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INTRODUCTION

Welcome to the Dungeon of Doom. This is the first in a trilogy of
Dwarven Forge” adventures utilizing the 5th edition of the world’s
most popular fantasy role playing game.* The massive dungeon
described herein is a deadly sprawl of 15 interlinked Encounters
that have been specifically designed to use our Dungeon of Doom
line of terrain. Each area of the dungeon can be built exactly as
described in the adventure, so what the players see on the table is
exactly what the characters experience. The immersion is further
enhanced by full-color player handouts, dynamic NPCs, and cine-
matic scenes, creating a game experience unlike any other.

There are several ways you can utilize this adventure. You could
simply run it from start to finish as the first grand chapter in an
epic campaign. You could insert it into an existing campaign as an
extended side quest your heroes must overcome. You could add
these encounters as expansions to an existing dungeon in your
campaign. You can locate the adventure in Mythras, the long-run-
ning campaign setting created by Dwarven Forge founder Stefan

Pokorny, or you can place it in some other world of your choosing.

However you incorporate it into your game, the Dungeon of Doom

SETTING

The Dungeon of Doom is located deep beneath the Erinthor
Mountains of Mythras, northeast of the Valorian Plains and west of
the Woods of the Moon. In this subterranean labyrinth the fabled
illusionist and mischief-maker Zaltar loves to pit his wits, and his
creations, against the most daring (or foolish) heroes he can find.
Zaltar is an enigmatic character. Why does he lure adventurers into
the Dungeon of Doom? Is he an insane madman, drawing energy
from dying explorers? Is he tricking adventurers into facing a threat
he cannot himself overcome? Or does some curse force him to
draw others into the dungeon? Much about Zaltar’s motives, and
the secret of the Shrine of Sysuul, will be revealed by the end of the
adventure. But, as with everything Zaltar does, there will always be
a few mysteries left unanswered until the heroes cross paths with
him again.

module is designed to test a broad range of adventuring parties with
difficult, but conquerable, challenges set within a highly immersive
and dynamic game environment. And above all, we've designed this
adventure to provide you and your fellow gamers with plenty of
fun, excitement and memorable moments at the game table.

Now, prepare to meet your doom...

STORY OVERVIEW

Mythras: Dungeon of Doom is a save-the-world tale set within the
confines of a remote, danger-filled dungeon. The dungeon’s creator,
Zaltar the Prince of Phantasm, challenges the party to face his
deadliest creation — can they be the first to overcome the Dungeon
of Doom? What party can resist facing a dungeon rumored to be
equally full of deadly challenges and priceless treasures?

Once inside, the adventurers learn that things are a little more
difficult and complicated than Zaltar let on. There’s no way to leave
- the only means of escape is for the party to conquer the dungeon
in its entirety, or die trying. Moreover, every minute the characters
spend in the dungeon drains a little of their lifeforce until they
perish — so they cannot afford any delays or even a rest! Worst of all,-
there’s a dark entity, a force of god-like potence, trapped somewhere: +
within the complex and trying to break out. The deeper the party 7
delves into the subterranean labyrinth, the greater the challenges B
they will face, and the more dire their situation will become.

There are, however, artifacts scattered throughout the dungeon —
the 13 glyphstones of Eldrid — which will empower the adventurers.
Each glyphstone also conveys part of the story of the dungeon’s
creation so the players can eventually figure out Zaltar’s end game.
Slowly they will come to the dreadful realization that they must
destroy the entombed snake goddess Sysuul before she breaks free
and annibhilates all of Mythras.

Can your party of intrepid heroes overcome all the traps, puzzle,
and monsters and then defeat Sysuul before it’s too late? There’s
only one way to find out... let’s delve into the depths!

*It can be converted to the Pathfinder system as detailed in

Appendix F: Pathfinder Conversion.

INTRODUCTION
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SCALING THE ADVENTURE

This adventure is suitable for 1st-10th level characters. Determine
the average party character level (APL) before each play session,
then use the provided scaling information during play.

Determining APL: To find the average party level, sum the levels
of all characters in the party, divide by the number of characters,
and round up fractions of 0.5 or greater. A party with two level

1 characters and two level 2 characters would average 1.5, so you
would use the APL 2 monsters and the first tier of DCs

and damage.

Monsters: When monsters are encountered, a table indicates the

number and type of monsters that appear, based on the party’s APL.

Ability Checks, Traps, and Treasure: The Difficulty Class (DC) of
ability and skill checks and the damage of traps and other elements
are also scaled. This information is divided into three tiers of play:

e APL1-4
e APL5-7
e APLS8-10

For example, a “DC 15/20/25 Dexterity (Acrobatics) check” would
use the DC of 25 for a party with an APL of 8-10. Similarly, a trap
dealing “2d10/4d10/10d10 psychic damage” would inflict 2d10
damage to a party with an APL of 1-4. Treasure may be scaled in
the same manner, such as “50/200/400 gold pieces.”

MAEREGHASTS AND CHARACTER DEATH

When adventurers die in the Dungeon of Doom, their souls be-
come trapped. Through the dungeon’s magic, the dead adventurers
are reborn as ghostly, twisted versions of their former selves. Their
nightmarish forms manifest claws, barbs, or horns, and their skin
becomes a translucent purple-blue. A Maereghast’s eyes glow with
unholy blue light and its voice is reduced to little more than terrible
wails of pain. All prior desires and goals are replaced by a singular
purpose: to slay any who enter the dungeon. The Maereghasts are
one of the dungeon’s major threats, and also set an important narra-
tive tone for the adventure. These are the tortured undead remains
of fallen heroes. The soul of any character who dies in the dungeon
will be similarly trapped. This can even happen if a character is
resurrected! A portion of any soul sufficient to create a Maereghast
is trapped at the moment of death. Thus, resurrected characters
could face the grim prospect of having to fight Maereghasts created
from their own souls! At a moment of choosing, you can describe
the Maereghasts the party faces as having the features of former
companions. Detailed statistics for the various types of Maereghast
can be found in Appendix A: New Monsters.
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ADVENTURE SEEDS

Several plot hooks could draw the characters to the fabled Dungeon
of Doom:

e Lost nobility: A member of an important noble family (perhaps
from the city of Valoria in Mythras) has hired the characters
to determine the fate of a son or daughter, a young warrior
who entered the tomb secking treasure or as a test of skill. The
missing explorer’s fate is revealed in a later encounter.

e Portent of the gods: A priest of one of the character’s gods is
greatly distressed about the activities of a mysterious snake
cult. She believes the cult is responsible for numerous murders
and kidnappings, all in the name of resurrecting some profane
would-be god. The priest has received a holy omen hinting
that the Dungeon of Doom is the cult’s base of operations,
and will soon threaten the surrounding lands. She hires the
party to explore its depths and put an end to the threat.

*  Mysterious nightmares: Each of the characters has a series of
nightmares in which they furtively trace curving lines upon
parchment, as if their very lives depended upon it. When the
party finally draws the lines from their dreams on the same
parchment, they find they have created a map to the Dungeon
of Doom. They set out, wondering what force has called them
on this quest.

INTRODUCTION

*  Renowned treasure hunter: Dalthas the Quick has finally slowed
down. Upon retiring, he takes a liking to one of the charac-
ters and gifts them a map to one of the treasure sites he never
explored: the Dungeon of Doom.

Once you have chosen an adventure seed or created one of your
own, discuss it with the players. Simply traveling to the entrance
to the Dungeon of Doom could be a considerable challenge. The
Erinthor Mountains are cold and desolate peaks. Among the high
ridges near the dungeon’s doorway, nothing lives. Even the ancient
trees are dead and cracked. The wind roars defiantly, and from time
to time the heroes catch flecting glimpses of pale blue phantasms
out of the corners of their eyes. These unsettling spirits never fully
reveal themselves, always seeming to await a time to strike... but
the time never comes. As provisions dwindle and the adventurers
begin to fear they will lose their sanity, the entrance to the Dun-
geon of Doom is found at last.

A short hallway of finely worked stone leads to the first door, and
beyond it the adventure begins!

©2018 Dwarven Forge



THE DRAINING

Once the adventurers leave Zaltar’s Gameroom and enter the
Dungeon of Doom proper, they begin to notice that their life
essence is being consumed by the very dungeon itself. They will
waste away unless they defeat the Dungeon of Doom soon! This
adventure describes the effect for the players as it first manifests in
the Arcane Alcove (Encounter 2). If the players are lagging, increase
the sense of urgency by referring to this physical effect though out
the encounters.

Resting: Because of the draining, the PCs will soon realize that they
may not take a long rest and have enough time to take only three
short rests before they succumb. However, they will over time dis-
cover that the Glyphstones of Eldrid found within the dungeon can
aid them. Several glyphstones have healing or restorative capabili-
ties. Additionally, for every four glyphstones the PCs recover, they
will be magically empowered to instantaneously gain the benefits of
a long rest. The benefits of gathering four glyphstones are described
in detail in Encounter 7: Gorgon Tiers.

INTRODUCTION
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THE GLYPHSTONES OF ELDRID

The Dungeon of Doom holds a total of thirteen glyphstones hidden
within its rooms. Recovering all thirteen allows the heroes to escape
the dungeon at the final encounter location.

The glyphstones were created by a powerful mage named Eldrid
who helped imprison the goddess Sysuul. The glyphstones are the
key to her prison, and they also hold visions of Sysuul’s past. Dis-
covering the true purpose of the glyphstones and deciding what to
do with them will be an option for characters playing through Dais
of the Dead (Encounter 12).

Each glyph bears a different rune, which provides both a minor
continuous boon and a single-use power. The first creature to touch
a glyph senses the power within, and with an Arcana or Charisma
check can understand how to use the glyph’s power.

©2018 Dwarven Forge



The glyphstones are enchanted to return to their original spot in the
dungeon under the following conditions:

e Ifa person carrying one dies, the stone begins to emit pulses
of light which steadily quicken. If a living person then touches
it, that person then becomes the new “carrier” and the pulsing
stops. Otherwise, after 1 minute the glyph vanishes and reap-
pears in its original place in the dungeon.

e  Ifremoved from the dungeon, a glyphstone immediately dis-
appears, reappearing in its original place in the dungeon.

Glyphstones are found in the following encounters: Arcane Alcove,
Deadly Corners, The Gauntlet, Gorgon Tiers, Puzzle Floors,
Eldritch Pools, The Menagerie, Doomroller’s Labyrinth, The Lava
Bridge, Khri Colony, and Shrine of Sysuul.

This module is the first in a trilogy of Dwarven Forge adventures
which present a long story arc. If you plan to run the rest of the
adventures in the series, keep a record of which player has which
glyphstones at the end of this adventure, as these will come into
play in later modules.

