distances up to 500 feet, and with other castes of
planchoppers and other types of creatures at a range of 60 feet. Their
telepathy is blocked by a half-inch of lead.

Planehopper governors cannot attack: they have no natural weapons.
They can, however, amplify and focus their mental energy through a
planehopper channeler (see the description of channelers for details) to
attack or to create pathways between dimensions. The governor must be
within 500 feet of the channeler to use this power.

Planehopper Laborer

XP 100 (CR 1/2)
LE Large fiend
Initiative +0

DEFENSE
AC 15 (natural armor)
hp: 19 (3d10 + 3)

OFFENSE

Speed: 40 ft.

Melee Attack—Claws: +4 to hit (reach 5 ft.; one creature).
Hit: 1d10 + 2 slashing damage.

STATISTICS
Str 14 (+2), Dex 11 (+0), Con 12 (+1),
Int 6 (-2), Wis 8 (1), Cha 4 (-3)
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Languages: Telepathy (with other planehoppers only)
Senses: Darkvision 60 ft.

ECOLOGY
Environment: Any land
Organization: Crew (2-12) or as part of a large, mixed force

A planehopper laborer is the basic, fundamental form of male
planehoppers. They resemble locusts without wings, but with an upright
torso section. They are similar to centaurs in shape and size: a large,
grasshopperlike, horizontal segment with four legs supporting an upright
torso segment with two arms and a head-segment atop the torso.

Planehopper laborers are the bottom rung of the planehopper hierarchy.
They are sentient but dull-witted, easily fooled if not mentally linked
with a member of one of the higher castes. Left to themselves, they will
happily drink and gamble away their money, psychologically incapable of
seeing themselves as oppressed. The uncontrolled celebrations of worker
planehoppers have leveled entire blocks of captured cities.

Workers are able to communicate telepathically with other planehoppers,
but not with members of other species. Although they have organs that can
vocalize words, most worker planchoppers never learn a spoken language
at all, since they have no contacts beyond their own hives. Planehopper
workers are not combatants; their most effective attack is to drop any tools
and fling themselves at an enemy, scratching with their short claws. In
some cases they might be ordered to do exactly this, simply to delay or
block the enemy. Actual fighting, though, is left to the warriors and the
channelers.

Planehopper Overseer

XP 200 (CR 1)
LE Large fiend
Initiative +1

DEFENSE
AC 15 (breastplate)
hp: 51 (6d10 + 18)

OFFENSE

Speed: 40 ft.

Multiattack: An overseer planehopper attacks three times
with shortswords, or it can use one of its psychic aftacks.

Melee Attack—Shortsword: +5 to hit (reach 5 ft.; one
creature). Hit: 1d6 +3 piercing damage.

Area Attack—Chirp (recharge 6): see Channeler for attack
specifics

Area Attack—Repulsion (recharge 6): see Channeler for
aftack specifics

Area Attack—Song (recharge 6): sece Channeler for attack
specifics

STATISTICS

Str 16 (+3), Dex 13 (+1), Con 17 (+3),

Int 10 (+0), Wis 10 (+0), Cha 12 (+1)

Languages: Telepathy (with other planehoppers only)
Skills: Perception +2

Senses: Darkvision 60 ft.

TRAITS

Hive Mind: Overseer planehoppers make Perception checks
with tactical advantage, because they have the benefit
of being linked to many planehoppers’ senses at once.
What one sees, they all see.

Leap: An overseer planehopper can make a horizontal jump
of 30 feet.

ECOLOGY
Environment: Any land
Organization: 1 per 4 warrior planehoppers
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Overseers are the squad- and platoon-level officers of a planehopper
fighting force. They have a mental link with all the warrior planehoppers
under their command: each warrior can see what the overseer sees and
what all the other warriors see. This hive-bond between overseers and
their warriors is what makes the planehoppers such a terrifying threat to
civilization whenever they appear through their planar gates. Fortunately,
the link is not unlimited: an overseer cannot link to more than four warriors
at a time, and warriors cannot switch in and out of different overseers’
control. Once established, the link lasts until the planehopper’s death.
New warriors can be added to a squad to replace casualties, but none can
leave once bonded to a particular overseer.

In addition to four warriors, an overseer can control a single channeler.
As long as the overseer is not more than 500 feet from the channeler, it
can command the channeler to project its chirp, repulsion, or song; see the
entry on channelers for details about these attacks.

Planehopper Warrior

XP 450 (CR 2)
LE Large fiend
Initiative +1

DEFENSE
AC 15 (breastplate)
hp: 51 (6d10 + 18)

OFFENSE

Speed: 40 ft.

Multiattack: A warrior planehopper attacks once with a pike
or twice with longswords.

Melee Attack—Pike: +5 to hit (reach 5 ft.; one creature). Hif:
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1d10 + 3 piercing damage.
Melee Attack—Longsword: +5 to hit (reach 5 ft.; one
creature). Hit: 1d8 +3 piercing damage.

STATISTICS

Str 16 (+3), Dex 13 (+1), Con 17 (+3),

Int 10 (+0), Wis 8 (1), Cha 6 (-2)

Languages: Telepathy (with other planehoppers only)
Skills: Perception +1

Senses: Darkvision 60 ft.

TRAITS

Hive Mind: Warrior planehoppers make Perception checks
with tactical advantage, because they have the benefit
of being linked to many planehoppers’ senses at once.
What one sees, they all see.

Leap: A warrior planehopper can make a horizontal jump
of 30 feet. If it makes a pike attack immediately after
jumping, it has tactical advantage on the attack roll and
a hit causes an exira 1d10 damage.

e S
[k

2

ECOLOGY

Environment: Any land

Organization: Squad (1-4), platoon (4-24), or as part of a
large, mixed force

a8

Warrior planchoppers are more intelligent than the workers; their
thought processes are quite alien, but they are approximately as intelligent
as the average human. Planehopper warriors are telepathically tied to a
governor in the same way that the workers are connected to overseers.
Each one shares perception, through the queen, with all the other warriors
she commands.

Planehopper warriors wear breastplates and plumed helmets into battle,
and they fight with weapons, favoring pikes and swords.
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Ra's Evil Brin

By Bl Webb and Elagk Peregson

Ra’s Evil Grin challenges adventurers of at least 11th level who are
seeking a powerful magic item—the globe of Arden. If a different item
suits your campaign better, another appropriate powerful item can be
substituted as the final objective. This dungeon culminates in a battle with
Dendorandra, a lesser marilith known as a dark daughter.

As a lead-in to this adventure, the GM may use a map from another
treasure hoard showing the location of the globe (detailed more fully
in “The Legend of the Globe of Arden,” below) or a priestly tome
describing Arden, the long-dead avatar of Ra, and the wondrous powers of
an unknown artifact called the globe of Arden. Such a tome might mention
that the globe emits rays as intense as those of the sun, destroying all
they touch. In any event, characters should need to consult with sages and
oracles to determine the location and history of the globe and dungeon.
A sage could also provide a map to the dungeon’s location, referenced in
the “The Legend of the Globe of Arden,” below. We set the dungeon on a
small, remote island far across the sea, but you can relocate it to suit your
campaign.

This dungeon provides numerous puzzles, a few traps, and only two
monsters. Those monsters, though few in number, should challenge and
threaten even the most combat-hardened party—particularly after the
party encounters all the vicious creatures that inhabit the Island of the
Globe.

The Legend of the Globe of Arden

Using divination or consulting sages uncovers the following
information about the god, Arden, and the globe of Arden. GMs should
read this information to their players.

In days long past, the people of the eastern lands worshiped the sun
god, Arden. Legend says that the gods of darkness destroyed Arden during
divine combat. Arden’s followers gathered their slain god’s remains and
stored them in his temples.

Legends tell that one such relic, the globe of Arden, was in fact the
left eye of the god himself—ripped from its socket by Tsathogga, a vile
frog-demon, during Arden’s final, hopeless battle. The eye retained the
power of the sun; demonic servants of Tsathogga, attempting to steal it,
were disintegrated by the power it contained. Priests of Arden eventually
recovered the eye, which had solidified into a sphere seemingly made of
cloudy, white glass, and renamed the divine artifact the globe of Arden.

With Arden’s destruction, his following waned. Yet the preserved
relics—elements of his divine being—prevented Arden’s foes from
overcoming his temples. What the relics could not prevent was the
treachery of Asari, a high priest of Arden at the temple where the globe
was stored. Asari grew jealous and bitter over his loss of personal power,
which followed the destruction of his deity. With his spell powers failing
and followers dwindling, he entertained the overtures of the frog-god
Tsathogga, who promised to restore Asari’s earthly power. As his final act
ofbetrayal, Asari stole the globe of Arden from the temple’s inner sanctuary
and fled before the other priests detected his treachery. He delivered the
globe to the demon-priests who took the relic and hid it in a foreign and
unpopulated land—a remote island, legends say—in a structure designed
to hide the globe from Arden and his followers. Rumors suggest that the
demon-priests of Tsathogga, a god of water and darkness, fashioned the
complex’s entrance to mock Arden, a god of air and light. Legends also
caution that Asari, the fallen priest, received great rewards from the gods
of evil: renewed earthly power and the gift of unlife. The followers of

Arden, greatly reduced in number and power, were unable to recover the
globe, and it fell out of all human reckoning.

After the passage of countless years, the sands of the eastern deserts
have long since consumed the civilization that once thrived there, while
men and elves inhabit what were once the unpopulated foreign lands of
Arden’s time.

Across the ages, however, an ancient map that allegedly depicts
a possible location of the island on which the globe was hidden still
survives. The coastline of that distant land bears a strong resemblance to
an area of the currently civilized world, though no other maps refer to this
island, nor have sailors spoken of it. The map also features these cryptic
words, written in a long-forgotten language:

On an island within an island,

Beyond a door that is not a door,

Shielded by the grin of the hated sun,

Lies the globe of Arden, the eye of a dead god,
Stolen long ago by the traitor Asari.

Perhaps this map holds a key to locating the ancient and powerful globe
of Arden...

It’s unlikely that player characters know much about Arden; those with
training in History can attempt a DC 21 Int (History) check to recall vague
references from ancient texts; they know just enough to be tantalized.
They really need to consult with specialists or with divine oracles to get
more substantial information.

Arden was once worshiped on this plane of existence as a lesser avatar of
the sun god, Ra. He was commonly depicted as a hawk-headed, muscular
man, wearing a short skirt of precious metal and jewels. He projects searing
beams of sunlight from his eyes. His staff is tipped at one end with a bronze
sphere representing the sun and emblazoned with an ankh, and at the other
end with a bronze hawk head. Arden also wields a bronze short sword. Evil
deities—including Tsathogga the frog-demon—murdered and dismembered
Arden, but his worshipers gathered and treasured his remains as relics. All of
this happened so long ago that it has been ages since Arden was worshiped
by anyone; the fact that he ever even existed is all but forgotten.

Arriving at the
Island of the Globe

The party may have acquired the ancient map from a previously looted
treasure hoard or from the sage who related the globe 5 legend. Obtaining the
map might also constitute an adventure in its own right. Such an adventure
is encouraged, though not detailed here. The map depicts an island located
south of normal trade routes, off the coast of a sparsely populated area north
of a southern jungle. In the Lost Lands campaign Setting of Frog God
Games, this island lies at the edge of Great Oceanus, the main world-ocean
of the planet, just north of where it becomes the Razor Sea in the vicinity
of the Razor Coast. For more information on this area, see Razor Coast by
Frog God Games. Thick jungle and swampland cover the island. A large
mountain, rising from the center of the island, is reflected in the waters of
a lake to its south. Within that lake, a stone outcrop rises above the water’s
surface. On that inner island lies the entrance to the dungeon.

This module presumes that characters have gained the map and traveled
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overland to a coastal city near the island. From the denizens of this city,
skirting the northern border of a vast jungle, PCs can hire a boat to convey
them to the island. GMs should spend multiple game sessions detailing
this epic journey, foreshadowing trials yet to come.

If you wish to avoid the above trek, you may instead simply begin the
module with the PCs having arrived at the island of the globe, passed
through the perils of the island and found the inner lake and the rock
outcrop on which the dungeon entrance is located. If so, proceed to “The
Dungeon Entrance,” below.

The Dungeon Entrance

Once characters reach the lake’s central island on the Island of the
globe, they immediately notice a depression ringed with 10-foot-tall, rune-
covered stone pillars—the only evidence of humanoid presence on the
island. The pillars, heavily worn, have endured the passage of what must
have been millennia. The runes are no longer legible. The pillars surround
a deep hole, 30 feet in diameter and nearly 20 feet deep. Approaching the
edge of the depression, more evidence of humanoid craftsmanship can be
seen: the depression, lined with reflective tiles, has thousands of crystal
beads set into its surface. PCs descending into the depression notice an
inscription encircling a tiny ruby set in black stone. The inscription,
shimmering in the sunlight, reads:

“Beware the noontime sun if you know not the puzzle behind RAS EVIL
GRIN, which is tossed in the center of stone.”

Everyone perceives the inscription as being written in their native
language. Strangely, the inscription has not eroded over time.

You should write out the inscription and demonstrate how it fully
encircles the small ruby; carefully capitalize all the letters of “RAS EVIL
GRIN” to assist the PCs in solving the puzzle. If the party does not solve
the puzzle by noon, determine whether anyone remains in the depression

when the sun reaches its zenith.

At noon, the sun’s intense rays strike the central ruby and trigger the
trap: the ruby-refracted light bounces around the reflective, bead-encrusted
depression, instantly heating it to an incredible temperature. Any person in the
depression when the trap is triggered takes 3d6 fire damage per round spent
in the depression. The intensified sunbeams lance around the depression for
five rounds, after which the sun’s angle changes and the heat rays subside.
The only way to defeat this effect and enter the dungeon is to solve the puzzle
of RAS EVIL GRIN. Tsathogga’s priests created this trap to mock Arden, the
sun god—harnessing the power of the sun to destroy those followers of Arden
attempting to liberate the globe hidden within the dungeon.

Solving the Puzzle:

“RAS EVIL GRIN” is an anagram for “A SILVER RING.” Once
characters figure this out, the rest of the solution should follow easily
from the riddle. The PCs need only “toss” a silver ring in the “center
of stone”—that is, place a silver ring inside the letter “O” of the word
“stone,” since that letter is the center of the word “stone.”

Helping the Players Along:

If players can’t figure out this puzzle, encourage them to read the inscription
closely. A successful DC 15 Wis (Perception) check allows someone to notice
a fine, silvery dust in the letter ‘O’ of the word ‘stone.” Failing to grasp this
obvious a clue, the PCs don’t deserve the globe of Arden.

The Gems and Beads can’t be pried out or removed in any way. PCs
attempting such a theft must make a DC 15 Dex saving throw, adding +1
if they’re using a magic tool or weapon and +2 for each magical plus on
the weapon. If the save fails, the item breaks.

Opening the Phase Door:
Having solved the puzzle, the players must still wait until noon. If
characters have properly placed a silver ring in the “O” of “stone,” then

39



QUESTS OF DOOM:

when the sun reaches its zenith, a small crystal cylinder rises from the
floor of the tiled depression. The noon sunlight strikes the ruby set in the
depression’s center, and a dazzling beam of energy immediately shoots
from it, striking the crystal cylinder and refracting into a multicolored
shower of light. This rainbow strikes the far wall of the depression and
creates a shimmering doorway—a passwall effect that penetrates 10 feet
of solid stone and opens into the catacombs below.

Once it’s created this way, the passwall door remains for 24 hours (until
noon on the next day). No other means can create such a doorway or
allow entry into the dungeon. At that time, the cylinder drops back into
its housing and the depression again heats like an oven. Any characters
still inside the dungeon complex are trapped there until someone outside
reopens the magical passage. Teleporting out is impossible, even to a
known teleportation circle. It’s up to the GM whether characters could
escape by traveling through the Astral or Ethereal Planes; we recommend
against it. Only the globe of Arden’s disintegrate power is capable of
blasting through the enchanted stone back into the circular pit, where the
stone there is only 10 feet thick.

The Dungeon of the Globe

The passwall penetrates 10 feet of solid stone, extending from the
depression to this location. From this point, characters can return to the
depression. When living matter passes through the passwall passage, an
alarm spell triggers in Rooms 3 and 9, alerting Asari and Dendorandra,
respectively, to the presence of intruders.

1. The Shifting Hallway

When characters first come to this area, what they see is the corridor
making a 45-degree turn to the east followed almost immediately by a
90-degree turn to the north. There’s no obvious clue that the corridor
extends to the south.

The floor leading north, however, large scrape marks, as if a huge
stone block had been dragged over the hallway’s paving stones. Anyone
entering this corridor recognizes that a block within this corridor shifts,
and anyone who spends 10 minutes (three minutes for a dwarf) inspecting
the stonework can figure out that the “sliding block™ is essentially the
entire southern wall of the corridor, which is carved to resemble fitted
stones but is actually a single, massive block. Apparently, it is rigged to
slide from south to north, but how?

Stone Trigger:

Characters can find a stone trigger or button set in the north wall,
about 4 feet up the wall at “A” on the map, with a successful DC 13
Int (Investigation) check. The “button” is a 1-foot-square stone block
set flush with the wall. Pushing it inward sets the blocks in motion. The
button resets itself, flush to the wall, in one round. Pushing the button a
second time causes the blocks to move in the opposite direction. If the
blocks are moving when the button is pushed, the blocks stop for one
round, then move backward to their last position. There is no limit to the
number of times the button can be pushed, but there is a 1% chance (non-
cumulative) each time the button is pushed that the button sticks and the
mechanism malfunctions.

The pressure plate at area “D” also triggers the blocks, as described in
Room 2, below.

Shifting Blocks:

Once the trigger at “A” is pushed, two blocks in the corridor shift.
Block B is 10 feet wide, 10 feet high, and 60 feet long. It moves from
its southern position (marked on the map with the letter B and a solid
outline), sliding 10 feet per round northward until it has cleared the three-
way intersection. The block’s stopping position is marked with the letter
B and a dashed outline.

Block C, positioned south of block B, is 10 feet by 10 feet by 20 feet.
Unlike block B which slides north and south, block C moves up and down.

DEMONS & DEVILS
Initially, block C fills the corridor at the area marked C. When the button
is pushed, the block rises until it’s flush with the ceiling. This takes five
rounds; unless someone looks around the corner at A the moment block B
is clear, characters won’t know what was making the grinding sound to the
south, because block C is fully risen to the ceiling before block B finishes
traveling to the northern half of the hallway.

The blocks always move in tandem. They are always either “closed”
(blocking the southern half of the hallway) or “open” (allowing access to
Chamber 2).

Finding Block C:

If characters venture down the hallway when the blocks are in the
open position, someone might spot block C (it takes a successful DC 20
Wis [Perception] check). Characters who search the southern 20 feet of
the corridor specifically for shifting stonework find it with a DC 10 Int
(Investigation) check. They can note automatically, however, that the
scrape marks from B don’t appear on the last 20 feet of the corridor, but
there is a lot of stone dust where the floor meets the walls.

Getting Caught:

If someone triggers the pressure plate at area “D” (see Room 2, below),
the blocks return to the closed position. If the blocks are in the closed
position when the plate is triggered, there is no effect. It is therefore
possible that characters may be caught between the moving blocks if the
plate is triggered when they are trying to escape the room.

After triggering the pressure plate (see below), characters hear the
sound of stone grinding on stone, which they recognize (having just heard
it a few minutes ago) as block B scraping down the corridor. If a player
immediately says, “I’m running for the exit,” then their character is in
motion immediately. If players hesitate, they can make DC 12 Dex saves
to see whether their characters react instinctively or waste a few precious
seconds thinking about the situation.

The southern half of the corridor from room 2 to the three-way
intersection is 60 feet long. Most characters can cover this distance in
a single round by dashing. They might have started somewhere inside
room 2, however, which means they won’t quite get out of the southern
corridor during the first round. And if they hesitated, they can’t dash; they
wasted their “action” deciding what to do, and all they’re left with is a
normal move. Block B will seal off the exit to the northwest corridor a
few moments into the second round. Characters who can reach the gap in
a single move (without dashing) can dive through by making a successful
DC 12 Dex check—but if this check fails by 5 or more (the adjusted roll
is 7 or less), the character gets caught between the corner and the moving
stone and takes 1d100 bludgeoning damage. Low damage on this roll
indicates the loss of a few fingers or toes; high damage indicates they were
cut in half or ground to paste between the wall and block B. Anyone who
doesn’t get out and doesn’t get killed is cut off by block B moving south,
and will be pushed back toward room 2.

The second source of danger in this situation is being caught between
block B moving south and block C descending from the ceiling; characters
might not even know about block C if they didn’t search for it previously.
The corridor is 10 feet high and block C descends 2 feet per round. It
drops to 8 feet of clearance on the first round (when characters probably
are racing north), drops to 6 feet of clearance on round 2 (when characters
realize they’ve been cut off and trapped), and drops to 4 feet of clearance
on round 3 (probably the point at which characters turn around and head
back toward room 2 to get away from block B). Small characters can still
move under block C with no difficulty, but Medium characters must make
a successful DC 10 Dex (Acrobatics) check to move at full speed; failing
the check means they treat the floor under block C as difficult terrain. On
the fourth round, characters of any size can only crawl. If anyone is still
under block C on the fifth round, they take 1d100 bludgeoning damage;
you can interpret the result colorfully to indicate how much of themselves
they dragged out before the block crushed everything under it.

Caught in the Middle:

It’s possible that someone, seeing the ceiling descending and block B
cutting off their escape to the north, might decide to take the chance that
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when both blocks stop moving, there’s enough dead space left between
them for a character to survive. They are wrong. Block B doesn’t stop
moving until it’s tight up against block C. Anyone caught between them
is crushed to death.

Stopping the Blocks:

Physically preventing the blocks’ movement is impossible, but pushing
the stone “button” at A stops them for one round, then reverses them. They
don’t actually stop moving until the end of the current round, however, so
it’s possible for someone to still be killed or seriously injured on the round
the button is pushed.

All that’s needed for the party to survive this trap is a single character
escaping back to the northwest corridor, to push the button and reopen the
exit from room 2. Players who keep their wits about them should have no
trouble with it. Those who panic might pay a high price.

2. False Globe and Block Trap

Dozens of skeletons are piled in this room. Several wear scraps of rusty
armor; all have parts missing. Writing and hash marks scratched on the
walls seem to indicate that some people might have been trapped here for
a long time. Some bones show tooth marks.

These skeletons are the remains of adventurers who came to retrieve the
globe, but also of servants of the priests of Tsathogga who were entombed
here after they finished constructing the labyrinth that houses the globe, so
that no one could learn its hiding place.

False Globe:

At the eastern end of the room, an altar sits atop a platform. Symbols of
the demon frog-god Tsathogga adorn the platform, the altar, and the walls

DEMONS & DEVILS

behind it. A glowing globe sits upon the altar. Cautious PCs might feel as
though this quest has proved too easy, and their suspicion is warranted;
this is a trap. The globe, enhanced with Nystul’s magic aura, radiates
evocation and abjuration magic. Some of that comes from the false aura,
and some of it comes from the glyph of warding trap on the globe; the
glyph is detectable with a successful DC 16 Int (Arcana) check.