SYSUUL'S ILLUSIONS

Several illusory effects are found throughout the Dungeon of
Doom. The snake orbs that appear to be ordinary torches are

one example. Zaltar has sprinkled the means to see through these
illusions throughout the dungeon. The first can be found in Zaltar's
Gameroom - a crossbow trap that deals damage but also allows the
person who has been struck to see through Sysuul’s illusions. The
ability to see through illusions fades away over time and is lost if a
short rest is taken, or after the party has explored four encounters
(whichever comes first).

USING ENCOUNTERS INDEPENDENTLY
Each Encounter within the Dungeon of Doom is interconnected, _ »
building upon the narrative in the previous Encounter and setting
the stage for future Encounters. However, you can easily make 3
changes to incorporate one or more of these Encounters into your =
home game or use a few together as a single short adventure. .

Zaltar and Sysuul: Use these as villains or enigmatic NPCs, or
substitute them for NPCs central to your campaign. Sysuul is a
blood-thirsty being of immense power, akin to a god or demigod.
Zaltar is a meddling mage who delights in tricking and manipulat-
ing others, but could serve as an ally when it is favorable to him.
The Maereghast can tie to one or both of these NPCs, either as
backstory or as a larger threat in your campaign.

The Draining: You can incorporate the draining into a larger dun-
geon experience, or remove it if this is a shorter adventure.

Glyphstones: These magic items grow more powerful when
brought together, providing important resources to counter the
Draining. If the glyphstone in this encounter is part of a set found
in your campaign, the characters will have an incentive to find more
of them and discover the secret behind them.

INTRODUCTION ©2018 Dwarven Forge
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ENCOUNTER I
ZALTAR'S GAMEROOM

This Encounter is the entrance to the dreaded Dungeon of Doom!
An anteroom serves as an initial test. Maereghasts are summoned
when the characters interact with the door, while a crossbow trap
provides both a threat and an opportunity. Beyond the antecham-
ber, Zaltar himself awaits, prepared to present the players with an
offer they can’t refuse.

Crossbow

Trap

TERRAIN TIPS:

When you build Zaltar's Gameroom using your Dwarven
Forge® terrain, make note of the following features:

A magic crossbow trap is located on the North wall of the
Antechamber. When building, place a Magnetic Wall at
the location of the trap, but keep the Magnetic Crossbow
Trap piece hidden behind your DM screen. Once the trap
is triggered (or uncovered) you can place the crossbow
on the Magnetic Wall with a dramatic flourish. For added
theatrics, use a green light or laser pointer to emphasize
the deadly green beam from the trap.

An illusory wall is hidden on the North side of Zaltar’s
Gameroom proper. When building, use the Open Arch
Wall with a Solid Wall Insert to represent this illusion.
When it's discovered you can slowly lift the Solid Wall In-
sert to reveal the opening, and then replace it with a Bars
Insert if Zaltar has not yet opened the way. If you want to
prevent particularly astute players from metagaming, you
can initially replace the Open Arch Wall with a regular
Vaulted Wall until the illusion is uncovered.

O Entrance Chamber
. Zaltar’s Gameroom

FEntrance

ENCOUNTER 1 - ZALTAR'S GAMEROOM
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A. ENTRANCE CHAMBER

There is no light in the first room. Determine the light source

the party will use, and adjust descriptions accordingly. Read or
paraphrase the following as the party opens the door to the entrance
chamber:

This empty antechamber has walls of finely worked
stone. Crimson pillars along the walls support a
stone ceiling fifteen feet above. Directly across from
you there is a stone archway enclosing two double

doors bound in iron.

Crumpled before the door is a skeleton in tattered
clothes, one outstretched bony arm pointing toward
the door.

Disturbing the body or attempting to open the door triggers the
trap and summons the monsters. The body holds the treasure.

THE TRAP

A rune-covered crossbow is cleverly concealed within the Northern
wall, triggered by the pressure plate under the body. The crossbow
trap can be detected with a DC 13/17/20 Intelligence (Investiga-
tion) check. The pressure plate in front of the door is concealed by
the body, and can be found with a DC 15/20/23 Intelligence (In-
vestigation) check. A successful DC 14/17/23 Dexterity (Thieves
Tools) check can disarm the pressure plate and allow the body to be
investigated without springing the trap, though failing at this check
sets off the trap.

If a character disturbs the body or opens the door (which opens
outward and pushes the body), a small section of the wall opens
and the crossbow within fires a beam of green energy. The triggering
character must succeed at a DC 14/16/18 Dexterity saving throw
or take 1d8+2/2d8+2/3d10+2 psychic damage. In addition, while
in Zaltar’s Gameroom or the dungeon beyond, a character who fails
the saving throw will automatically believe anything Zaltar says
to be true, but will also see through any illusion created by Zaltar
(see the following encounter). Analyzing the crossbow with a DC
10/12/14 Intelligence (Arcana) check revels that the trap’s bolt of
energy likely has both harmful and beneficial qualities. A Detect
magic spell will reveal abjuration and evocation magic.

If one or more characters was struck by the crossbow trap, provide
them with Handout: The Crossbow’s Gift Review the handout
as well so that you are familiar with the illusions that are revealed
to them.

ENCOUNTER 1 - ZALTAR'S GAMEROOM

THE MAEREGHASTS

When the adventurers disturb the body or open the door, the trap
fires. In addition, read or paraphrase:

Ghostly demon-like creatures shimmer into existence before you.
Though they wear the incorporeal gear of adventurers, their trans-
lucent blue skin, curving horns, and horrid expressions seem to be
a corruption of their former selves. With snarls and howls, they
attack!

Divide the monsters as evenly as possible between the adventurers,
describing the spectral weapons and armor that differentiate the two
types. See Appendix A: New Monsters for all Maereghast statistics.

APL | MONSTERS

1 1 Maereghast cleric, 1 Maereghast warrior

2 1 Maereghast cleric, 2 Maereghast warriors

3 1 Maereghast cleric, 3 Maereghast warriors

4 2 Maereghast clerics, 4 Maereghast warriors

5 1 greater Maereghast cleric, 3 greater Maereghast
warriors

6 | 2 greater Maereghast clerics, 3 greater Maereghast
warriors

7 2 greater Maereghast clerics, 4 greater Maereghast
warriors

8 1 Maereghast doomwalker cleric, 2 Maereghast
doomwalker warriors, 1 Maereghast cleric

9 1 Maereghast doomwalker cleric, 2 Maereghast
doomwalker warriors, 1 greater Maereghast cleric

10 | 1 Maereghast doomwalker cleric, 3 Maereghast
doomwalker warriors

TREASURE

The skeletal body has a belt pouch containing two flasks of oil,
flint and steel, a set of Thieves’ Tools, and an unpolished piece of
lapis-lazuli worth 25/100/200 gp. The pouch is on the underside
of the body; the body must be moved before the treasure can be
found.

CONTINUING

Once the monsters have been defeated, the party may continue into
Area B - Zaltar’s Gameroom.

TROUBLESHOOTING

Prudent parties may discover the trap and wish to
circumvent it. Celebrate their success, but also allow them
to note the runes covering the crossbow. An Arcana check
may convince them that the trap is worth triggering!

©2018 Dwarven Forge 6
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B. ZALTAR'S GAME ROOM

Zaltar awaits the adventurers in his game room. Heroes who were
struck by the trap will perceive Zaltar to be honest and trustworthy,
even with successful Wisdom (Insight) checks. However, they will
also see through his illusions, as described below. Zaltar’s goal is
simple. He goads and manipulates the heroes into accepting his
challenge! Zaltar cannot (at this time) be defeated. Any attack
reveals his form to be an illusion or projected image of some kind.
It dissipates, only to reform a few seconds later and start over from
the beginning.

When the characters enter the room, read the following:

This grand chamber is brightly lit by massive torches
held in wall sconces. The flame crackles and roars,
warming you even at a distance. The floor in the
center of the room is inlaid with colored tiles and
embellishments. Upon these tiles stands an expertly
crafted table. A miniature dungeon rests upon the
table, its detail exquisite. Small pieces glow, and
even move, within the dungeon. A grand throne rests
against the far wall, flanked by weapon racks. Upon
the throne sits a sorcerous figure. With his staff he
strikes the floor, making an echoing boom. “Behold!
Who comes to see Zaltar, Prince of Phantasm, in
his very game room? Who dares enter the Dungeon
of Doom and face its myriad dangers? Who believes
they are bold enough to do what none have done
before and claim the thirteen glyphs of power?”

a0l o ad
- P Y e pp—— ﬂ

The Miniature Dungeon: As Zaltar speaks with the party, he
moves pawns from room to room. The tiny dungeon responds,
ghostly blue apparitions assailing the pawns he places. He removes
the destroyed pawns with great sadness. If asked, he explains that
he plays out but one possibility, as the dungeon shifts and changes
to meet each newcomer. Thus the PCs cannot learn anything
about the actual dungeon they will face from the miniature map.
However, any hero struck by the crossbow trap will notice a strange,
shrouded area at the end of the dungeon. The dungeon is the
greatest game, and Zaltar is its caretaker. Any character accepting a
magic weapon or Zaltar’s challenge immediately appears as a pawn
in the model’s version of the game room.

y £ ﬂgﬁm*—'r-n
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ROLEPLAYING ZALTAR

Zaltar is enigmatic and often appears to be insane, but he is clever
and manipulative. Use madness as his cover; if a tactic fails, he
behaves in a manner that suggests mental instability, then changes
his approach as if now of clearer mind.

o Zaltar wishes for the PCs to enter the Dungeon of Doom. He
will explain that once they do, they cannot depart unless they
find all thirteen glyphs.

e He initially portrays this as a challenge, appealing to their
egos, and will offer hints and clues to try to entice them to
enter.

¢ He will freely offer that great treasures are held within.

e If the adventure seed “lost nobility” was used, he will reveal
that the missing person is still within, and is not dead. A DC
12/15/22 Wisdom (Insight) check reveals that Zaltar is pick-
ing his words carefully. The person may not exactly be alive
either. Zaltar will not say more.

. If the adventure seed “portent of the gods” was used, he will
reveal that the threat the omen warned of can only be ended
by entering the dungeon.

. If the adventure seed “mysterious nightmares” was used, Zaltar
reveals that he sent the dream visions, but only because he
suspected the PCs were worthy heroes.

¢ He may hint that the dungeon has “only” thirteen rooms.
A DC 10/12/15 Wisdom (Insight) check reveals him to be
holding back. He will add that some rooms may lack a glyph,
while some could have more than one.

. In exchange for a character agreeing to enter, he will offer 2
potions of minor healing / 2 potions of greater healing / 3 potions
of greater healing, a scroll of any two level 1/two level 1 or 2
spells/two level 1-3 spells, or a magical weapon from the weap-
on rack. The rack holds +1 magical weapons of the types used
by the party. A DC 10/12/15 Wisdom (Insight) check reveals
that anyone who accepts one of these gifts will be bound, and
unable to leave the dungeon until the quest is complete.