The trap is triggered by moving the globe or by trying and failing
to dispel the glyph. It unleashes a chain lightning spell that strikes the
character who set off the trap and the three closest characters. Each of
them takes 10d8 lightning damage, or half damage with a successful DC
16 Dex saving throw.

Pressure Plate:

Located in front of the altar at area D on the map is a pressure plate
(noticeable with a successful DC 17 Int [Investigation] check or a DC
22 Wis [Perception] check). A weight of 100 or more pounds triggers
the blocks in the corridor to the north, as described in the description
of Room 1.

3. Evil Chapel

The door opens to reveal an evil chapel with an altar carved in the
form of a many-armed snake woman. Thirteen white stone pillars
stand in a half circle in front of the blood- and skull-covered altar. A
single priest chants arcane words as a silver glow envelops his body.
Then all goes black.

The priest is Asari, the fallen high priest of Arden who long ago stole
the globe of Arden and delivered it to the priests of Tsathogga. Tsathogga
rewarded Asari’s treachery with eternal life as a mummy lord, making him
a consort to Dendorandra, the dark daughter.
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(Asari [Mummy Lord]: AC 17, 97 hp; Asari can attack with
both its dreadful glare and rotting fist; +9 to hit, 3dé +
4 bludgeoning damage plus 6dé necrotic damage,
and the target creature must make a successful DC 16
Con saving throw or be cursed with mummy rot [can't
regain hps, hp maximum decreases by 3dé every 24
hours—rotting fist]; one target within 60 ft. that can
see the mummy must make a DC 16 Wis saving throw
or become frightened until the end of the mummy's
next turn [dreadful glare]; failure by 5 or more means
the target is also paralyzed for the same duration; a
target becomes immune to this effect once it makes a
successful save against it; has tactical advantage on
saving throws against magic; spell attack +9, save DC
17; [at will] sacred flame, thaumaturgy; [1st level, x4]
command, guiding bolt, shield of faith; [2nd level, x3]
hold person, silence, spiritual weapon; [3rd level, x3]
animate dead, dispel magic; [4th level, x3] divination,
guardian of faith; [5th level, x2] contagion, insect
plague; [éth level, x1]; harm; can use 3 legendary
actions/round [rotting fist, dreadful glare, blinding dust
(each creature within 5 ft. must make a successful DC
16 Con saving throw or be blinded unfil the end of its
next turn), blasphemous word (2 actions—every non-
undead creature within 10 ft. must make a successful
DC 16 Con saving throw or be stunned until the end of
the mummy lord’s next tfurn), channel negative energy
(2 actions—creatures within 60 ft. can’t regain hp until
the end of the mummy lord’s next furn), whirlwind of
sand (2 actions—the mummy lord moves up to 60 ft. as
a whirlwind of sand immune to all attack)];

Tactics: The alarm spell triggered by characters when they opened the
passwall warned Asari of their arrival. This is his lair, so in addition to
the abilities listed above, he can use any of a mummy lord’s lair actions.
Typically, he chooses to restrict the use of spells of 4th level and below by
non-undead creatures.

The Alrar:
If Asari is destroyed, the face on the altar (of a many-armed snake
woman) animates, and a female voice intones:

“Little creatures, your powers are nothing to me. I would
have destroyed all of you long before this, but I enjoy breaking
such miserable creatures as you with my bare hands. Humans
beg so wonderfully, shrieking and crying as I slowly pull them
apart!” Looking at a spellcaster in the group, the female voice
adds, “Perhaps I shall choose you as a replacement for my last
companion—the one you so thoughtlessly destroyed.”

The statue then re-solidifies amid distant laughter.

4. The Maze

It should be obvious to characters standing at the entrance to this area
that they are about to enter a maze. Navigating this maze ultimately leads
to Area 8. The maze does not present much difficulty and can be navigated
by normal means. Note, however, that to pass through the doors at 7, the
secret door at Room 5 must be discovered and opened.

The maze is divided into three sections, according to which of the three
paths characters take at the entrance.

Section 4A leads eventually to the doors at 7. No monsters roam this
section.

Section 4B leads nowhere; 2 ochre jellies wander around this section.
(There is a 1-in-6 chance per minute of to encounter one of the jellies.

Alternatively, you can simply pick two spots on the map where the jellies
are located and let characters stumble onto them naturally.)

(Ochre Jelly: AC 8, 45 hp; +4 to hit, 2dé + 2 bludgeoning
damage plus 1dé acid damage [pseudopod]; lightning or
slashing damage cause the jelly to split in half)

Section 4C of the maze leads to the secret door into Room 5.

5. Traps and Keys

A secret stone door, locked and trapped, bars entrance to this small
room. Opening the secret door without disabling the trap triggers it. The
DC for all checks (finding the door, noticing the trap, disarming the trap,
unlocking the door) is 12.

The trap launches three spears from the wall at the southern end of this
corridor, straight up the corridor. They attack the first three targets at +8 to
hit and do 1d8 + 4 piercing damage.

Behind the secret door, on the far wall of this area, are four hooks. Four
keys—one each of silver, bronze, lead, and brass—hang from the hooks.
These keys are needed to open the iron doors into Area 8.

6. The Second False Globe

A secret stone door, locked and trapped, bars entrance to this small
room, which holds a second false globe. Opening the secret door
without disabling the trap triggers it. The DC for all checks (finding
the door, noticing the trap, disarming the trap, unlocking the door)
is 14.

The trap launches three spears from the wall at the western end of this
corridor, straight east along the corridor. They attack the first three targets
at +8 to hit and do 1d8 + 4 piercing damage. Note that someone standing
in front of the secret door isn’t in danger; they’re “around the corner”
from the trap. Characters lined up in the “safe area” around the corner
from the door, and particularly those at the back of the group, are in the
most danger.

Opening the secret door reveals a small chamber. Its walls are
barren and crudely worked, and the chamber’s floor is packed earth.
Rudely placed in a stone basin set in the east wall, shrouded by a
black cloth covered with evil runes, sits what appears to be an orb.
The vile black cloth cannot mask the light emanating from the orb
beneath.

The writing on the cloth, in Abyssal, appears to be a curse of darkness.
However, this is all a ruse (again), as the cloth is enhanced with Nystul'’s
magic aura and another glyph of warding to detect as magic. The glyph can
be detected with a successful DC 16 Int (Arcana) check. Touching the cloth
triggers a poison spray spell; everyone in the chamber takes 3d12 poison
damage, or half damage with a successful DC 16 Con saving throw.

The orb beneath the cloth glows with a bright holy light, as if radiating
a daylight spell. This globe, like its predecessor, is enhanced with Nystul's
magic aura, a permanent /ight spell, and yet another glyph of warding
trap that’s triggered by moving the globe or by trying and failing to dispel
the glyph. It unleashes a chain lightning spell that strikes the character
who set off the trap and the three closest characters. Each of them takes
10d8 lightning damage, or half damage with a successful DC 16 Dex
saving throw.

If the orb is moved a second time, it sets off a second glyph of warding
trap, this time triggering a phantasmal killer affecting the character who
set off the glyph. The triggering character must make a successful DC 16
Wis saving throw or become frightened. While frightened, it repeats the
saving throw at the start of each of its turns, taking 4d10 psychic damage
if it fails or ending the effect if it succeeds.

At the north end of the chamber, a second secret door, this one unlocked
and untrapped (except for the false orb), opens into a passage that leads to
the iron portals at Area 7, below. The door can be found with a successful
DC 13 Int (Investigation) check.

43



QUESTS OF DOOM:

7. Riddles at the Gate

A set of great iron portals bars the way. The two doors, constructed of
the finest iron, are engraved with arcane writings. In the center of each
door is an elaborate, rune-etched lock with several keyholes.

Each door is built from 4-inch-thick magical iron with 1-inch-
wide channels that run both horizontally and vertically, through which
adamantine bars have been inserted. The bars can’t be seen while the
doors are closed and locked; characters can hear the bars retracting, and
they can see the horizontal channels through the doors when the doors
are open. The bars slide away when the locks are disengaged. The lock
on the right-hand door causes the vertical bars to retract, and the lock on
the left-hand door causes the horizontal bars to retract, thus unlocking the
door as explained below. The locks can’t be opened any other way besides
correctly using the keys; any attempt to pick one of the locks triggers an
electrical jolt that does 2d6 lightning damage, as does every attempt to use
the keys incorrectly. The doors are impervious to magic such as passwall
and disintegrate; nothing short of a sphere of annihilation can penetrate
the doors’ magical defenses.

Each door has four keyholes and a riddle that explains how to unlock it.
Once both halves are opened, the doors can be swung wide into the cave
at Area 8.

The Riddle on the Right-hand Door: Four colored metal plates in
symbolic shapes comprise the lock in the door’s center. The shaped plates,
each with a keyhole at the center, are as follows: a brass table, a lead
sword, a bronze coffin, and a silver diamond. Each lock appears designed
to accept a normal-sized key. Surrounding the locks is the following
inscription written in magical runes, readable with comprehend languages
or a successful DC 12 Int (Arcana) check.

“One man makes me, does not need me.
One man buys me, does not use me.
One man uses me, does not see me.”

The answer to the riddle is “coffin.” When the bronze key is inserted into
the coffin-shaped bronze lock and turned, the bronze panel slides back to
reveal a second, coffin-shaped silver lock. If this is in turn opened with the
silver key, it reveals a coffin-shaped lead lock, which when opened in turn
reveals a coffin-shaped brass lock. Each lock must be opened with the key
of the same metal. Using the keys in any other manner causes 2d6 lightning
damage. Once all four locks are opened, the characters hear a grinding sound
as the vertical adamantine bars within the doors slide away. PCs cannot yet
open the doors unless the left-hand door has been unlocked.

The Riddle on the Left-hand Door:

Four square plates comprise the locks in the door’s center—one each
of silver, lead, bronze and brass. Surrounding the locks is the following
inscription, written in magical runes, readable with comprehend languages
or a successful DC 12 Int (Arcana) check.

“I fall first the heaviest, and then heaviest from a man’s purse.”

The answers are “lead” (because it is the heaviest of the four metals)
and “silver” (because coins are made of it). Only by inserting and turning
the lead key in the lead lock and the silver key in the silver lock does this
half of the door unlock. The bronze and brass keys aren’t needed on this
door. Using the keys in any other manner causes 2d6 electrical damage.
Once both locks are opened, the characters hear a grinding sound as the
horizontal interlocking adamantine bars within the doors slide away. The
doors can’t be opened unless both have been unlocked.

Once both doors are unlocked—both sets of adamantine bars have
withdrawn—they swing open freely, all traps disabled.

DEMONS & DEVILS

8. The Gloomy Cavern

This cave contains large piles of bones, loose rocks, rusty swords, armor,
and the rotten remains of packs and other soft goods. An eerie, howling
wind blows through this place, and an otherworldly light emanates up
from Room 9. There are no monsters here. The demon in Room 9 can
create animated servants from these bones.

Treasure: In one of the piles of bones, a detect magic spell reveals a
wooden +2 shield beneath a large pile of rusty metal.

9. The Guardian

A set of stairs, hewn from the red stone of the living rock of the cave
itself, descends about 30 feet to a room of roughly worked stone. Strange
crystals are set into its walls. A huge pile of silver and gold glitters and
shines in the center of the room.

The monster in this room reveals herself and attacks once characters
get close. Tsathogga commissioned Dendorandra, the Dark Daughter
to guard the globe of Arden. She knows that she will suffer eternal torment
should she fail in her task. Dendorandra is a marilith with slightly lower
than normal hit points.