. In exchange for a character agreeing to enter, he will also offer
one clue of your choice regarding a room within the dungeon.
Such clues are minor. If no character triggered the crossbow
trap, he could even lie. The lie can be discerned with a DC
10/12/15 Wisdom (Insight) check, forcing him to provide a

real clue.

e Ifyou want to make the encounter even more dynamic, you
may introduce Doom, Zaltar’s imp familiar. Doom the Imp is
a mischievous and devious little devil that can appear in a puff
of purple smoke and brimstone. Doom often contradicts his
master, and is a sarcastic counter to Zaltar’s dramatic and seri-
ous nature. Roleplaying the pair can be like running a comedy
duo, and can be a lot of fun.

As soon as the party agrees to enter the dungeon, Zaltar points to
the northern wall and removes the illusion concealing the barred
archway. The gate then opens. Once the adventurers go in, their
fate is sealed.

ENCOUNTER 1 - ZALTAR'S GAMEROOM
19

I' w . 1‘-' o e oa e e R o L

TROUBLESHOOTING

If the party does not accept Zaltar's challenge, they are
free to leave. However, Zaltar will continue to haunt their
dreams. In some dreams he reveals fabulous treasures,
while in others he offers visions related to their adventure
seed and the consequences if they should not heed the
challenge. The longer they resist, the stronger his pres-
ence becomes. Additionally, they may find that those they
care about become affected. Perhaps a younger sibling
begins to want to go in their stead, or a loved one goes
missing and is rumored to have been kidnapped and
taken to the dungeon.

TREASURE

Treasures gained from Zaltar are real and function normally.

CONTINUING

The adventure continues with Encounter 2: Arcane Alcove!

©2018 Dwarven Forge
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ENCOUNTER 2.
ARCANE ALCOVE

The adventurers initially enter this Encounter from Zaltar’s Game

Room (Encounter 1). The door to the Arcane Alcove (Area C) is

directly across from them, but it is magically locked. The party
must first enter the Blade-Trapped Hallway (Area B) and proceed
into Encounter 3, Lever Chamber, to retrieve the key. Once the key

has been claimed they can return and access the alcove and claim

the glyphstone within.

_ Glyphstone.

Alc;;ci With
Torchlight

ENCOUNTER 2 - ARCANE ALCOVE

o

TERRAIN TIPS:

When you build the Arcane Alcove, make note of the
following features:

There are two Magnetic Blade Traps in the east hallway
(Area B - Blade-Trapped Hallway). When building, place
the two Magnetic Passage Walls at the location of each
trap, but keep the Magnetic Blade Trap pieces hidden
behind your DM screen. As each trap is triggered, you
may affix it to the appropriate wall. For extra fun, you can
manually swing the moving blade into the miniature who
triggered the trap.

There is a hidden spike trap right at the entrance of Area
C - Arcane Alcove. Cover the trap with the False Floor

lid. When someone steps on the space (or the trap is
otherwise revealed) use the magnetic floor removal tool
to lift the False Floor Lid, revealing the trap. It should be a
memorable moment for your players.

Area C - Arcane Alcove also has three Walls of Force
surrounding the spike pit. Do not place these pieces in
the build until they have been detected or something

hits them. Then you can reveal them with an appropriate
sound effect, flash of light, or dramatic description.

The LED Socket Alcove in Area C - Arcane Alcove should
be built using a standard LED Torch. Have the LED Snake
Orb standing by and you can swap it in if the players
pierce the illusion. If you have an extra LED Socket Alcove
piece, you can preinstall the LED Snake Orb in it and have
it ready behind your DM screen for a fast reveal.

©2018 Dwarven Forge
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A. HALLWAY INTERSECTION

Directly across from this short stone hallway is a magnificent door
decorated with a deep red rune-emblazoned sun. A halo of gilded
metal radiates outward from the carven sun. On your right, another
hallway intersects with this one. It is thirty feet long and ends in a
wooden door bound with iron bands.

Before the party begins to explore, read the following:

Tugging at the ec]gc of your consciousness is an
unsettling feeling... as lf some dark force has latched
onto you and is slowly c[mining your life energy.

The party can sense that their life essence is being slowly drained
away by the Dungeon of Doom. In game terms, they know that
they will waste away if they spend too long in the dungeon. They
can take up to three short rests, but even a single long rest would
spell their doom! For more information, see The Draining section at
the introduction of this adventure.

The party may now examine the door directly across from them (see
Gilded Door, below) or head down the intersecting hallway (see
Area B).

GILDED DOOR

The gilded door is both magically sealed and warded, requiring the
key from Encounter 3, Lever Chamber, to enter. However, the door
is sentient and the party may interact with it to learn some clues.
Read or paraphrase the following as they approach:

As you approach the gilded door, which seems to
have no keyhole, a deep voice emanates from the

door.

“‘Hmm... Who approaches me?” The runes on the
sun glow briefly, the golden rays glinting

in response.

ENCOUNTER 2 - ARCANE ALCOVE
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The door engages the party in conversation, asking several ques-
tions. With each question, the sun glows and shines a ray of warm
orange light upon one of the party members. It will pause after each
question to hear the response from the illuminated party member.

e “I have found beings that visit me are very different. What
inspires or motivates you?”

e “Which of your party members worries you the most, and
why?”

* “Ifyou had to save only one of your friends, which would it

be?” ‘
L]

“What do you fear most? Horrid traps, or terrible monsters?”

* “T've seen many heroes pass by, but none return. What makes
you think you can best the Dungeon of Doom?”

e “If beyond me lies a great treasure, what would you wish it to
be?”

The party may wish to ask questions in return. The door will share
what it knows, so long as the party is also answering its questions.
It can share the following information (you may adjust its responses
as you see fit):

e “I'was added to the dungeon by Zaltar, to ward the first Glyph-
stone.”

e “I have a lock, but I will show it to you only if you bring the
key.”

e “The key is nearby. You have to go down the other corridor.”
* “I contain a trap, dreadfully sorry about that.”

* “I am magically warded, as is the stone of this hallway. You will
not get past me without the key.”

* “Zaltar comes to check on my wards sometimes. He never
appears when adventurers are near.”

If asked whether the hallway (Area B) is trapped, if the party has

been polite, the door will say, “To pass safely you must mimic my
masters, for each walks as if they have three legs. Wily Zaltar, the
mage, is always first. And always second, Sysuul, the serpent who

walks upright.”

If a party approaches the door with the key from the Lever Cham-
ber (Encounter 4), the runes glow and a keyhole appears within the
sun. The key will open the door without setting off any traps.

A DC 10/15/20 Intelligence (Arcana or Investigation) check reveals
that the door and hallway are warded and trapped, and the nature
of these defenses. The ward prevents any spell from affecting the
door and hallway, or from allowing travel beyond the door or hall-
way. The trap will release energy if the door is forced.

If the party tries to force the door, scrape off the gold decorations,
open it without a key, or cast magic upon it, the trap is triggered.
Each character within 10ft of the door must make a DC 12/14/16
Constitution saving throw or take 2d4/3d6/3d10 radiant damage
on a failed save, or half as much on a successful one.

Removing some of the gold is possible. The trap takes a few seconds
to reset, and during that time 20 gp worth of gold can be scraped
off. A total value of 200/500/750 gp can be recovered, if the party
doesn’t mind setting off the trap each time. The door protests
loudly, of course!

©2018 Dwarven Forge
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B. BLADE-TRAPPED HALLWAY C. ARCANE ALCOVE

The 30 ft long hallway is trapped with two concealed swinging As described in Area A, this room may only be accessed with the
blades. A DC 12/14/17 Wisdom (Perception) check reveals the key from Encounter 3, Lever Chamber. When approached with the
stonework concealing the blades, and a DC 14/16/18 Wisdom key, the door displays its lock.

(Perception) or Intelligence (Arcana) check spots a small glyph
upon the door, which appears as three undulating lines.

The first swinging blade trap activates if someone walks past it
without carrying a staff. This is Zaltar’s third leg. The second blade b
activates if someone walks past it without dragging something o aati -
behind them, to mimic Sysuul’s serpentine tail. If activated, a
swinging blade attacks at +5/8/11 and deals 2d8/2d10/4d10 slash-
ing damage. A character adjacent to a blade trap may disarm it with
a DC 14/16/18 Dexterity (Thieves' Tools) check. Failure by more
than 5 sets off the trap and makes it impossible to disable.

A character reaching the door activates a magical gust of wind if
cither of the blade traps was activated. Any creature within 20ft of
the door must make a DC 13/15/18 Strength saving throw or be
pushed 20ft away from the door, triggering any blade traps it pass-
es. The glyph may be disarmed with a DC 14/16/18 Intelligence

(Arcana) check by an adjacent character.

Note: when the characters return, they must still follow the door’s
riddle, walking like Zaltar for the first blade trap they meet (which
was previously the second), and then walking like Sysuul for the
second trap they encounter.

A character reaching any of the three traps may disable a trap with
a DC 14/16/18 Intelligence (Arcana) check or a dispel magic spell
with a DC of 13.
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Read or paraphrase the following as the party opens the door
to the arcane alcove:

“Welcome,” says the door. “Do watch your step.” A
short entranceway widens into a thirty-five by twenty
foot room with an alcove at one end. Flickering
torchlight faintly illuminates two columns on either
side of the alcove. The columns are each carved with
the likeness of a woman'’s face surrounded by a writh-
ing mass of snakes. Mounted on the wall directly
across from the door is a chiseled stone bearing a
gently glowing rune. This must be one of Zaltar’s
thirteen glyphstones!

Flickering Torchlight: A character who was struck by the cross-

bow in Zaltar’s Gameroom does not see the flickering torchlight.

Instead, the light appears as a mesmerizing green glow emanating
from an orb set upon the wall, its receptacle carved to resemble a
serpent.

A character investigating or studying the torch senses a magical ef-
fect upon it. A DC 11/13/15 Intelligence (Arcana) check or casting
dispel magic allows the characters to see the orb. Provide Handout:
The Green Orb to any player who pierces the illusion or is affected
by the crossbow’s gift.

Entering the room triggers the false floor trap, which is difficult to

bypass due to the walls of force. Once past the trap, the party has to
contend with the serpentine medusa pillars.

ENCOUNTER 2 - ARCANE ALCOVE
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FALSE FLOOR TRAP

A false floor covers a spiked pit trap occupying the 10ft area in
front of the entranceway. A DC 10/12/14 Wisdom (Perception) or
Intelligence (Investigation) check discovers that the flagstones are
light and the space below hollow. The tiles can be lifted to see the
pit and spikes below.

Spiked Pit: A character falling into the 15ft deep spiked pit takes
1d6 falling damage, plus 1d8/2d8/3d8 from the spikes.

Walls of Force: Any character with a Strength of 10 or higher can
jump the pit. However, it is ringed on all sides with invisible walls
of force. These can be detected with a DC 15/18/20 Intelligence
(Arcana) check. A dispel magic can remove the walls with a DC 15
check.

Skeleton: A skeleton is impaled upon the spikes. Though most of
her belongings have been taken, a belt pouch is concealed by torn
clothing and contains 15/40/65 gp and a short account of her being
struck by the magic crossbow outside of Zaltar’s gameroom. She
records that she can now “see the green orbs!” Provide the player
with Handout: The Crossbow’s Account.

False Spike: Searching the pit reveals that one of the spikes can
be manipulated like a lever. Pulling it causes the walls of force to
vanish.

SERPENTINE PILLARS

Read or paraphrase the following as a party member approaches one
of the pillars.

Carven snakes cover the suzfaces of the two pillars;
in the center of each is the stone face of a woman,
eyes closed, lips curled in disdain. As you approach,
you realize the snakes grow from the women’s scalps.
Their mouths begin to move. ‘My fncc you may gaze
upon, and a queen or king you will likely behold. If
you need to know my worth, my tail you should gaze
upon instead. What am I?”

If any character calls out an incorrect answer, the medusae open
their eyes. The closest character must make a DC 13/15/17 Cha-
risma saving throw at disadvantage (due to the two pillars) or be
turned to stone. After a failure, other characters may attempt an
answer.

If any character calls out the correct answer, “a coin,” the medusae
hiss angrily. Any petrified creatures are returned to flesh and the
field of force is lifted from the glyphstone. In addition, the medusae
each offer to tell a tale, one of Zaltar and the other of Sysuul. The
party must choose which tale they will hear.

©2018 Dwarven Forge
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TALE OF ZALTAR: The first medusa shares, “In all
of Mythras there are few mages as powerful as Zaltar.
Zultar first conceived of this place, employing both
dwarves and magic to construct its halls. Later, when
the time for treachery came, it was the mage Eldrid
who crafted the glyphstones to create the prison. All

thirteen must be claimed to undo his wrong. ”

TALE OF SYSUUL: The second medusa shares,
“Though powerful in magic, Sysuul’s mastery is over
life and death. These are the forces that empower
the Dungeon of Doom. Though the glyphstones of
Eldrid are strong, there is no greater source of this
power than her dais and altar.”

GLYPHSTONE

The glyphstone is protected by an invisible field of force. The party
must interact with the serpentine pillars to free the glyphstone.
Once the field has been lifted, the first person to take the glyph-

stone can sense the power within. See Treasure for details.

'
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TROUBLESHOOTING

If the party becomes stuck (for example, they can't figure
out how to bypass the walls of force), the PCs can receive
additional hints from the sentient door. The party does
not need to claim the glyphstone at this time. They could
proceed from Encounter 3 to Encounter 4, for example,
and later return to the arcane alcove.

TREASURE

The First Glyphstone of Eldrid: This palm-sized chiseled stone bears
a glowing purple eldritch rune. See Handout:The First Glyph-
stone of Eldrid.

If you are going to play the rest of the adventures in this series, you
should keep track of which player carries which glyphstone. This

information will come into play in later modules.

CONTINUING

The adventure continues with Encounter 3: Lever Chamber!







ENCOUNTER 3:
LEVER CHAMBER

The adventurers enter from the Arcane Alcove, seeking the key that
will allow them into the alcove proper. The central lever chamber is
surrounded by four other chambers, one of which is the first room

the party enters. Torches in each chamber provide illumination.

&b,
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Iron Levers'

Trap DOOI'

Trap Door Eldritch Wall Ward

Eldritch

: ENCOUNTER 3 - LEVER CHAMBER
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TERRAIN TIPS:

When you build the Lever Chamber, make note of the
following features:

The four Solid Wall Inserts for the Large Vaulted Curves will
serve as the doors into the various inner chambers of this
Encounter. Initially, insert three of the Wall Inserts and affix
the Magnetic Levers to each one, facing into the circular
room. Attach the fourth Magnetic Lever to the fourth Wall
Insert and have it standing by behind your DM screen.
When the PC's enter Area A, hold the Insert Wall above the
empty opening. As you count down the time the players
have to make a decision you can also slowly lower the Wall
Insert. This visual cue of the door closing should help force
the players to make a fast and dramatic decision.

As the various doors in Area B - Central Chamber are
opened and closed, you should raise and lower the appro-
priate Wall Inserts.

Use the regular LED Wall Torch elements in the Vaulted
Corners with LED Sockets when you make the initial build.
Keep three Eldritch Wall Ward LED elements standing

by behind your DM screen ready to reveal should the
players discover the hidden wards. If you have three extra
Vaulted Corners with LED Sockets you could preinstall the
LED Eldritch Wall Wards in them for a faster swap when
discovered.

Keep the Cryptic Key Pedestal hidden behind your DM
screen until the party solves the alignment puzzle. Then
you may dramatically place it in the center of the central
chamber.
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Characters who return to this chamber will also find the noble,
scared and trying not to touch anything.

The noble is not aware of the truth, which is that they are now
deceased. Characters interacting with the noble may make a DC 13
Intelligence (Medicine or Religion) or Wisdom (Perception) check
to recognize this fact. The noble’s body at times becomes partially
incorporeal, as if trapped between life and death. The noble entered
the dungeon with a party of retainers, seeking fame and glory,

but the hired hands were all killed by maereghasts and eventually
the noble died due to the draining. As luck would have it, some
wildmagic in the noble’s bloodline triggered when he died and
prevented his full transformation into a maereghast. So now he is
trapped, part way between life and death, as a semi-mareghast.

Roleplaying the Noble: The noble does not realize they are dead.
They promise 1,000 gold as a reward for rescue. This character uses
the statistics of a Noble (Monster Manual, p. 348) but is currently
scared witless, making all checks and attacks at disadvantage. The
noble is neutral, espousing a “live and let live,” and “coin solves all
problems” ethos, but now finds themselves overwhelmed and with-
out coin. If confronted with evidence that they are, in fact, dead,
they are overwhelmed by sorrow. If treated kindly, however, the
noble will overcome their sorrow and fear, accepting their reality.

A_ ENTR ANCE RO OM Barred Gate: This leads to Encounter 4, Deadly Corners. The gate

rises for anyone carrying the glyphstone from Encounter 2, Arcane

Read or paraphrase the following as the party enters the first room Alcove. The gate can also be forced open with a successful DC
through an ancient wooden door: 16/20/24 Strength (Athletics) check.

Crumpled Letter: Anyone searching the room will find a crumpled
piece of parchment discarded in one of the corners. Provide the
player with Handout: Crumpled Letter. This letter foreshadows

A curved feature[ess wall seems to bisect what would the events that will transpire in Caverns Deep, the next adventure
in the series, but also give a little insight into Zaltar and his moti-

otherwise be a t]urty—foot square room. A torch in ikl

the corner to your left creates a warm orange glow.
Farther to your left is a vaulted archway closed off
by a gote; its thick iron bars have a patina of rust,
but still seem strong. Moments nfter you enter, you
hear the clang of metal tumblers somewhere beyond
this room. A section in the center of the curved wall
before you rises upwards into the ceiling. There is a
pause, and then it begins to slowly close again. You

can make out a shadowy chamber beyond.

The characters must quickly decide whether or not to enter the
central chamber. If necessary, ask what they are doing and slowly
count down from 5 to 1 out loud. Any who do not confirm that
they enter the central chamber before the count is done remain in
this room. The party may end up divided. If no character enters
the main chamber, they may exit and re-enter the outer part of the
Lever Chamber to trigger the door once more.

If one or more characters enter the central chamber, continue with
Area B below. If some remain in this room, or if they later use the
lever to return, they may discover the rest of the details here.

Young Noble: If at least one person enters the central chamber, the
young noble (see the Lost Royalty adventure seed) appears in the
center of Area A. This happens the moment the door to the central
chamber closes. Any characters remaining behind see this richly
dressed young adult (who can be male or female) suddenly appear.

ENCOUNTER 3 - LEVER CHAMBER
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B. CENTRAL CHAMBER

Read or paraphrase the following as the party enters the central
room:

This empty circular chamber is forty feet in diame-
ter. A red and white mosaic decorates the
center of the floor. Spaced equally around the room
are four levers. One is found on the section of the
wall that just closed behind you.

Iron Levers: Each iron lever causes the section of wall opposite the
lever to rise into the ceiling with the shrieking sound of rusted met-
al, while any open door closes. The lever on a rising wall magically
disappears as the wall rises, then reappears when it descends.

ENCOUNTER 3 - LEVER CHAMBER

SOLVING THE PUZZLE

Though it is not immediately apparent, the lever chamber is a
puzzle. Behind three of the doors are chambers containing a horror
of a different evil alignment, as well as a trap door. The trap doors
are decorated with sigils representing different alignments, but these
can be seen only by shining the light of the eldritch wall wards in a
given chamber directly upon their respective trap doors. The mon-
sters are not in the chambers that match their alignments. Placing
them or their bodies in the small cells beneath the trap doors that
correlate to their actual alignments will kill the creatures (if they’re
not dead already) and cause a central pedestal to rise within this
circular chamber, revealing the key to the arcane alcove. All three
trap door cells must contain an appropriate creature before the
pedestal will rise.

There is a complication. One of the trap doors is marked with the
symbol for neutrality. The only sentient creature present (other than
any party members) who is neutral is the young noble. If placed
inside, the noble will be destroyed, and his or her spirit released.

If the party helps the noble realize they are already dead, the noble
comes to believe that being destroyed is a better fate than being
trapped here and will willingly accept this fate. When the puzzle is
solved, see the Conclusion.
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C. CHAMBER OF LAW

This chamber appears similar to the entrance chamber (Area A),
with two differences. First, the torch is an illusion concealing an
eldritch wall word. Second, there is a monster standing near a trap
door in the floor. Unlike in Area A, here the doorway from the
central chamber remains open until the lever is again used to close
the door.

Torch/Eldritch Wall Ward: The torch is an illusion and anyone
struck by the crossbow trap in Zaltar’s Gameroom sees the torch as
a chiseled stone similar in size to a glyphstone. A red rune glows a
bright red, bathing the chamber in ruddy light. The eldritch wall
ward is held to the wall by slowly writhing purple-gray tendrils.

A character that was not struck by the crossbow trap must succeed
ata DC 14/16/18 Intelligence (Arcana) check to see the eldritch
ward. The tendrils lash out at anyone attempting to remove the
ward from the wall. Failing at a DC 11/13/16 Dexterity (Sleight
of Hand) check results in a tendkril striking the character for
1d8/2d8/3d8 necrotic damage; the character is still able to take the
eldritch ward. Holding a wall ward allows a character to shine the
red light as if it were a lantern.

DEMON

The creature in this room is a chaotic evil demon (or more than
one); this can be ascertained with a DC 10/12/14 Intelligence (Na-
ture or Arcana) check. The demon fights to the death, even when
clearly outclassed. If killed, its body remains behind (meaning the
creature was not summoned, and allowing it to be placed beneath a
trap door).