(Dendorandra [Marilith]: AC 18, 160 hp; Denrorandra makes
six longsword atftacks and one tail attack; +9 to hif x6, 2d8
+ 4 slashing damage [longsword]; +9 to hit, reach 10 ft.,
2d10 + 4 bludgeoning damage and a Medium or smaller
target is grappled and restrained [fail]; a target grappled
by the tail is hit automatically by the tail attack; as an
action, can teleport up to 120 ft.; has tactical advantage
on saving throws against magic; 1/turn, can add 5 to AC
against a melee attack)

Tactics: Dendorandra relishes combat. She fights with six longswords,
but one is a sword of wounding named Xpatias (literally “frogsticker”
in Abyssal; see the Appendix). If characters are still very strong when
they reach this chamber, Dendorandra can be upped to normal hit points
(189). If characters quickly gain the upper hand in the fight, allow her to
summon additional demons (50 percent chance to summon 1d6 vrocks,
1d4 hezrous, 1d3 glabrezus, 1d2 nalfeshnees, or one other marilith). She
attacks lightly-armored individuals first and concentrates on one victim
until that person is dead. If defeat seems certain, she can teleport into
Room 8 and try to escape from there.

Treasure: Other than Dendorandra’s magic sword, the pile of gold
and silver consists of 4,000 gp and 20,000 sp. Under the pile of coins, a
secret hatch opens into a passage—a 3-foot-diameter crawlspace of tiled
stone—leading to Room 10. The hatch can be found with a successful DC
15 Int (Investigation) check or a DC 18 Wis (Perception) check.

10. The Treasure Room

A dim glow can be seen at the end of the tiny passage leading to this
room. Characters emerge into a 5-foot-square room containing a chest
and a silver coffer. Both vessels look to be thousands of years old and are
covered with ancient and arcane runes and hieroglyphs beyond anyone’s
ability to translate; even the languages are unrecognizable. Fine locks of
ancient construction on both items look untouched, as though undisturbed
for centuries.

Both vessels are locked and trapped.

The chest, made of iron, is worth 1,000 gp intact. The coffer, made of
mithral, is worth 4,000 gp intact. Their value drops to 1/5 the estimate if
they are broken open.

The Iron Chest:
The DC to discover the trap, disable the trap, and pick the lock is 16.
The trap goes off if it hasn’t been disabled when the chest is opened. It
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releases a cloud of poison gas that fills this chamber and the narrow passage
leading to it, doing 8d8 poison damage, or halve damage with a successful DC
16 Con saving throw.

The chest is worth 1,000 gp intact but only 200 gp if it’s broken open. It
contains 10 gems: an uncut corundum sphere (10,000 gp), a ruby (1,000 gp), a
sapphire (3,000 gp), an emerald (6,000 gp), a garnet (2,000 gp), an opal (8,000
gp), a topaz (6,000 gp), an aquamarine (4,000 gp), a large chunk of jade (4,500
gp), and a black opal (2,500 gp).

The Silver Coffer:

The DC to discover the trap, disable the trap, and pick the lock is 18. The
trap goes off if it hasn’t been disabled when the coffer is opened. It unleashes
a lightning bolt that hits the person who opened the coffer and everyone in
the narrow corridor, if possible, doing 10d6 lightning damage, or half

damage with a successful DC 18 Dex saving throw. The coffer cannot

Y be unlocked magically.
The coffer is made of mithral and is worth 4,000 gp if intact and
undamaged, or 800 gp if broken open. The coffer holds what at
first appears to be an unidentifiable, glowing gem about 12 inches in
diameter, made of a milky, glasslike substance with a dark splotch the
size of a human’s palm on the side that’s turned up. It is, in fact, the globe
of Arden—a powerful relic! See the Appendix for more information on

the globe of Arden.

The Globe of Arden

Wondrous item, artifact (requires attunement to a Good-aligned
cleric or druid)
The globe of Arden is a minor artifact, being an actual eyeball from
the slain deity Arden. It has the following powers.
® Once attuned to an owner, the globe floats around that person
(like an ioun stone). The globe s owner gains 5 temporary hit points
at the end of each long rest, and benefits from a +1 bonus on ability
checks, skill checks, and saving throws.
® The globe continuously sheds light as a daylight spell. This
i | light can’t be switched off, but it can be shielded by placing the globe
A inside a sack, box, or other lightproof container. Unfortunately, the
globe provides its other benefits only while floating around its owner
unfettered.
e [ts owner can cast guiding bolt three times per day.
<. |3 e [ts owner can commune with the dead god Arden once per month.
® Its owner can cast banishment and dispel evil and good once per
day.
e Evil creatures that touch the globe willingly take 5d6 radiant
damage.
Each time a spell is cast with the globe, however, the globe s owner
must make a successful DC 12 Con saving throw or gain one level of
exhaustion.
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Sogrcerer’s Eiradel

By Bl Webb and Elagk Peregson

Designed for a party of five characters of at least 9th level, this
adventure will challenge players seeking a powerful magic item of the
GM’s choosing. A sphere of annihilation has been provided and is woven
into several elements of the adventure, but any appropriately powerful
item can be substituted if something else suits your campaign better.
Though the adventure is designed to test every type of character class, a
rogue who can deal with traps is essential, as is a wizard or sorcerer of at
least 9th level. Larger groups will have an easier time; parties of four or
fewer characters will be in for a very bad time unless you mitigate some
of the tower’s more lethal traps and encounters. This adventure culminates
in an encounter with devils and a sphere of annihilation.

The sphere of annihilation is hidden deep within the tower-and-dungeon
complex of Crane the Sorcerer. Originally set atop a high mountain in
a secluded and wild part of the world, the tower and dungeon can be
relocated to meet the situation in your campign. Crane, an introvert,
stayed as far away from civilization as possible, as is detailed below. The
tower above the dungeon doesn’t present many difficulties for a group of
powerful characters or alert players. It might lull PCs into a false sense of
security before they enter the areas where they’ll really be put to the test.

The Legend of
Crane the Sorcerer

Crane, a lawful-neutral sorcerer of great power was obsessed with all
things lawful. He paid homage to the gods of law, whether evil or good. He
was a great scientist and created numerous constructs, such as golems and
homunculi. His other interests ran to the diabolic. Crane studied the use
of extraplanar creatures as servants and messengers. He also developed a
firm knowledge of trap building and alchemy. He acquired and learned to
control a sphere of annihilation, with which he carved a dungeon beneath
his mountaintop tower.

About 100 years ago, Crane set off to do battle with a group of Chaotic
Evil sorcerers known as the Violet Brotherhood, whose black arts were
linked to the foul demon frog-god Tsathogga. Though mightier than
any individual evil sorcerer, Crane could not prevail against all of them
working in concert. Overcome by his foes, he cursed his own arrogance
with his final breath. Yet he had taken a great precaution: fearing that,
in magical combat, his foes might seize control of his sphere and turn it
against him, Crane had decided not to use his magical globe of blackness
against the Violet Brotherhood. Instead, he sealed his sphere within his
tower and protected it with powerful magic. It awaits discovery there
today, its former master now long dead.

Sages consulted by the PCs offer the following cryptic warning: “Far
up in distant mountains lies the Tower of Crane—master of darkness, lord
of nothingness. Long is the path, and dangerous. Beware, adventurer, for
peril lies both inside and out, both in between and beyond.”

Reaching the Tower

Crane the Sorcerer’s tower rises above the mist-shrouded summit of
a distant mountain embedded within a faraway mountain range. The
surrounding area is wild, and finding the tower is an arduous undertaking;

just reaching this desolate part of the world should require a night or more
of roleplaying. In the Lost Lands campaign setting by Frog God Games,
Crane’s Tower is located among the mysterious Lost Mountains, far across
the Haunted Steppe and standing above thrice-cursed Lake Hali.

The Tower of
Crane the Sorcerer

The Tower of Crane the Sorcerer stands shrouded in a chilling, damp
mist. The cylindrical tower, made of a smooth, dark stone, tapers gradually
from the base to its peak, where it is crowned with three sharp spires of
uneven height. There are no openings of any kind in the dark walls of the
tower.

Some 100 or more feet from the tower is a depression of worked stone,
set into the surrounding earth and accessed by a downward-sloping ramp.
Inside the depression is what appears to be an archway that leads to the
tower’s interior.

The black stone of the tower’s exterior is not native to this plane, but
was imported by Crane’s infernal servants. The tower itself measures over
160 feet tall at the tip of its tallest spire. The walls are almost perfectly
smooth and extraordinarily difficult to scale (requiring a successful DC
30 Str [Athletics] check). The walls of the tower and the floors between
each level are 5 feet thick and have been enhanced with immunity to
spells of any type, except those spells specifically cast by Crane himself.
The stone also proves impervious to any physical weapon or tool with an
enhancement bonus less than +5. Nonmagical weapons or tools striking
the stone forcefully shatter on impact and the wielder suffers damage
equal to a strike from that weapon. Magical weapons and tools of less
than +5 enhancement suffer the same fate if the wielder fails a DC 15 Con
saving throw; if the save succeeds, the magical weapon or tool does not
shatter but the wielder still takes damage as noted above.

A unique magical ward prevents entering or exiting the tower by magic
of any kind; that option is reserved for Crane and those to whom he gave
permission (which, because of his death, can no longer be obtained).
Anyone attempting magical entry into the tower is stricken as per a maze
spell. When freed from the maze, the person reappears on this plane in the
middle of the Poisoned Corridor (see below).

Five levels comprise the tower’s interior—four above ground, the fifth
below. The upper levels contain various living spaces appointed with the
requisite creature comforts. Everything within the tower’s interior lies
shrouded beneath a thick layer of dust. All doors and trapdoors within the
tower are locked and of average make and, unless otherwise noted, have
the same surprisingly pedestrian characteristics detailed below.

Unless noted otherwise, all doors in the tower are made of wood, have
AC 15, and 22 (5d8) hit points. Likewise, locked doors can be opened
with thief’s tools and a successful DC 15 Dex check or broken down with
a successful DC 20 Str (Athletics) check. Whether picking the lock or
forcing the door, a check determines whether a character is capable of the
feat; if the check fails, the door is beyond the character’s power to bash
open or the lock is beyond his or her skill to pick; they can try again only
after gaining a level.

When a secret, locked, or trapped door is followed by a DC in
parentheses [for example, “there is a locked and trapped secret door in the
north wall (DC 13)”], the DC applies to finding a secret of hidden door,
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noticing the trap, disarming the trap, avoiding the trap, and unlocking the
door. It doesn’t apply to breaking down the door; that’s covered by the
preceding paragraph. If the text gives a different DC for a specific task, use
the specific DC. A door is spotted at a glance by a character whose passive
Perception equals or exceeds the door’s DC. Otherwise, searching takes
five to ten minutes and a successful Int (Investigation) check. Opening
a lock always requires thief’s tools; disarming a trap usually does, but
sometimes it can be done just as easily with a sword, a pole, or a hammer
and a few spikes. Inventiveness should always count for more than dice
rolls in these cases.

Woandering Monsters

The tower contains no wandering monsters, because creatures that have
tried to enter died in the poisoned corridor. Local monsters have learned
of the poisoned corridor by hard experience and do not venture near the
tower. Thus, the party can camp within 100 yards of the tower in relative
safety. But don’t tell the players that. Stress the darkness and lack of
vision caused by the cold mists of the mountain top and the eerie shadow
cast by the spires of the tower.

The only threats to a party camped outside the tower are 2 flesh golems,
created long ago by Crane to guard the archway leading to the poisonous
corridor. With Crane’s death, the golems went berserk. They now wander
the surrounding wilderness, though they
3 never stray more than five miles from the
;2 . tower. They can be encountered together
s or individually, and they attack any
creatures they see.

If you prefer to leave this encounter
to fate, then characters have a 10
percent chance (1-2 on 1d20) per

three hours spent near the tower of encountering the golems, plus an
additional 25 percent chance (3-7 on 1d20) of hearing the golems’ distant
(or not-so-distant) shrieks and howls through the mist.