ENCOUNTER 3 - LEVER CHAMBER

APL | MONSTERS
1 1 Quasit (Monster Manual, p. 63)
2 2 Quasits (Monster Manual, p. 63)
3 2 Quasits (Monster Manual, p. 63)
4 1 Barlgura (Monster Manual, p. 56)
5 1 Barlgura (Monster Manual, p. 56)
6 1 Chasme (Monster Manual, p. 57)
7 1 Hezrou (Monster Manual, p. 60)
8 1 Glabrezu (Monster Manual, p. 58)
9 1 Nalfeshnee (Monster Manual, p. 62)
10 1 Nalfeshnee (Monster Manual, p. 62)

TRAP DOOR

The trap door is decorated with runes. As soon as a character
attempts to read the runes, they vanish and the torch (or wall ward)
flares. The runes disappear even if viewed through a mirror or mag-
ical means; they only reappear when the eldritch wall ward is held
over the trap door, bathing the surface in its red glow. The runes on
this trap door mean “Law.”

The trap door is not trapped and can be opened even if the sigils
have not been read. It leads to a rectangular space roughly the size
of a coffin; its floor is stained with blood. Any investigation of the
walls reveals hundreds of tiny holes along the floor. When the trap
door is closed, thin metal spikes rise from the floor and kill anyone
inside the rectangular space. While the party could seck to devise a
means to prevent the death of a creature inside, only the death of
all three creatures (or the creatures already being dead) causes the
key to be revealed in the central chamber. If a creature of the wrong
type is inserted into the space below the trap door, its body can still
be recovered and placed beneath another trap door.
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D. CHAMBER OF CHAOS

This chamber is identical to Area C, except that the monster and
the runes are different. The runes on this trap door mean “Chaos.”

DEVIL

The creature in the room is a devil, and it attacks immediately.
Devils are lawful evil which can be ascertained with a successful DC
10/12/14 Intelligence (Nature) or Intelligence (Arcana) check. The
devil fights to the death, even when clearly outclassed. If killed, its
body remains behind (meaning it was not summoned, and allowing
it to be used in the correct trap door chamber).

ENCOUNTER 3 - LEVER CHAMBER

ﬂ

1 Chain devil (Monster Manual, p. 72)
-
| 8|1 Homed devil (onster Manual p.74) |
| 9 |1Einyes MonsterManualip7) |
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E. CHAMBER OF NEUTRALITY

This chamber is identical to Area C, with the exception of the
runes. The runes on this trap door mean “Neutrality.”

DEMON

The demon in the room attacks immediately. Use the monster list
for Area C.

CONCLUSION
When the party places the correct bodies beneath the three trap

doors, read or paraphrase the following:

The sound of metal tumblers draws your attention to the central
chamber. A magnificent pedestal of carved stone, decorated with
gold, rises from the floor in the middle of the space. Resting upon
it is a key.

A successful DC 10/12/14 Intelligence (Investigation) check
reveals that the pedestal will sink back into the floor once the key
is removed. If the same roll succeeded at a DC 13/15/18 check,
the character can tell that the trigger for the pedestal is the weight
of the key. With a successful DC 13/15/18 Dexcterity (Sleight of

Hand) check, an object weighing about one pound can be substi-

tuted for the metal key and the pedestal will remain in place. Doing

so allows the party to access the treasure.

The key opens the magic door in the Arcane Alcove encounter.

TROUBLESHOOTING

If the party does not find the noble, the noble will eventu-
ally call out meekly, as he or she hears them in the central
chamber. The noble could prompt them to try something
they have not tried before (grabbing a wall ward, putting
a body below the trap door, etc.). If the party will not sac-
rifice the noble, they could sacrifice one of their own (who
will eventually be found as a Maereghast). Otherwise,
they could force their way past the gate into Encounter 4
and return to this chamber once they defeat a

neutral creature.

TREASURE

The gold filigree can be scraped off of the pedestal, with a total
value of 50/200/400 gp.

CONTINUING

The party will likely return to the Arcane Alcove to claim the
glyphstone. The gate will then open for them, allowing the party to
continue to Encounter 4: Deadly Corners!
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ENCOUNTER 4:
DEADLY CORNERS Wheyou bl the Deadl Corners, ke nos of e

following features:

The adventurers enter this Encounter from the Lever Chamber
(Encounter 3). In Deadly Corners the players will need to solve

an elemental puzzle to reveal the second glyphstone. Two secret
chambers should give a great sense of discovery. This Encounter
also provides a second chance for one or more party members to be
struck by a green crossbow beam and gain its benefits.

e  There are two hidden crossbow traps in the corners
of Area B. Keep the Magnetic Crossbow Trap pieces
hidden behind your DM screen until the traps are
triggered or detected. Then you may affix them to
the Magnetic Corners with a flourish! For added
theatrics, you can visually amplify their effect when
triggered with a green flashlight or laser pointer.

e Thereis a Secret Door corner located at the South
side of the Encounter. Do not build the small cham-
ber behind the Secret Door. Keep those two pieces
and the treasure pile hidden behind your DM screen
until the players open the door.

e Similarly, there is a hidden chamber behind the
Plinth Arch. Keep those two pieces hidden as well,
along with the Glyphstone and Sword of Andronicus,
until the players open the final secret chamber. For a
dramatic reveal, you can push the Plinth Arch forward
out of the Double Door Arch and then to the side
to simulate the massive stone slab sliding open to
expose the final treasure room.

Glyphstone
Exit (Leads to Encqqpkr 5) _

- Secret Door
Crosshow

Sack of Dirt

M

Scroll Alcove

‘.‘Maln Chamber k ‘
© Room Of The Last Fire
; . Room Of Deadlyr Waters

FEntrance

(Leads to Encounter 7)
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A. HALLWAY

There is no light in this hallway. Adjust descriptions based on the
party’s light source.

‘This short hallway leads to a vaulted doorway with a weathered
ironbound door. Near the doorway, a heavyset humanoid slumps
on the floor with its back against the wall. Its head lolls forward. ..
as if asleep... or dead. Long strands of thick black hair block your
view of its face.

The body is that of an orc, stabbed to death three days ago. A
crudely drawn note rests in its hands. In poorly written orcish, it
reads “Hear lyes Dullog. Woodnt shut up about four natures. Mes
with us, get same.” If any player inspects or reads the note, provide
them with Handout: Dullog’s Note. The note is an unintended
clue left by Dullog’s orc companions. Their fate can be discovered
in Area C.

The orc holds in his left hand a thin metal flask carved with sym-
bols of genies, which he found in Area B. It once held a genie and
radiates dim magic. If the stopper is removed, a small puff of air
escapes and fills the room with a pleasing otherworldly scent. This
happens each time it is opened. The flask is required to provide the
air for the elemental puzzle in Area B. The unlocked door at the
end of this hallway leads to Area B.

B. MAIN CHAMBER

When the party opens the door, read or paraphrase the following:

Doors in the far corners lead out of this rectangular chamber. A
large plinth stands in an arch in the center of the far wall; an un-
furled yellowed scroll rests upon it, surrounded by four depressions.
Each is a different color: white, red, blue, and black. A small stained
cloth sack sits on the floor in the center of the room.

The party may safely investigate the sack. It contains only dry dirt.
Approaching the plinth and reading the scroll triggers the crossbow
trap. The lefthand door leads to Area C, the right to Area D. The
doors to Area C and Area D are neither trapped nor locked.

SCROLL AND CROSSBOW TRAP

Two rune-covered crossbows are cleverly concealed within the
corners of the room nearest the entrance. The crossbow traps can
be detected with a DC 14/18/22 Intelligence (Investigation) check.
A successful DC 14/18/22 Dexterity (Thieves Tools) check can
disarm one of the crossbows, though it fires at the character if the
check is failed. The crossbow traps are triggered by anyone trying to
read or grab the scroll resting on the recessed plinth.

When this happens, the scroll vanishes (making it impossible to
read even a single word) and a small section of each trapped corner
opens and the crossbow within fires a beam of green energy. The
triggering character must succeed at a DC 14/17/19 Dexterity
saving throw or take a combined 1d8+2/2d8+2/3d10+2 psychic
damage from the two beams. As with the traps found in Zaltar’s
Gameroom, a character failing the saving throw sees through many
of the illusions created by Zaltar within the dungeon (these are not-
ed in each encounter). Analyzing the crossbow with a DC 10/12/14
Intelligence (Arcana) check revels that the trap’s bolt of energy likely
has both harmful and beneficial qualities. A detect magic spell will
reveal abjuration and evocation magic.

ENCOUNTER 4 - DEADLY CORNERS

ELEMENTAL PUZZLE

To gain the scroll, the party must first place four elements on the
plinth in the four depressions (black for earth, red for fire, white
for air, blue for water). Earth can be found in the sack in this room,
fire/ash in Area C, air from the flask in Area A, and water in Area
D. If this is done, the scroll appears, but the writing on it is hazy
and vanishes if anyone tries to read it. However, the party hears the
sound of grinding stone from Area E. This reveals the first treasury
room and the means to read the scroll.

Spyglass: A character with the spyglass from Area E can read the
scroll without triggering the crossbow trap or causing the scroll to
vanish. The scroll tells the tale of a mighty paladin named Andron-
icus. When a character reads the scroll via the spyglass, provide the
player with Handout: The Scroll of Andronicus.

The story of Andronicus ends with the words:

“The risen dead shall be unmade
and fall before the azure blade.

With this oath, I am thus bound
to seek undead and strike them down!”

Saying these words out loud causes the plinth to swing outward,
revealing Area E.
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C. ROOM OF THE LAST FIRE

An orcish clan tried to best the Dungeon of Doom, sending in an
adventuring party. After growing frustrated they killed Dullog (who
was actually close to figuring out the puzzle), then made camp.
Maereghasts attacked them and now the orcs are Maereghasts
themselves and are the new guardians of the room.

Read or paraphrase the following as the party enters:

The only exit from this room is an arched doorway
with iron bars to your left. In the center of the room
is a large copper brazier. The bodies of several orcs
lie around the brazier and its cold ashes. One of the
orcs rests on a bedroll; she appears to have died in
her sleep. Another seems to have died shortly after
drawing his weapon. One body is closer to the door,
and still clutches charred sticks. As you enter, a
ghostly flame flickers around the brazier’s ashes. The
room begins to warm, and whispered voices sound
as ghostly orcs rise. Their visages are twisted in pain
and horror. They gaze upon you with cold pale eyes,

filled with hatred for the living.
Then they lunge for you!

Roll initiative!

The Maereghasts resemble the orcs they once were, but now seek
only to kill the living who enter the Dungeon of Doom! They
hunger for the characters’ souls, even moving through walls to chase
the party or appear behind them.

Ghostly Fire: The ghostly fire continues to give off warmth. Any
creature (including Maereghasts) touching its flames takes 5/8/15
points of radiant damage.

Ash: The ash from the brazier remains warm after the apparitions
vanish. It is the source of fire needed to solve the elemental puzzle
(other sources of fire will not work).

Barred Exit: This leads to Gorgon Tiers (Encounter 7). The gate
will open only when the elemental puzzle has been solved.

THE MAEREGHASTS

Divide the monsters as evenly as possible between the adventurers,
describing the spectral weapons and armor that differentiate them.
See Appendix A: New Monsters for all Maereghast statistics.

ENCOUNTER 4 - DEADLY CORNERS

APL | MONSTERS

1 1 Maereghast druid, 1 Maereghast warrior

2 1 Maereghast druid, 2 Maereghast warriors

3 1 Maereghast druid, 3 Maereghast warriors

4 | 2 Maereghast druids, 4 Maereghast warriors

5 1 greater Maereghast druid, 3 greater Maereghast
warriors

6 2 greater Maereghast druids, 3 greater Maereghast
warriors

7 2 greater Maereghast druids, 4 greater Maereghast
warriors

8 1 Maereghast doomwalker druids, 2 Maereghast
doomwalker warriors, 1 Maereghast druid

9 1 Maereghast doomwalker druids, 2 Maereghast
doomwalker warriors, 1 greater Maereghast druid

10 | 1 Maereghast doomwalker druid, 3 Maereghast
doomwalker warriors

TREASURE

The orcs have mundane equipment, equivalent to two explorer’s
packs and a dungeoneer’s pack. One orc carries an herbalism kit,
another a set of cook’s utensils with dragons decorating all of the

handles. Spices on this orc provide advantage to any cooking check.
The smallest orc carries a pouch with mouse bones, colored feath-

ers, and five agates worth 30/50/80 gp.

D. ROOM OF DEADLY WATERS

Read or paraphrase the following as the party enters:

This room appears to be empty, save for a discolored
puddle of water on the cold hard stone. The far wall
holds a single wooden door. As the party approaches,

monstrous oozes manifest out of the pool of water.
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APL | MONSTERS

1 2 gray oozes (Monster Manual, p. 243)

2 4 gray oozes (Monster Manual, p. 243)

3 2 ochre jellies (Monster Manual, p. 243)

4 | 2 ochre jellies, one with 60 hit points
(Monster Manual, p. 243)

5 2 black puddings (Monster Manual, p. 241) warrior

6 | 2 black puddings, one with 100 hit points (Monster
Manual, p. 241)

7 2 black puddings, each with 110 hit points (Monster
Manual, p. 241)

8 3 black puddings (Monster Manual, p. 241)

9 3 black puddings, each with 100 hit points (Monster
Manual, p. 241)

10 | 3 black puddings, each with 130 hit points and a +2
to all attacks (Monster Manual, p. 241)

When the creatures have been destroyed, the puddle of water is no
longer discolored. It can be gathered and brought to the plinth as
part of the elemental puzzle (other sources of water will not work).

Exit: The ancient wooden door leads to The Gauntlet (Encounter
5). The door is locked, but can be unlocked with a successful DC

12/14/16 Dexterity (Thieves' Tools) check or broken down by force.

Secret Door: The door to Area E can be discovered with a DC
12/14/16 Wisdom (Perception) or Intelligence (Investigation)
check. However, the mechanism to open the door cannot be found
in this room.

E. FIRST TREASURY

As described in Area B, the secret door to this room opens when the
party solves the elemental puzzle.

TREASURE

A pile of coins of different types and minted all across Mythras
are worth a total of 200/500/750 gp. Gems amongst the coins are
worth another 100/400/700 gp. A brass spyglass decorated with
carvings of scrolls and tomes is worth 1,000/1,500/2,000 gp. If
examined, it radiates faint magic of an indeterminate nature. A
character with the spyglass can read the scroll in Area B.

F. SECOND TREASURY

This area can be accessed only by reading the scroll in Area B.
When the plinth swings aside, the party can see a 10ft by 20ft
hallway, containing the treasure.

TREASURE

On the far wall is the second Glyphstone of Eldrid (provide the
player who touches it with Handout: The Second Glyphstone

of Eldrid). Resting on a golden display rack and flanked by two
stone grotesques is a sword of deep blue steel with a golden hilg,
the Sword of Andronicus (provide the player who attunes to it with
Handout: The Sword of Andronicus). The sword can appear as
any type of sword, though it often defaults to appear as a long-
sword.

TROUBLESHOOTING

If the party needs hints, they could study the orc spirits for
clues. Wisdom (Insight) checks or reading lips (in orcish)
can reveal that they are trying to take the fire somewhere.
Even if they can't solve the elemental puzzle, the PCs can
continue to Encounter 5 and perhaps receive a hint from
the gargoyles in that encounter.

CONTINUING

The party has a choice. They may continue with either Encounter
7: Gorgon Tiers or Encounter 5: The Gauntlet.
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ENCOUNTER J: TERRAINTIPS:

When you build The Gauntlet using your terrain, make

TH E G A U N T]L ET note of the following features:

e  The Magnetic Flame Traps should be hidden behind
your DM screen until they have been triggered. For
added theatrics, you can amplify their appearance
with orange lights or fire sound effects.

e The nook in Area C where the rolling spear trap is
hidden behind an illusory wall should be concealed.
The easiest thing to do is to remove the entire nook
and the Magnetic Spear Wall and Rolling Trap Stand
with it. Fill the empty space with two plain Passage
Walls. Once it's triggered and the illusory wall disap-
pears, you can swap in the nook and spear trap.

The adventurers enter this Encounter from Area D of Deadly
Corners (Encounter 4). While the entry hall provides a fun role-
play opportunity, The Gauntlet itself is a brutally trap-filled test of
ingenuity, dexterity, and bravery. Characters stand a better chance

. of survival if they find the notes in Acid Bath (Encounter 6) before
entering the Gauntlet proper.

A. GARGOYLE HALLWAY

As there is no light in this hallway, adjust descriptions based on the
party’s light source. Read or paraphrase the following as the party
enters the hallway:

Entrance

. Gargoyle Hallway
. First Pit And Landing

©) Second Pit And Spear Wall ,
(®) Third Pit, Net Trap, And Landing
@®) Fourth Pit And Final Londing

Launching Net Tmp“

Haﬂd—chcr)ng o
Blade Trap ‘

Glyphstone
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Two pillars flank the beginning of this hallway,

cach carved with a horned and tailed grotesque.

The hallway ends forty feet away; there, two closed
doors stand opposite each other. Between the doors
and your position rests a large sleeping hound, its
hide dark as midnight. A pair of brass manacles are
fastened to its hind legs, chains leading up and into
the mouth of a metal face embedded in the center of
the left wall. The mouth secems to be chewing softly

on the chains.

The party will likely interact with the gargoyles or the hound and
shackles, then finally interact with either door. You may have the
gargoyles begin speaking whenever it seems appropriate.

Grotesques (Gargoyles): The gargoyles can speak and move their
limbs, though they are bound to the pillars (by Zaltar). Both are
very opinionated, adding their personality to any questions asked
of them. On the left is Jatra, always pessimistic and angry, but
generally truthful. The other, Goro, is optimistic and upbeat, but
contradicts everything Jatra says and is inclined to lie. They can
share the following, if asked by the party, and especially in exchange
for freedom.

*  They can be freed with a casting of dispel magic (DC 14). This
is the one case where both agree, though Jatra thinks the party
will fail and Goro believes they can do it. If freed, they will not
harm the party and will head back toward Zaltar’s Gameroom,
seeking a way out.

e They have seen many adventurers. (Jatra doesn't think this
party will last long. Goro believes in them, perhaps due to
some fact he makes up, such as one of the characters being
“the chosen one.”)

e The hound is dangerous. (Goro thinks it isn’t that bad, Jatra
says it has killed many. In exchange for freedom they can share
that it came with an adventuring party.)

*  The manacles are magical (in exchange for freedom, they
reveal that the manacles will try to catch them).

*  Adventurers who go to the door on the left come back hor-
ribly scarred, if they return at all. Adventurers who skip that
room and go elsewhere, tend to come back - there must be
something important there. (In exchange for freedom they can
offer that the statues inside are said to be important.)

*  The door on the right always causes many screams and the
sound of fire. (In exchange for freedom they can share there is

a Glyphstone inside.)

e Recently a notable group of adventurers came through, and
faced the challenges with wild zeal. They were all dressed in
matching crimson robes. Goro thought they might make it
to the end, and liked their pretty snake amulets. Jatra thinks
that they were nothing but evil, and didn’t like their look one
bit. Unknown to the gargoyles, this group was an elite team of
snake cultists on a mission to try to free their mistress Sysuul.
Luckily they met their end in Encounter 14, Khri Colony, and
the players can discover their remains there.

*  Other information of your choosing.

Hound: The hound will attack anyone coming near it. Its ferocity
is a result of being imprisoned and frightful, for it lost its master. It
can be befriended from a safe distance with a DC 11/13/15 Wis-
dom (Animal Handling) check. Good roleplaying can provide ad-
vantage or even bypass the check. If befriended, it serves faithfully.
Use the statistics below. For all tiers, the creature is a medium sized
hound, speaks no languages, is unaligned, and has short black fur.

APL | MONSTERS

1 1 Mastiff (Monster Manual, p. 332)

2 1 Wolf (Monster Manual, p. 341)

3 1 Worg (Monster Manual, p. 341)

Manacles: Any creature adjacent to the manacles (and thus
adjacent to the hound) will be attacked by one of the manacles,
which releases one of the hound’s legs and attacks the approaching
creature with a +3/5/7 attack bonus. On a hit, the target becomes
restrained. The bonds cannot be broken or unlocked by any means
once they have captured someone.

Escaping is difficult. The manacles can bind up to two creatures. If
another creature approaches, the manacles will release the creature
it has held the longest and try to grasp the new one, potentially
allowing escape. In addition, the face on the wall is sentient, apolo-
gizes for capturing creatures, and can be reasoned with. It was once
Lorond Lightfinger. Zaltar punished Lorond for stealing, binding
his essence to this wall. Lorond is terribly hungry. If offered food,
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he will cause the manacles to open and release their captives.

Leftmost Door: This door leads to Encounter 6, Acid Bath. An
acrid smell comes from the other side of this door. The door itself
glows a slight green color. A DC 12/14/16 Intelligence (Arcana or
Investigation) check reveals the glow is magical, but harmless.

Rightmost Door: This door leads to the Gauntlet’s trap-filled
corridor. The ancient wooden door has an elaborate metal lock with
many protrusions and seemingly important moving devices. The
door is not trapped, is actually unlocked, and swings open when the

handle is pulled. It leads to Area B.

B. FIRST PIT AND LANDING

Read or paraphrase the following:

This Iong hallway, ten feet wide, is almost one hun-
dred feet long. The low ceiling, only eight feet above,
gives the passageway a claustrophobic feel. The floor
is broken up in four places by ten-square-foot pits.
Looking down into the closest pit, you can see its
floor is set with many sharp spikes. At the far end
of the hallway is a stone plinth, a glypbstone resting

within its arched nook.