Both golems have an amulet stitched into their flesh bearing the rune
of Crane the Sorcerer. The amulets are not magical, but they prevent the
invisible door’s cloudkill trap from triggering (see below). The amulets
can be seen easily, but they must be cut out of a golem’s flesh after the
creature has been killed.

(Flesh Golem: AC 9, 93 hp; +7 to hit x2, 2d8 + 4 bludgeoning
damage [slam]; has tactical advantage on saving throws
against magic and is immune to any magic that would
alter its form; has tactical disadvantage on attack rolls
and ability checks for 1 round after taking fire damage; is
immune fo lightning damage but instead heals hp equal
to the lightning damage; when reduced to 40 or fewer
hp, has a 1-in-6 chance of going berserk and attacking
the nearest creature, checked at the start of its turn)

Entrance Passage

The stone-lined ramp descends 12 feet to a flat-bottomed depression.
Set into the far wall of this depression is a simple, unadorned archway
approximately 5 feet wide and 8 feet high. The cold, swirling mist collects
at the bottom of this depression. From the top of the slope, shapes can be
seen lying just inside the archway, on the floor of the corridor beyond. Just
inside the archway lie several animal and humanoid skeletons of all sizes.
Debris surrounds them, some of which is typical adventuring equipment
that has long since rotted or rusted. The passageway beyond seems to
be constructed entirely of seamless white stone. The walls are perfectly
smooth and show no chips or tool marks. The corridor stretches beyond
the range of normal vision, sloping downward slightly.

Crane created this corridor using his sphere of annihilation. The
corridor extends 180 feet, but the skeletal remains of birds, animals,
monsters and humans litter the first 60 feet: creatures slain by the poison
of the corridor, as described below. All mundane equipment has long since
rotted or rusted beyond usefulness.

Poisoned Corridor

The citadel’s entrance is the most deadly element of the fortress’ defense
system, which Crane set up to protect his treasures. The floor, walls, and
ceiling of the corridor comprise a magical poison trap. Anyone touching
these surfaces must make a successful DC 15 Con saving throw or become
poisoned and take 2d12 poison damage. A poisoned creature repeats the
saving throw at the end of each of its turns; the condition ends with a

successful save, but a failed save causes another 2d12 poison damage
._- and the poisoning continues.
Any contact with the walls, floor, or ceiling of the corridor
is enough to cause poisoning, no matter how characters try to
insulate themselves against it. The two most obvious ways to
safely travel through the corridor are to fly or be carried
by something that’s immune to poison (when Crane
lived here, he had flesh golems carry guests through the
corridor). Characters might come up with other workable
solutions—but if it involves contacting the corridor, even
through heavy boots or multiple layers of wood, stone, or
lead, then it’s not a solution. Even flying, however, doesn’t
overcome the invisible wall at the end of the corridor.

A careful search of the debris near the entrance turns
up a few interesting items of treasure. Touching the items,
however, triggers the magical poison trap, even if they’re
just pulled with a pole or scooped with a net. They can
be retrieved safely with mage hand and similar magic.
The items include a scroll of hold monster, a potion of
heroism, and a potion of invulnerability.



QUESTS OF DOOM: DEMONS & DEVILS

Crystal Teleportor

_ L_‘ - B

8! @ .
Secret Trap
" Door |

Level 5

~Tower Exterior

TN

Invisible Wall and Door

The bottom end of the passage ends at a stone wall (identical to the other
walls of the corridor) with a mundane-looking wooden door with iron
bindings. Placed 30 feet in front of this wall, however, is an invisible wall of’
stone pierced by a similarly invisible stone door. This wall and door are not
part of the corridor’s poison trap. The invisible wall and door can’t be seen,
but characters might notice the dust, stones, and other debris that have piled up
along the wall’s base over the years; this clue is spotted with a successful DC
18 Wis (Perception) check, assuming characters are watching for such things
in the corridor and not fixated on the visible wall and door farther ahead.

Simply colliding with the invisible barrier isn’t likely to cause any
damage, unless characters were moving at very high speed (most
characters can’t move fast enough under their own power to come close
to the speed of falling, for example). Slamming into the barrier at a full
run or head-first while flying does, however, call for a DC 10 Con saving
throw to avoid being stunned for one round and falling to the floor, which
triggers the corridor’s poison trap.

The door in the wall can be found automatically by anyone who feels
across the wall with his or her hands. The door isn’t locked but it is rigged
with a cloudkill trap—a fact that can be ascertained with a successful
DC 15 Investigation check, made with tactical disadvantage because of
the door’s invisibility. The trap is triggered if the invisible wall or door
are damaged or when the door is opened by someone other than Crane

The Tower of Crane the Sorcerer
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who isn’t wearing his amulet (an amulet can be obtained from either of
the flesh golems). The cloudkill instantly fills the bottom 20 feet of the
corridor in front of the invisible wall, then rolls up the corridor at 10 feet
per round. It reaches the entrance archway in 13 rounds (78 seconds),
clears the corridor four rounds after that, and clears the entire sunken
entryway in another three rounds.

The trap on the invisible door is permanent, resets instantly, and can
be triggered an unlimited number of times. Being magical, it can’t be
disabled mechanically, only dispelled.

Once they get past the invisible door, characters can safely travel the
remaining 30 feet of the corridor to the visible door at the bottom—the
entrance to Level 1 of the tower. This last stretch of corridor is not part
of the corridor’s poison trap. The door is locked, but can be opened with
thief’s tools and a successful DC 15 Dex check.

Tower Level 1

The tower’s basement is a large, circular room 40 feet in diameter.
Set in the center of the room is a spiral, wooden staircase, which leads
to a trapdoor in the ceiling. Barrels and boxes fill the room. A thick
accumulation of dust has settled on the room’s contents. This level contains
various barrels, boxes and preserved foodstuffs stacked neatly along the
walls of the room. A wooden staircase leads up to a locked trapdoor and
Level 2 of the tower. Nothing of value is present here.
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Tower Level 2

This level appears to be a sitting room. Several pieces of beautifully
crafted furniture tastefully appoint the room, which is further accented by
rich tapestries. Again, a layer of dust covers everything. The beautifully-
made furniture can be removed by ambitious adventurers and sold in a
city for 3d6 x 100 gp per piece. The magical fireplace, constructed of
the same stone as the exterior walls, causes perfect combustion, so a fire
produces no smoke. A wooden staircase leads up to a locked trapdoor and
Level 3 of the tower. Nothing else of great value is present here.

Tower Level 3

This level of the tower is Crane’s alchemical workshop. Opened and
stoppered vials, jugs and bottles; pots, bowls, mortars, pestles and crucibles;
many rusted tools, like pliers, scoops and tongs; braziers, censers, candles,
oil lamps and bits of coal; a scale with weights; parchment, quills and
inkpots; and glass piping, brass fittings and support apparatus litter four
tables. Six locked cabinets stand against the walls, lined with shelves.
Materials present in this laboratory would require several wagons to
transport. There are, however, a number of rare, valuable items here, and
the total setup would fetch well over 25,000 gp if sold to a wizard or
alchemist. Another wooden staircase leads up to a locked trapdoor and
Level 4 of the tower.

A secret, locked compartment (DC 12) behind one of the cabinets
hides a locked, trapped safe (DC 15). This safe contains some of Crane’s
money as well as a few potions.

A single check unlocks the safe and disables its trap; if it fails, the safe
remains locked and the poison trap goes off, spraying poison in a 15-foot
cone that does 6d6 acid damage, or half damage with a successful DC 15
Dex check.

Treasure: The safe contains 12,200 gp; six matched 100 gp gems
(aquamarines); potions of greater healing, resistance (cold), and

Alchemical Roulette
Randomly sampling alchemical materials can be very
dangerous. If a PC does so, roll 1d100 with the following results.
1d100 | Result
Deadly poison (6d10 poison damage, or
01-12 half damage with a successful DC 15
Con saving throw).
Imbiber loses all body hair, and fingernails
13-25 and toenails grow 100 times faster than
normal for two weeks.
Imbiber becomes delusional (believing he
26-35 is invisible, can fly, or some other delusion
chosen by the GM) for 2d4 hours.
Mild poison (3dé poison damage, or half
36-50 damage with a successful DC 10 Con
saving throw).
51-80 | No effect.
81-95 Tastes great! Imbiber is immune to fear for
2 hours.
96-99 Imbiber gains 3dé temporary hit points unfil
after their next long or short rest.
00 Imbiber permanently gains an increase of 1
in a randomly-chosen ability score

diminution; oil of slipperiness; and an unfamiliar black talisman with a
delicate chain of pure adamantine.

This talisman, a ruby-eyed, silver-tongued dragon twined around a ball,
weighs four ounces and is exquisitely crafted of stone similar to that of
the tower’s exterior. It could be sold for as much as 1,000 gp. It detects
faintly as magical but does not reveal its true nature until the party reaches
Room N of the dungeon. It is a talisman of the sphere, which characters
will find very useful when trying to control the sphere of annihilation. In
addition, this falisman is the key to freeing the sphere from the forcecage
that contains it.

Tower Level 4

This room appears to be Crane’s bedroom, and it is lavishly furnished
with tapestries, silk curtains and incense burners. The curtains around
the canopied bed have been drawn back, revealing a beautiful woman
of about 25 years, clothed in a fine red, silken robe, nestled amid the
bedclothes. Pots of strange plants rest on tables around the room, filling
the space with strange and exotic fragrances. Well-tended pots of blue
lotus flowers clutter every table surface. Pollen from these flowers
permeates the room, and any sudden or violent movement or disturbance
stirs up a pollen cloud.

The beautiful woman is in reality a polymorphed erinyes. She answers
to Melissa (her real name is Vaa’rankariziaalia). Melissa, once Crane’s
consort, was summoned to this plane and bound to this room by Crane.
She cannot leave the room. Her beauty is flawless, and she is friendly if
approached.

Hearing the approach of the PCs, Melissa disturbed the blue lotus
flowers, filling the entire room with their narcotic pollen (which she is
immune to); all characters entering the room are subject to its effect.
Melissa engages the party in a dialogue, biding time until the pollen
takes effect. She rises from the bed and pretends to tend the potted plants
as she speaks to the party, releasing more clouds of blue lotus pollen
every round.

All characters entering the level must make a saving throw against
the blue lotus poison. Since veteran players should be immediately
suspicious of the “trapped maiden” gag, this can be a tricky encounter
to run. It’s unlikely that characters will have any means of detecting

Blue Lotus

Creatures exposed to blue lotus toxin must make successful DC
16 Con saving throws or suffer hallucinations lasting 2d6 rounds.
Roll 1d4 to determine the nature of the hallucination.

Roll | Hallucination

1 The character sees a party member as a
devil who intends to kill them all.

The character is filled with lust for the person

nearest to him or her. If the target of this
2 desire spurns their sudden advances, the
hallucinating character goes berserk and
attacks.

The character is filled with despair and is
stunned while under the influence of the
lotus gas. They curl up in a ball on the floor,
hug themselves, and cry.

The character goes into a franquil france

lasting 1d4 + 1 hours. The individual sits on
4 the floor and sees incomprehensible visions
of things going on in the tower as they did
before Crane disappeared.
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real alignment, but if they do, Melissa reads as Lawful Neutral, thanks
to Crane’s magic. Second, players are much less likely to immediately
attack and kill an NPC who is interesting. Don’t fall back on the
“helpless, seductive woman lying on a bed” stereotype. Though Melissa
is beautiful, she is fully clothed and neither flirting nor vamping with
the party. Instead, play her as pissed off when characters barge into
her chamber. Think Princess Leia, not Mata Hari. She might voice her
doubts about the party’s power or competence: “Oh great. A group of
adventurers finally gets past the poison corridor, and this is it. Dumb
luck, judging by the looks of you. I think I’d rather spend the rest of my
life trapped here than let you get me killed in a hare-brained escape.”
She may even aggressively grab one of the PCs, saying “I need you to
free me from this place!”

She tells the party that she is Crane’s consort and that he extended
her life with magic, but she hasn’t seen him for more years than she can
count. She explains that she was a rival sorceress who lost a
magical duel to Crane, and his prize was her servitude.
Now that Crane is dead, her debt has been met,
and she demands that the party free her from
captivity.

Of course, Melissa is just biding her
time until the hallucinations begin.
After one minute of real time, the
fun starts. Melissa, familiar with
the onset of the pollen-caused
hallucinations—having seen
Crane’s reaction many times—
knows which PCs have been
affected.

(Melissa [Erinyes]: AC
18, 153 hp; +8 to hit
x3, 1d10 + 4 slashing
damage plus 3d8
poison damage
[longsword]; +8 to hit
x3, range 150 ft./600 ft.,
1d8 + 3 piercing damage
plus 3d8 poison damage
and the target must make
a successful DC 14 Con
saving throw or be poisoned
[longbow]; poisoning can be
ended only by magic; as a reaction,
can increase AC by 4 against a melee
attack; has tactical advantage on saving
throws against magic)

Treasure: Melissa wears a collar of finest gold and rubies worth
11,000 gp, but whoever possesses it will be visited by a barbazu in one
month’s time, at night, while asleep and helpless. Otherwise, the bedroom
furnishings are worth over 3,000 gp if transported and sold.

This room contains no stairs. A secret trapdoor (DC 15) in the ceiling,
8 feet above the floor, leads to Level 5 of the tower.

Tower Level §

The walls of the tower’s top level slope inward to meet at a pinnacle,
creating a pyramid-shaped room. In the north wall, a trapped secret
door (DC 14) opens into a 5-foot-by-5-foot room with a glowing crystal
archway on the back wall. Opening the secret door without disabling the
trap sucks all the air from Level 5, turning it into vacuum, and triggers
an arcane lock (DC 25 to force open) on the trapdoor back to Level 4.
Everyone in the chamber begins suffocating.

The crystal archway at the back of the secret compartment is a two-way
portal that feleports anyone entering it to the dungeon of Crane. Those
passing through this portal emerge through a similar portal in Room A of
the dungeon.

DEMONS & DEVILS
The Dungeon of
Crane the Sorcerer

To protect his sphere of annihilation, Crane hid it in a magically sealed
chamber (Room N), to which he bound three devils as guards. Opening
the seal to this chamber requires a fully assembled medallion, the four
pieces of which Crane hid among the trapped and construct-populated
corridors of his dungeon. No other way of opening the sealed chamber
will succeed.

There are no wandering monsters in Crane’s dungeon.

Entering the Central
Chamber

Crane dispersed the medallion’s
four parts throughout the dungeon,
thus securing the central chamber’s
integrity  against  intrusion—

however unlikely the possibility.

Fitting together tightly, the four

pieces form a 10-inch-high

flaming-sun-shaped medallion.

Each magically sealed door

to the central chamber bears

an indentation into which

the assembled medallion fits

perfectly. Arcane runes on

the medallion give a magical

phrase that must be spoken

aloud to activate the medallion,

causing it to glow with a blue

light. This glow lasts 90 seconds,

during which time the medallion

must be placed in the door. The

runes can be deciphered quickly with

a successful DC 20 Int (Arcana) check;

otherwise, any character with training in

Arcana can translate them with an hour of
study.

If a medallion is placed in a door when it’s not

glowing (either the magical phrase wasn’t spoken or the 90

seconds elapsed), the character holding the medallion takes 6d6 force

damage.

Three doors leading to Room N are false doors (those from Rooms
E, I, and J); placing the medallion into one of these doors also causes
6d6 force damage, even if characters observed the proper procedure. Only
the door from Room L opens into the central chamber. If the medallion
is used correctly on that door, the glowing blue light engulfs the entire
door, and it opens. The medallion can be activated twice, but after the
second activation, it doesn’t respond to the magical phrase again until it
has “rested” for 12 hours.

The central chamber’s walls and associated doors, like those of the
tower’s exterior, are immune to spells and to weapons and tools of less
than +5 enhancement. The only way to enter Room N is by placing the
assembled medallion into the one, true door.

A. The Door Below

A magically sealed stone door, runes scratched across its surface, looms
before the PCs. It is sealed with an arcane lock which can be defeated
magically. Alternatively, tracing the runes on the door with a finger causes
the runes to glow brightly, unlocking the door.
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. 6]; gains temporary hp equal fo acid damage; has tactical
B. Guard]_ans at the Gate advantage on saving throws against magic and is immune
to any effect that would alfer its form; when reduced to 60 or
Beyond the locked door is a corridor leading into an irregularly- fewer hp, the golem attacks the nearest creature it can see)

shaped room, its walls and floor constructed of red-veined, white marble.

Dominating the room are two awe-inspiring statues of large cats, sculpted

from black stone. The southern and southwestern walls feature doors. If Co ThC SWOTd ROOm

either unlocked door is opened, the 2 statues come to life as 2 clay golems

and attack until slain, at which time they become statues again. The statues A brightly-glowing animated flying sword of wounding floats in

pursue the PCs if they run, though the statues cannot open doors. midair in this room, which is carved entirely from black stone. The sword
immediately attacks anyone entering the room. It can’t leave the room

(Clay Golem: AC 14, 133 hp; +8 to hit x2, 2d10 + 5 bludgeoning while animated. This animated object is identical to a normal flying sword
damage and the target creature must make a successful DC  but for its wounding property. As with any flying weapon, by the time it’s

15 Con saving throw or its maximum hp are reduced by the reduced to 0 hit points, it’s destroyed.

same amount [slam]; as an action, the golem can gain +2 A 10-foot-by-10-foot pressure plate at the room’s center activates a
AC, tactical advantage on Dex saves, and can aftack as a poison gas trap (DC 13).

bonus action until the end of its next turn [haste, recharge 5, A secret door (DC 12) on the east wall leads to Room D.
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(Flying Sword of Wounding: AC 17, 17 hp; +3 to hit, 1d8 + 1
slashing damage [longsword]; damage from this weapon
can be regained only by resting; the sword becomes
unconscious for 1 minute if it fails a Con saving throw
against dispel magic)

D. The Statue Room

Two minotaur statues, 10 feet apart, occupy this room. A 5-foot-
diameter circle of red stones surrounds each statue. The south door
features glowing runes. The west wall also contains a door. Both doors
have intricate locks (DC 18). The minotaurs are just what they appear to
be: statues. The glowing runes read “Hall of Pools,” if someone translates
them with a successful DC 14 Int (Arcana) check.

E. Gone Forever

In the center of the corridor, an apparently bottomless pit trap plunges
PCs down a chute linked to the astral plane. Magic has no effect after the
100-foot mark—meaning characters have only a few seconds to react.
If a player takes more than about five seconds to decide what a falling
character does, that character has already fallen too far and risks being lost
forever on the Astral Plane. Rescuing people thusly trapped requires plane
travel abilities. A secret door (DC 15) past the pit leads to Room F. The
door at the corridor’s west end is a false door to Room N; the medallion
won’t open it, and the person who puts the medallion into the depression
takes 6d6 force damage.

F. The Big, Mean Golem

Large iron statues, fully 10 feet tall and shaped as warriors, line this room
on all sides, surrounding a raised dais in the center. Upon the dais rests a
rune-encrusted golden triangle, intricately carved, its center accented with a
jewel. The golden triangle is the first piece of Crane’s medallion.

A single flesh golem, standing near the east entrance, guards against
the piece’s theft. The amulet piece is trapped with a lightning bolt trap.
Touching either the amulet or the dais triggers the trap, which does 5d6
lightning damage to everyone in the chamber, or half damage with a
successful DC 14 Dex saving throw. The lightning bolt trap can be spotted
with a successful DC 14 Int (Arcana) check, but it can’t disabled, only
dispelled.

(Flesh Golem: AC 9, 93 hp; +7 to hit x2, 2d8 + 4 bludgeoning
damage [slam]; has tactical advantage on saving throws
against magic and is immune to any magic that would
alter its form; has tactical disadvantage on attack rolls
and ability checks for 1 round after taking fire damage; is
immune fo lightning damage but instead heals hp equal
to the lightning damage; when reduced to 40 or fewer
hp, has a 1-in-6 chance of going berserk and attacking
the nearest creature, checked at the start of its turn)

Tactics: When the golem has taken more than 20 damage, it touches the
dais and triggers the lightning bolt trap to heal itself. The golem is facing
the eastern hallway; characters sneaking into the chamber through the
secret door from Room E might be able to grab the medallion (triggering
the trap) and get out before the golem can attack. It won’t chase characters
beyond this chamber.

Q. Corridor of the Red Madness

When characters penetrate the paltry lock (DC 10) of the simple
wooden door to this corridor, they enter a zigzagging hallway with walls
and ceiling composed of a red, spongy material. Small holes in the red
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matter emit curling wisps of pale red gas every time a surface is touched
or subjected to vibration. The walls are so sensitive that even loud speech
causes the material to pump out vision-obscuring quantities of this
dreadful gas.

Inhaling the gas has a single, terrible consequence: insanity! Characters
who breathe in this hallway must make a successful DC 16 Con saving
throw or be driven insane. Those who are affected grasp their heads, fall
to their knees, and begin screaming endlessly (characters are stunned for
the duration of the madness). The victim’s skin takes on a red tinge. The
madness lasts 1d10 hours, but if the result is 10, it’s permanent until cured
by greater restoration or comparable magic.

H. Hall of Pools

This long chamber is dotted every few yards with pools of bubbling,
blue-green liquid. A huge set of double doors at the hall’s far end
seemingly bleeds this liquid; it drains into the various pools through a
series of channels carved in the floor. Strange writing and a bas-relief
carving of a scepter, covered in gold leaf with small ruby chips simulating
dripping blood, ornament the door. A hollow sconce, next to the bas-relief
scepter, appears large enough to receive an object of a size similar to the
bas-relief scepter. The doors are sealed by a wish, making them effectively
impossible to open unless characters can cast dispel magic as a 9th-level
spell.

Writing in Celestial decorating the door states, “None shall pass till the
curse of the earth god is lifted.”

While the liquid’s surface ripples only an inch or so below the level
of the floor, the pools themselves measure over 8 feet deep. This strange
liquid actually constitutes some odd form of Earthpower, welling up from
the depths. Any mortal touching so much as drop of this potent fluid must
make a DC 18 Con saving throw. If the saving throw fails, the character
falls unconscious for 1d6 days. If the save succeeds, the character
is poisoned and they find it difficult to walk (everywhere is treated as
difficult terrain) for one hour.

A golden scepter lies at the bottom of the westernmost pool, 8 feet
below the surface. It can be seen—barely—through the translucent liquid.
If the scepter is fished out, placing it into the sconce beside the bas-relief
carving opens the western doors. The scepter then vanishes, returning to
its resting place at the bottom of the pool. The scepter has no other power
or function.

I. The Pit

Centered in the room is a 15-foot-square pit surrounded by a stone lip
that rises about 1 foot above floor level. The pit is covered by an immense,
single sheet of leather that’s pulled taut and lashed down securely.
Although the leather is astounding for its size, it’s nothing more than it
appears. There are no traps, magical or otherwise. Characters can easily
loosen the straps that hold the leather in place and uncover the 5-foot-
deep pit. It’s apparently empty, but there’s a secret, locked trapdoor (DC
14) at the bottom; opening it reveals a 2-foot-long mahogany box with
beautifully detailed carvings covering its entire surface. Within the small
casket is hidden the second piece of Crane’s medallion.