ENCOUNTER 5 - THE GAUNTLET
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The first 15ft of the hallway are safe. Next there is the open spiked
pit, and then another 10ft of floor (the first landing) on its far side.

SPIKED PIT

Falling: A character falling (or pushed) into the pit takes 1d6 blud-
geoning damage from the fall, 1d4/2d4/4d4 piercing damage from
the spikes, and lands prone.

Jumping: The standard rules for jumping apply here. A long jump
with a 10ft running start allows a character to jump their Strength
score in feet, so any character with at least a Strength of 10 may
jump the pit and land on the first landing.

Traversing the Pit: The walls of the pit may be climbed with a DC
12/14/16 Strength (Athletics) check. A character climbing into the
pit (or who has fallen into it) may safely move through the pit with-
out taking any damage with a successful DC 11/13/15 Dexterity
(Acrobatics) check.

FIRST LANDING AND FLAME TRAP
The landing is trapped with a pressure plate.

Detecting the Trap: To detect the pressure plate, a creature must
be adjacent to the landing (perhaps climbing the pit's wall, flying,
or levitating) and succeed at a DC 12/14/16 Intelligence (Investi-
gation) check. A DC 12/14/16 Wisdom (Perception) check spots
a tiny metal pipe on one wall, but does not reveal what may come
out of it or how it may function.
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Trap: Any weight over 40 Ibs causes a jet of fire to blast out from
the pipe on the wall, bathing the landing in flame. Any character
on the landing must attempt a DC 12/14/17 Dexterity saving
throw, taking 2d6/3d6/4d8 fire damage on a failed save or half as
much on a successful save. A character failing the save must attempt
a DC 12/14/17 Strength saving throw to avoid being pushed either
backwards or forwards (equal chance of either) into a pit by the
force of the blast.

Reset: The trap resets instantly and is triggered anytime a new crea-
ture or object in excess of the weight limit is added to the pressure
plate. A character already on the landing may move or jump away
without triggering the trap a second time.

Disabling the Trap: A creature adjacent to or on the pressure
plate may disable it or the pipe with a DC 13/15/18 Intelligence
(Thieves’ Tools or Mason’s Tools) check.

C. SECOND PIT AND SPEAR WALL

The second pit is identical to the first pit (see above). However, the
landing beyond this one is sticky and has a spear wall trap.

Illusionary Wall: An illusion conceals the spiked wall trap. This
illusion can be detected with detect magic or a DC 13/15/17 Intel-
ligence (Arcana) check and dispelled with dispel magic. The illusion

is only visual and is not a barrier.

Sticky Landing: The landing is covered in a magical sticky
substance, which can be removed with dispel magic. Any creature
touching (or jumping onto) the landing becomes restrained. Roll
initiative at this time, and read or paraphrase:

ENCOUNTER 5 - THE GAUNTLET

Metal gears grind and wood creaks, as a wall of
spears pushes through an illusionary wall to your
left! The wall is moving steadily across the corridor,
pushed by a wheeled device still partially hidden by
the nook in which it resided. You only have a few
seconds before the spears will reach the far wall and
impale anything in their path!

Breaking Free: A restrained creature may spend an action to
attempt a DC 12/14/16 Strength (Athletics) check to break free of
the sticky substance, ending the restrained condition.

Spear Wall: The wall is triggered by any living creature cross-

ing on or over the landing. On an initiative count of 5, the wall
moves 5ft forward. Anything in its space is pushed 5ft, and takes
1d10/2d8/3d10 piercing damage. A restrained creature remains
restrained when struck. The damage is doubled if the spear wall has
entered the last 5ft of the landing.

Disabling the Trap: The wheeled machine behind the spear wall
can be disabled with a DC 11/13/15 Dexterity (Thieves' Tools, Car-
penter’s Tools, or other similar tool set) check. This check is made at
disadvantage before the spear wall has moved for the first time.

Reset: After the machine has moved twice and is fully extended, it
wheels back 5ft per round until it is back behind the illusory wall.
It will immediately move forward again if a creature is still alive on

the landing
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D. THIRD PIT, NET TRAP,
AND LANDING

This section of the Gauntlet has a third pit with a skeleton and
swarm, a concealed net, and a landing with another flame trap.

SPIKED PIT
Read or paraphrase the following:

This third pit was one adventurer’s doom. A skeleton stares up at
you, impaled upon several of the spikes near the far side of the pit.
The splayed out skeleton suggests it fell while jumping.

Spiked Pit and Holes: The spiked pit is identical to the pit in Area
B, with the addition of the concealed net (see below), the skeleton,
and a dozen very small holes where the floor meets the walls. A DC
13 Wisdom (Perception) check spots the holes and the skeleton’s
pack.

Skeleton: The former adventurer is impaled on her back. Her
backpack is pinned under her, concealed by tattered clothing. A
DC 12/14/16 Wisdom (Medicine) check determines the creature
was not jumping - it was thrown or pushed back onto the spikes.
The backpack holds shattered alchemist’s tools, spoiled rations,
two rubies worth 100/250/500 gp, a bundle of two intact potions
of healing/healing/greater healing, a potion of gaseous form, and an
alchemical smoke bomb (a single-use item which can be thrown
on the ground to create a 10ft radius of dense smoke, granting full
concealment).

Holes and Swarm: Disturbing the skeleton or falling into the pit
draws a swarm of creatures out of the holes. They hungrily attack
any creatures within the pit. Swarms will fill the available area,
with any extra ones coming in to fill in as space becomes available.
Characters using fire, plugging up the holes, or taking other clever
actions can hold the swarms at bay and resolve combat without
killing the swarms.

ENCOUNTER 5 - THE GAUNTLET
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APL | MONSTERS

1 1 Swarm of rats for each character in the pit
(Monster Manual, p. 339)

2 1 Swarm of rats for each character in the pit
(Monster Manual, p. 339)

3 1 Swarm of rats, plus an additional one for each
character in the pit (Monster Manual, p. 339)

4 2 Swarm of rats, plus an additional one for each
character in the pit (Monster Manual, p. 339)

5 3 Swarm of insects, plus an additional one for each
character in the pit (Monster Manual, p. 338)

6 4 Swarm of insects, plus an additional one for each
character in the pit (Monster Manual, p. 338)

7 1 Swarm of poisonous snakes for each character in
the pit (Monster Manual, p. 338)

8 1 Swarm of poisonous snakes, plus an additional
one for each character in the pit (Monster Manual,
p. 338)

9 1 Swarm of poisonous snakes, plus an additional
one for each character in the pit (Monster Manual,
p. 338)

10 | 2 Swarm of poisonous snakes, plus an additional

one for each character in the pit (Monster Manual,
p. 338)
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CONCEALED NET

Detecting the Net: A DC 14/17/20 Wisdom (Perception) check by
a character on the second landing or closer will spot the weighted
net hidden on the ceiling. Beating the DC by 4 or more also reveals
a one-inch diameter stone shaped like an eye (a magical sensor)
above the pit on the left wall.

Net Trap: Above the pit is a concealed net woven from threads
matching the color of the ceiling and weighted with stones. A crea-
ture jumping over the pit or moving along the bottom of the pit is
detected by the sensor and the net releases onto them. The creature
must make a DC 13/15/17 Dexterity saving throw or be caught in
the net, falling (if appropriate) and becoming prone and restrained
at the bottom of the pit. The net can be destroyed by 5 points of
damage from a slashing weapon or with damage from fire, spells, or

the like.

Disabling the Trap: Covering or destroying the eye (AC 16, HP
12; resists bludgeoning, piercing, and slashing) will disable the trap.
Invisibility (but not stealth, as there is no cover) would prevent the
sensor from detecting a creature. Clever solutions may also destroy
the net or prevent it from striking a passing creature.

THIRD LANDING AND FLAME TRAP

The landing is 5ft wide and contains a flame trap, identical to
the one in Area B with two exceptions. First, the weight required
to trigger the trap is only 25 pounds. Second, if the flame trap is
triggered it also triggers a door trap:

Door Trap: If the flame trap here is triggered, the door between
Area A & Area B slams shut and locks firmly in place. The door can
be unlocked with a DC 13/16/19 Dexterity (Thieves Tools) check.

Additionally, the door and the wall around it now begin to move
forward! The wall moves 10ft per round. On the second round,
anyone in the first 15ft of the hallway is pushed into the pit, forcing
them to fall into it. The door is then released from its hinges, falling
into the pit and dealing 1d10/2d10/3d10 bludgeoning damage

to anyone in the pit. Characters in the hallway may work to slow
down the door. Reward character ingenuity, using the following

ideas as guidelines and a DC 12/14/16 for any skill checks:

e A character can push against the door, stopping it for a round

with a Strength (Athletics) check

*  Wedging materials into the cracks of the door and wall to slow
it with appropriate tools using Dexterity or Intelligence.

*  Characters climbing down into the pit before the door strikes
them avoid damage from falling and spikes, but they are still
struck by the falling door.

If the glyphstone is recovered from the plinth in time, the
door stops and recedes, returning to its original starting point.



E. FOURTH PIT AND FINAL
LANDING

One final pit separates the heroes from the final landing.

Spiked Pit: The fourth pit presents an additional challenge, as the
landing before the pit (see Area D) is only 5ft wide. Without a run-
ning jump, a Strength of 20 or higher is required to jump the pit.
A character may climb down into the pit or devise a different way
to cross. The spiked pit is similar to the pit in Area A. However, the
spikes are poisoned.

Poison: The spikes are coated in contact poison, making this a
hazard even for a character moving past the spikes. A DC 12/14/16
Dexterity (Acrobatics) check is required to avoid the poison when
walking along the bottom of the pit. A character failing this check
or falling into the pit takes 1d10/2d8/2d10 poison damage (plus
1d6 bludgeoning damage from the fall and 1d4/2d4/4d4 piercing
damage from the spikes, if appropriate).

FINAL LANDING AND NET TRAP

The final landing is, of course, also trapped.

Detecting the Trap: A pressure plate in front of the plinth arch can
be detected with a DC 12/14/16 Intelligence (Investigation) check.

Net Trap: Any creature crossing on or over the landing causes a
net to be fired forcefully from behind a false stone in the plinth.
Any creature on or above the landing must make a DC 12/14/17
Strength saving throw or be restrained in the net and pushed back
into the pit.

Disabling the Trap: A creature adjacent to or on the pressure plate
may disable it with a DC 13/15/18 Intelligence (Thieves' Tools or
Mason’s Tools) check.

PLINTH ARCH
Read or paraphrase the following:

Finally you stand before the stone arch containing
the rune-inscribed glyphstone! Of course, the in-

ner surface of the arch is ringed with small blades.
Worse, there is a palpable sense of dread in this
place. Whispered voices emanate from the stone arch,
promising a terrible maiming if you dare grasp

the glyphstone!