The north wall’s unlocked door leads to one of the false doors to Room
N. The medallion won’t open it, and the person who puts the medallion
into the depression takes 6d6 force damage.

J. Seven Years’ Bad Luck

When characters open the door from Room B, they hear the tinkling and
jangling of glass, as though the room beyond were full of wind chimes.
Multiple shiny objects reflect light back to the PCs, like a room full of
twinkling stars. Dangling from the ceiling by long strands of thread are
thousands of shards of glass—as though a huge mirror had been broken and
its remnants hung in this manner. From the ceiling 15 feet above, the shards
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dangle to every level of the room, to just about 2 feet above the floor.

If a shard is broken, it shatters violently, producing a tiny shockwave
and a thin wisp of acrid smoke. The tiny shockwave causes nearby shards
to explode, which sets off a chain reaction through the entire room. The
explosions are too small to cause any damage to characters, but the smoke
is dangerous. Everyone in the chamber when the shards detonate must
make a DC 14 Con saving throw; those who fail are blinded for 2d4 days,
while those who succeed are blinded for 2d4 minutes. The blindness can
be removed by greater restoration.

The shards are very fragile and easily broken; just bumping into one can
shatter it. Characters who walk through the room must make a successful DC
13 Dex (Acrobatics) check to avoid bumping into any shards with enough
force to set them off. Small characters get tactical advantage on this check.
The only safe way to move through the room is to drop to the floor and crawl.

There is a secret door in the ceiling. Spotting it takes a successful DC
20 Wis (Perception) check while the shards are present, but the DC drops
to 15 if the shards have been detonated. The door opens up into a small
chamber where a silver pedestal supports a red crystal staff. Characters
can use the staff to form a crystal bridge in Room M. An image of a bridge
spanning a river is inscribed on the staff.

A corridor behind the pedestal heads southwest. This corridor leads to
one of Room N’s false doors; the medallion won’t open it, and the person
who puts the medallion into the depression takes 6d6 force damage.

K. Final Guardians

Daggers, swords, and shards of metal lie piled in the room’s center. PCs can
feel a slight breeze blowing from Room K toward Room J. As they enter, the
breeze stiffens and a whirlwind forms, lifting the metal shards and weapons
from the pile and setting them spinning through the air. Two humanoid
creatures draped in cruel, barbed chains advance through the wind.

Crane called forth these, his final guardians—2 chain devils— to
protect the entrance to the strange Earthpower cavern (Room M). These
creatures will not leave the room.

A secret door (DC 16) leads to the north. The southwestern door, made
of iron, is locked and trapped with a poison needle (DC 14). The poison
does 2d6 poison damage and causes paralysis for a number of minutes
equal to the damage, or half damage and no paralysis with a successful
DC 14 Con saving throw.

(Chain Devil: AC 16, 85 hp; *8 to hit x2, reach 10 ft., 2dé
+ 4 slashing damage and the target is grappled and
restrained[chain]; only one target can be grappled at a
time; a grappled creature takes 2dé piercing damage
at the start of its turns; 1/day, can animate up to 4 chains
with AC 20, 20 hp, to make additional chain attacks;
as a reaction at the start of another creature’s turn, the
creature must make a successful DC 14 Wis saving throw
or be frightened by an illusion of a loved one until the end
of its turn [unnerving mask]; has tactical advantage on
saving throws against magic)

L. Central Chamber
Entrance Hallway

Mirrors line the walls from floor to ceiling along the corridor, but the
view they offer is strangely distorted. A large rune-etched door marks the
hallway’s far end. At the corridor’s 30-foot mark, a mirror of life trapping
is affixed to the ceiling. A successful DC 15 Con saving throw is needed to
avoid the effects of the mirror. Shattering the mirror from the outside releases
everything trapped inside. Crane imprisoned a black pudding, 2 wraiths, a
wizard named Meldeth, and a poisoned and severely wounded wizard
named Toth A’karon in it before placing it here. No one knows how Crane
ensnared the wraiths, as undead cannot normally be trapped by such an item.
(If characters are in especially bad shape at this point, you might take pity on

them and consider leaving the 2nd wraith out of the encounter. Or not.)

The pudding, wraiths, and Meldeth attack immediately when they’re
released from the mirror. Toth A’Karon is stunned from the poison in his
veins and dies within a few minutes of being released. He survives just
long enough to pass characters the third piece of Crane’s medallion and
whisper a fragmentary clue about its use.

The command word for the mirror is Seriwog.

(Black Pudding: AC 7, 85 hp; +5 to hit, 1dé + 3 bludgeoning
damage plus 4d8 acid damage and the AC of
nonmagical armor is reduced by 1 [pseudopod];
attackers within 5 ft. fake 1d8 acid damage when they hit
the black pudding with a melee attack, and nonmagical
weapons of metal or wood take a cumulative -1 penalty
to damage; lightning or slashing damage cause the black
pudding to split in half)

(Wraith: AC 13, 67 hp; +6 fo hit, 4d8 + 3 necrotic damage
and the farget must make a successful DC 14 Con
saving throw or its maximum hp are reduced by the
same amount [life drain]; as an action, can reanimate a
creature slain within 1 minute, within 10 ft. as a specter;
can move through solid objects and other creatures as
if they were difficult terrain but takes 5 force damage if it
ends its furn in a solid object)

(Meldeth [Mage]: AC 12, 40 hp; +5 to hit, 1d4 + 2 piercing
damage; spell attack +6, save DC 14; prepares
the following spells: [at will] fire bolt, mage hand,
prestidigitation; [1st level, x4] detect magic, mage armor,
magic missile, shield; [2nd level, x3] misty step, suggestion;
[3rd level, x3] counterspell, fireball, fly; [4th level, x3]
greater invisibility, ice storm; [5th level, x1] cone of cold)

Once the PCs assemble all the parts of Crane’s medallion, they can
open the door to Room N.

M. Earthpower Cavern

The secret door leads to a small cavern through which flows a stream of
weird, shimmering blue-green liquid. Across the river towers a huge statue
of a 20-armed man with a sword in each hand; inscribed onn his chest is a
rune symbolizing a long-forgotten Lawful Good earth diety of battle called
Mocham. In front of the statue is a 20-foot-diameter pool of red liquid.

Crane discovered this natural cavern while carving out his dungeon. This
cavern, linked to a now-unknown earth god, was once sacred to clerics of
that sect. The river that winds through this cavern is 2 feet deep and can be
crossed easily (though at great cost). It radiates a strange antimagic effect;
no magic functions within 20 feet of either bank. Spellcasters innately
notice this antimagic aura. The red crystal staff, found in the secret
chamber above Room J, forms a crystal bridge fording the river if waved
over the liquid. The staff is the only magic item immune to the liquid’s
antimagic power. The liquid loses this antimagic ability when removed
from the stream. Characters crossing the river by any means other than the
red crystal bridge have all ongoing magic effects ended, and all of their
magic items fail to function while within 20 feet of the stream.

The giant statue—natural rock carved into the form of a 20-armed man—
bears the weight of the ages upon his brow. Its expression inspires knee-
bending humility, sadness, and awe. At the monolith’s feet is a 2-foot-deep
bowl of opaque, dark-red-brown liquid that is very poisonous; simply touching
it causes 6d4 poison damage, or half damage with a successful DC 18 Con
saving throw. The poison loses its potency outside this sacred chamber.

Any characters moving to within 10 feet of the monolith notice that the
statue’s eyes quickly pulse with blue light. If the warning is not heeded
(the character doesn’t back away within three seconds), the statue fires
two eldritch blasts at the floor between the transgressor’s feet. Should the
character persist, the statue fires directly at them (+8 to hit x2, 1d10 force
damage) once every three rounds. Good-aligned clerics can approach the
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statue without being attacked.

The fourth piece of Crane’s medallion lies hidden in the pool of
poison. Fishing the piece of the medallion out with a physical tool requires
a successful DC 20 Dex check, making one attempt per round.

N. Central Chamber

When the medallion is properly inserted in the door, the door ignites with
searing blue light; its shape alters, becoming a misty archway. The archway

E reeks with the stench of sulfur and brimstone.
|

The room beyond is carved from living
rock. Smoke and haze fill the room,
making the whole area lightly obscured.

In the southern half of the room is

a glowing cube.
Three figures

in  black

T
2P 12 Wis (Medicine) check or it receives magical healing

DEMONS & DEVILS

robes stand near it: 2 bearded devils and a Large horned devil called Ignus.
When they see the PCs, one of the Medium figures approaches cautiously.
When it gets within 20 feet, it shouts, “These are not our master!” All three
then throw off their cloaks, revealing their true forms.

Crane bound these three devils to this room to guard his sphere of
annihilation. Ordered to destroy all who enter the room but Crane, they
neither negotiate nor bargain. A bearded devil targeted by a banishment spell
or similar magic doesn’t resist with a saving throw, and the spell’s duration
is permanent; they’re happy to be freed from Crane’s interminable service.

Because of the magically burning brimstone, everything in this chamber
is lightly obscured. Furthermore, living characters can become fatigued from
breathing the toxic, sulfurous fumes. During rounds of combat, every living
character (the devils are immune) must make a successful DC 10 Con saving
throw at the start of its turn or gain one level of exhaustion. Resistances and
immunities to poison apply. Every die of magical healing received removes one
level of exhaustion also, and a character can remove one level by spending an
action controlling his or her breathing and clearing their lungs. When there’s no
fighting going on, characters need to make the saving throw once per minute.

These devils are smart and cruel, but like all horned devils, Ignus enjoys
bullying weaker creatures more than fighting adventurers who might be
his equal in combat. If characters manage to gain the upper hand quickly,
Ignus can try to summon another horned devil (30% chance). All of the
devils prefer to gang up on one enemy until that creature is out of the fight.
The devils make no attempt to use the sphere of annihilation.

The Sphere: Hovering in the center of the room, 10 feet above the floor,
is a permanent forcecage containing Crane’s sphere of annihilation—a two-
foot-wide ball of absolute nothingness. The forcecage can be destroyed with
a wish or similar magic more powerful than dispel magic. The forcecage
doesn’t need to be destroyed, however, because it can’t actually contain
the sphere; the cage just keeps everything else away from the sphere. Any
character within 60 feet of the sphere can try to command it by making a

DC 25 Int (Arcana) check (and if the character is holding the talisman of’

"y the sphere from Tower Level 3’s hidden safe, their Arcana proficiency

bonus is doubled when making this check). Success lets the character

: .»  mentally move the levitating sphere 5 feet x their Int modifier

(minimum 5 feet). Failure causes the sphere to drift 10 feet toward
the character. Being essentially nothing incarnate, the sphere passes
through the matterless forcecage as if the cage wasn’t there.
Obviously, the sphere can be a terrific weapon against the
devils, who fear it greatly. Any creature that touches it or is
touched by it must make a successful DC 13 Dex saving throw
or take 4d10 force damage. Owning such a thing, on the other
hand, can be problematic, but characters are sure to try.
The chamber contains no other treasure.

(Ignus [Horned Devil]: AC 18, 178 hp; attacks twice
with fork and once with tail, and can substitute hurl
flame for any one attack; +10 to hit x2, 2d8 + 6 piercing
damage [fork]; +10 to hit, 1d8 + 6 piercing damage
and target creature must make a successful DC 17
Con saving throw or fake another 3dé damage at
the start of its turns until it or an ally spends an action
fo make a successful DC 12 Wis (Medicine) check
or it receives magical healing [fail]; +7 to hit, range
150 ft., 4dé fire damage [hurl lame]; has tactical
advanftage on saving throws against magic)

(Bearded Devil: AC 13, 52 hp; attacks with beard and
glaive; +5 to hit, 1d8 + 2 piercing damage and the
target must make a successful DC 12 Con saving throw
or be poisoned for 1 minute [beard]; poisoning ends with
a successful save atf the end of the creature’s turns; +5

fo hit, reach 10 ft., 1d10 + 3 slashing damage and target
creature must make a successful DC 12 Con saving throw
or take another 1d10 damage at the start of its turns untfil
it or an ally spends an action to make a successful DC

[glaive]; has tactical advantage on saving throws against
magic; can't be frightened while allies are within 30 ft.)
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QUESTS OF DOOM: GIANTS & DRAGONS

The Dead from Above

By fMlichael Eueis

Dead from Above is intended for use with four to six player characters
of levels 6 to 8. It will likely take two game sessions to complete. The
adventure is set in (and above) a hilly region at the outskirts of civilization,
presumably one near the base of a mountain chain. With a little work,
the GM can place Dead from Above wherever he or she desires in the
campaign world.

Background

For centuries the forbidding western mountains were the demesne of the
Stormbreaker Clan, a family of evil cloud giants. These giants long ago
turned their backs on the path of righteousness and embraced the worship
of the evil god Drahltuz, practicing dread arts and conducting foul rites in
his honor. Despite their wicked ways, the Stormbreakers seldom troubled
those dwelling outside the mountain region. They were content to remain
in their high aeries and hold dominion over the lesser races that dwelled
among the peaks.

In recent decades, however, the boundaries of mankind pushed
closer to the mountains as civilization continued its march into
the frontier. Many small villages arose in the foothills of the
mountains, their growth spurred by discoveries of veins of precious
ore and other resources. The Stormbreakers see this incursion into
their ancient holdings as an infestation of lesser vermin that needs
exterminating.

The cloud giants banded together to work an act of black magic and
blasphemous ritual. First, they scoured the jagged mountains for the
hidden burying grounds of their giant kin and great wyrms, prying the
yellowed bones of dead titans from the earth and carting them back
to their high peaks. The Stormbreakers called upon a long-forgotten
ritual to tear the top from a mountain, transforming it into a floating
island adrift on the winds. The collected bones were then used to build
a mighty citadel on the broken peak, formed into a gleaming structure
the giant necromancers dubbed “the Ossuary.” This magical holdfast
would serve as their engine of vengeance against the encroaching
wave of mankind.

The Stormbreakers stocked the floating keep with the supplies their
campaign required: rotting corpses of giants and dragons plundered from
the secret cemeteries; reagents and concoctions of darkest magic; and as
many of their blasphemous kin as the Ossuary would hold. They then
departed from the mountains, drifting down over the lands of mankind
with hatred in their eyes.

The first villages had no inkling of the doom that awaited them. As the
residents went about their business, the sun was suddenly blocked out by
the floating Ossuary. The villagers watched in horror as giant zombies,
the animated remains of the bodies unearthed in the graveyards, were
dropped down upon their settlement, where they destroyed buildings and
murdered the inhabitants. The Stormbreakers’ chosen means of conveying
their message that humanity was not welcome in the mountains was
terrifyingly effective.

The giant necromancers are continuing their campaign of bombardment
and destruction, intent on driving every last human out of the hills.
Word of the attacks is spreading out of the hills and measures are being
implemented to stop this terror before every town and village in the
kingdom suffers from its predation. It is at this point that the adventurers
become embroiled in the scheme to end the Stormbreakers’ war on
humankind.

Starting the Adventure

The GM can introduce Dead from Above in one of two ways. The first is
to have the party approached by local authorities to deal with the problem.
This gives the characters a chance to prepare and plan their course of
action. The second method is to thrust the adventure on them without
warning, dropping the adventure—literally—onto the party! This section
covers both possibilities.

Method 1: Hired Troubleshooters

This method works well if the characters are established adventurers
in the region and have a reputation for thwarting evil. If they’ve done
contract adventuring for local authority figures, so much the better.

The party is approached by a representative of the local ruler who
informs them that a terrible evil is destroying the kingdom’s holdings in
the mountains. The potentate is hiring brave adventurers to root out and
destroy this evil before the death toll grows larger. In return, the ruler is
offering a reward of 1,000 gp in gemstones (or other appropriate payment
as the GM sees fit).

The agent knows the following information and freely presents it to
the party:

1. A floating keep fashioned from bones and constructed in the shape
of a rough humanoid skull has appeared over outlying villages in the past
week. Wherever it appears, it brings destruction and terror.

2. The occupants of the bony fortress have never been seen, but their
attacks are terrifying and effective. Animated undead in the form of giant
zombies and skeletal dragons are launched from the aerial holdfast onto the
settlements below. These animated undead cause wholesale destruction,
both by landing atop buildings and by tearing apart the villages’ buildings
and inhabitants.

3. Adding insult to injury, a flight of wyverns appears to be following
the floating fortress like scavengers, feasting upon the dead and dying left
in the wake of the attacks. It’s not known whether they’re allied with the
fortresses’s inhabitants or just taking tactical advantage of an opportunity.

4. The fortress has never been seen to touch down on the ground,
making it impossible to lay siege to. Daring adventurers are needed to
infiltrate the keep, identify who is responsible for the attacks, and end the
threat before more lives are lost and more villages are destroyed.

If the party has its own means of flying (spells, magical items, etc.),
the characters should be able to begin the adventure without difficulty,
traveling to the western foothills and seeking out the Ossuary. Proceed to
“The Wyvern Attack” below.

If the characters lack the means to take to the air, the local ruler can
assist them. The potentate possesses a small flight of griffons, complete
with trained handlers. The ruler will loan the use of his flying mounts,
along with their guides, to the party to aid their search and assault on the
aerial fortress. He stresses that the mounts and their handlers will only
help locate the holdfast and land the party on it, but will not engage in
battle other than in self-defense. Once the characters are in place, the
griffons are to retreat to a safe distance until the party calls them back
with a prearranged signal. The flying mounts are too valuable to risk in
battle and, should the party fail, they’ll be needed for subsequent attacks
on the keep.

56



THE DEAD FROM ABOVE

Method 2: The Call to
Adventure Comes from Above

This option plunges the party directly into the events of the adventure
without warning, forcing them to think fast and respond to an unexpected
threat. It also provides a way to get a party without the means of magical
flight up to the Ossuary to complete the adventure. Although this method
is the author’s preferred means of starting Dead from Above, some gaming
groups respond poorly to being dragged into an adventure this way. You
must determine how your players would react to this sudden immersion in
events and whether it’s right for your group.

The adventure begins while the party is engaged in mundane business
in a small village in a hilly region along the border of civilization. The
adventurers might be resting overnight as part of a prolonged journey or
have arrived at the village for other reasons (seeking out the services of
a local weaponsmith, sage, wizard, etc., or they might be following up
rumors of a lost dungeon in the hills). It’s ideal if you can seed rumors
about recent attacks on nearby villages into whatever adventure the
characters were on just prior to this one, but that isn’t strictly necessary to
begin the adventure. At some point during the day while the characters are
inside a building, the Ossuary drifts over the village, having chosen it as
the next target in its campaign of evil. Read the following:

A tremendous crash echoes from outside, accompanied by an
earth-shaking tremor and the sound of screams. A moment later,
the foul scent of decomposition and death washes over you. You
see villagers rush past the open doorway, obviously fleeing for
their lives.

As you emerge outside, you are confronted by a startling
vista. A building lies in ruins, a tangle of shattered timbers and
scattered thatching. Rising from the ruin is the walking, rotted
corpse of a dead giant. The massive zombie has many broken
bones, and cracked rafters protrude from its putrefying flesh. The
creature must have plummeted from above!

Looking skyward, you see other horrors overhead. The skeletal
form of a dragon swoops about on tattered wings, its eyes
burning like corpse candles. A network of glowing strands are
interlaced throughout its bony form, twitching and vibrating as
it soars above you. Floating directly above the village is what
appears to be the top of a mountain, somehow sheared off its
base and set adrift. A building fashioned from titanic bones rests
atop the stony platform. As you watch, another immense figure
steps from the edge of the drifting stone and plummets to earth,
smashing a second building to flinders.

The village is in chaos as residents flee in terror. The shock and awe of
undead giants dropping atop them breaks their morale, and even the few
armed militia panic and run. The heroes find themselves alone, facing
three undead threats.

The first stone giant zombie strides toward the party to attack while the
skeletal dragon swoops down on them. The second stone giant zombie
smashes into the ground, and it takes two rounds for the corpse to climb to
its feet and extract itself from the wreckage of the building.

(Stone Giant Zombie: AC 8, 29 hps; +8 to hit, 2d8 + 6
bludgeoning damage)

(Skeletal Red Dragon: AC 12, 75 hps; +8 to hit, 3d10 + 6
piercing damage AND +6 o hit x2, 2d8 + 6 slashing
damage)

The stone giants have only one-half their normal hit points because the
damage suffered in their drop from the floating citadel. All three undead
attack until destroyed. As the combat rages, the Ossuary slowly flies off,

its objective completed. When the skeletal dragon is reduced to zero hit
points, it collapses, its bony body emitting a pulsating, greenish glow for
several minutes.

Reaching the Ossuary

Once the battle is over, villagers return to the hamlet, praising the party
for their valor. If the party is unaware of the recent attacks, the villagers
inform them that this assault was just the latest in a series of similar abrupt
bombardments of settlements in the area and that the local ruler is offering
a 1,000 gp reward to whoever ends the attacks. The locals know all the
details of the attacks as documented in Method 1 above. This should
inspire the party to investigate the Ossuary and stop its menace, but if not,
the villagers plead with the characters to take the fight to the strange keep
and avenge the deaths of the locals who died in the attack.

If the adventurers lack a means of flying in pursuit of the Ossuary, one
possibility lies nearby. If characters investigate the still-glowing form
of the battered but still relatively intact dragon, they discover the web
of control veins laced through its body. If characters avoid the dragon
or simply ignore it, some of the village children climb onto it and their
curiosity impels them to start yanking cords, making the dragon’s form
respond to their plucking.

Aloft on Dead Wings

An examination of the skeletal dragon reveals a network of long,
veinlike cables running throughout the interior of the dragon. This web
of cables extends from the skull to the wings, legs, and tail, forming a
skein of thick cords. The veins glow softly with a corpselike green color.
Pulling on one of the veins causes the great skeletal beast to shudder as it
responds to the tugging. One cord causes its wing to unfurl, another tucks
in a skeletal leg, etc. A successful DC 10 Wis (Medicine) roll identifies
which veins connect to what portion of the dragon. A successful DC 10
Int (Arcana) check suggests that, if two heroes worked in concert, it’d be
possible to make the skeletal dragon take flight once more—perhaps a
useful way to pursue a certain drifting Ossuary!

With about an hour’s worth of trial and error, two or more adventurers
can get the dragon aloft, but it quickly becomes apparent that the magic
holding the dragon together and empowering the vein network is slowly
failing. A successful DC 15 Int (Arcana) check estimates the dragon has
less than a day remaining in its useful life. If the party wishes to pursue the
Ossuary, they need to go now.

So long as one or more characters succeeds in the Wis (Medicine) check
and two heroes spend an hour practicing getting the dragon to fly, the
skeletal craft takes to the air without problem, and can pursue the Ossuary.

The Wyvern Attack

Regardless of which method you use to introduce the adventure, the
characters should ultimately close in on the Ossuary’s location. If the
heroes were hired by the local authority to seek out the fortress, a day or
two of searching the skies above the hills (and surviving whatever random
encounters you wish to add) locates the aerial keep flying through the sky
in the distance. If the characters pursued the Ossuary after surviving the
attack on the village, either via the skeletal dragon or through other flying
measures, the party has little difficulty locating the fort, a