The stone arch is enchanted to extend its blades into anyone reach-
ing for the glyphstone. The secret is to extend a hand very slowly,
but a fear aura makes that challenging.

ENCOUNTER 5 - THE GAUNTLET

Detecting the Trap: The blades are obvious. A DC 13/15/17
Dexterity (Investigation) check allows a character to determine that
the trap reacts to speed. Trying to move very slowly is the key to

grabbing the glyphstone.

Fear: An aura of fear radiates from the arch. The whispered voices
and slowly extending blades try to frighten the character into
moving their hand quickly. A character trying to grab the glyph-
stone must succeed at a DC 12/14/16 Wisdom (Insight) check to
overcome the fear.

Only a Hand: Only a hand may be used to grasp the glyphstone.
Anything else that is extended is cither severed by the blades or fails
to dislodge the treasure.

Grabbing the Glyphstone: A DC 14/17/19 Dexterity (Sleight of
Hand) check is required to grasp the glyphstone. This check is made
with disadvantage if the check against the fear failed. On a failure,
the character takes 1d10/2d8/3d6 piercing damage and must try
again. Once the glyphstone is seized, the whispering fades and the
blades retract. Additionally, none of the traps in the Gauntlet are
triggered by a character carrying the glyphstone.

TREASURE

The third glyphstone is described in Handout: The Third Glyph-
stone of Eldrid. The party may also have recovered the treasure
found on the skeleton in Area D.

TROUBLESHOOTING

The Gauntlet is intended to be a true deathtrap challenge.
For groups preferring a less difficult challenge, reduce
the DCs of most trap detection and disabling checks by

2. If the party takes heavy damage, you could double the
number of healing potions found on the skeleton.

CONTINUING

The party may return to the green-tinted door in Area A, which
leads to Encounter 6: Acid Bath. They may instead return to
Encounter 4: Deadly Corners, and use the remaining door to reach
Encounter 7: Gorgon Tiers.
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ENCOUNTER 6:
ACID BATH

The adventurers enter this Encounter from Area A in The Gauntlet
(Encounter 5). The Acid Bath is a multi-level platforming challenge
which should engage party members in multiple tasks at once. It
makes ample use of vertical space and cover, and characters will be
most successful if they use the terrain to their advantage.

A character struck by the green crossbow ray in Encounter 1, will
lose the Crossbow’s Gift when entering this room, as it expires after
four Encounters.

ENCOUNTER 6 - ACID BATH

TERRAIN TIPS:

When you build the Acid Bath, make note of the following
features:

e The Caustic Croc miniature should remain hidden
behind your DM screen until the beast emerges from
beneath the acid.

e We recommend placing a Clear Grid Overlay on top
of your Acid Terrain Tray before building the rest of
your terrain. This makes tactical combat and move-
ment easier when miniatures are in the acid.

A. ACID BATH ROOM

The two serpent braziers and glowing acidic pools provide dim
illumination. Adjust descriptions based on the party’s light source as
appropriate. Read or paraphrase the following as the party enters:
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The door opens onto a small platform of stone jut-
ting into a large chamber... where the floor is unseen,
hidden beneath glowing and bubbling acid of un-
known depth! No safe path leads from this platform.
You can see stone ramps running along the left- and
right-hand walls, beginning not far from where you
stand. Reaching the ramps would be difficult, howev-
er, because of the acid and also because of two mas-
sive blades rhythmically sweeping through the air on
cither side of your platform. The ramps lead up out
of the acid and toward the far side of the chamber;
at the midpoint of each wall, where they cease rising
at a height of about ten feet above you, they connect
to narrow causeways that turn and cross the acid on
arched spans to meet each other atop a square central
pillar. From the top of this pillar a third raised path
leads to the back of the room. There, stairs lead
down along the far wall to two other platforms in the
far corners of the room. Looking through the arch-
ways you can just make out two tall golden braziers
upon the far platforms. The braziers are decorated
with large menacing snake heads and burn with green
smokeless flame. From the head on the right hangs
a necklace bearing a glowing green amulet. At the
foot of the other brazier is the outstretched body of

an adventurer. It clutches a roll of parchment in one

hand.

The party may wade through the acid or try to jump past the swing-
ing blades. Unless invisible or similarly undetectable, any creature
who moves beyond the platform also attracts the attention of the
crocodile, which immediately initiates combat. In addition, when
any character reaches the top of a ramp or passes the archways, the
statues activate. Characters reaching the statues may investigate the
body or necklace.

TRAPS AND ACID

Acid: The acid is 10ft deep. A creature entering the acid or starting
its turn in the acid takes 3/5/7 acid damage.

Swinging Blades: A character with a Strength of 15 or higher can
make a long jump from the platform to a ramp. However, they
must succeed at a DC 13/15/17 Dexterity (Acrobatics) check or be
struck by a blade, taking 1d8/2d8/3d8 slashing damage and falling
into the acid. Disabling or destroying the blades is difficult. They
can be disabled by an adjacent character (standing in the acid under
the blade) with a DC 18/21/24 Dexterity (Thieves' Tools) check.
The blades have AC 16, 14/24/34 hit points, immunity to poison
and psychic damage, immunity to all conditions, and resistance to
piercing damage.

TWO-HEADED GIANT CROCODILE

The crocodile emerges from the acid just behind one of the arch-
ways (choose whichever archway is closest to a character). See Ap-
pendix A: New Monsters for the two-headed crocodile’s statistics
and note the special adjustments for each party level.

When it first appears, read or paraphrase:

A terrible beast rises up from the caustic pool, with
jagged leathery hide, sinuous tail, and massive maws...
an enormous crocodile, but with two heads! One of
the heads, scarred and malignant with mottled red
eyes, bellows a deep thunderous roar. The other
head has soft wet eyes that appear almost human;
tears stream from them as it scans the room for
threats. Around the weeping head’s neck is a

rune-inscribed collar.
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TACTICS AND CHALLENGE LEVEL

The crocodile focuses on the closest creature that seems to be a
threat. It stays in the acid and won't climb to higher ground, as the
serpent braziers can teleport troublesome party members to it. The
crocodile is intended to provide steady pressure with a few damage
spikes from its rend. The constant healing from the braziers should
encourage players to split, with some characters going after the
statues to stop them from healing the monster.

Collar: The collar on the crocodile appears to be a choker a person
would wear, only fashioned (or enlarged) to a grander scale. The
runes are actually druidic. Anyone who can read druidic can see
that the runes represent balance, peace, and kindness. .. clearly the
opposite of this terrible beast. The collar is described in Treasure,
below.

The Crocodile’s Story: The crocodile was once Dwatha, a druid
exploring the dungeon. He wildshaped at the exact moment he was
struck by sorcerous magic, and became trapped in this two-headed
monstrous form. The difference between the heads is obvious. A
character thinking to examine the creature and succeeding at a DC
12/13/15 Intelligence (Arcana or Nature) check learns that the
malignant head seems to dominate the creature, driving its will. If
more than 1/4 of the creature’s hit point total is inflicted while de-
liberately targeting the malignant head, the head is lopped off and
the druid changes back into half-elven form (spitting up its treasure
when this happens). Other actions, such as casting spells that charm
or hold a creature directly at the malignant head could temporarily
revert the crocodile or at least let the other head cry out, “Cut it off,
cut it of)”

Shiny: Within the crocodile’s stomach is a magical suit of

armor (see Treasure). Characters with a passive Perception score
above 15 can see something metallic within the crocodile as it takes
damage or when it opens its mouths to bite them.

APL | MONSTERS

1 1 Two-headed giant crocodile (AC 11, 65 hit points,
remove Rend ability), 2 Lesser serpent braziers
(AC 13)

2 1 Two-headed giant crocodile (AC 11, 75 hit
points), 2 Lesser serpent braziers (AC 13)

3 | 1 Two-headed giant crocodile, 2 Lesser serpent
braziers

4 1 Two-headed giant crocodile (95 hit points, +1 to
attacks), 2 Lesser serpent braziers (+1 to attacks)

5 1 Caustic two-headed giant crocodile (AC 14),
2 Serpent braziers (AC 15)

6 1 Caustic two-headed giant crocodile, 2 Serpent
braziers

7 1 Caustic two-headed giant crocodile (+1 to
attacks), 2 Serpent braziers (+1 to attacks)

8 1 Caustic two-headed giant crocodile of legend,
2 Greater serpent braziers

9 1 Caustic two-headed giant crocodile of legend,
2 Greater serpent braziers

10 | 1 Caustic two-headed giant crocodile of legend
(+2 to attacks), 2 Greater serpent braziers (+1 to
attacks)

SERPENT BRAZIERS

The braziers activate when a character reaches the top of a ramp or
moves beyond the archways. Each statue has four heads, acting on
set initiative counts. They will attack the adventurers and also use
healing rays to aid the crocodile. See Appendix A: New Monsters
for the statistics of the two statues. The rightmost statue wears the
necklace with the green glowing amulet. See the Treasure section.
The skeleton of an adventurer lies upon the walkway at the base of
the leftmost statue. Clutched in a skeletal hand is a roll of parch-
ment, and a backpack holds potions of healing. See Treasure.
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TACTICS AND CHALLENGE LEVEL

If the party needs a challenge, the teleportation rays can be used to
drop targets above the swinging blade trap. This inflicts acid dam-
age and a chance at the trap damage. In an even fight, the rays can
teleport creatures closer to the crocodile, or even move the crocodile
itself (it willingly fails its saving throw). If the party is already facing
a strong challenge, the teleportation can simply move them away
from the action - perhaps somewhere along the walkways. The slow
effect can be used on a melee combatant to keep it away from either
a statue or the crocodile and combines well with the teleportation.
(Take care not to use this repeatedly on the same character to avoid
creating an extremely frustrating experience.) The acid attack can

be used to engage characters who hang back, as long as there is line
of sight to them. The constant healing from the statues and the rela-
tive ease with which the heads can be destroyed should encourage
some characters to seek out the statues, so they spread out and
experience the entire room.

TREASURE

Several items of treasure are in this room:

Crocodile’s Stomach: Inside is a suit of armor of the undying
flame (choose an armor type a member of the party can wear). If
the crocodile reverts to half-elven form, it spits up the armor before
changing form. Provide whoever takes the armor with Handout:

Armor of the Undying Flame.

Crocodile’s Collar: This item is Dwatha’s Runestone Collar. After
the battle, the collar can be recovered and it shrinks to a size appro-
priate for a humanoid. See Handout: Dwatha’s Runestone Collar
for a full description of this item. If the druid is saved, he gives the
party his collar as a reward for his rescue, then departs to explore on
his own.

Amulet on the Rightmost Statue: The glowing green amulet

is the amulet of the eternal serpent, and it magically opens the
door between Encounter 8, Puzzle Floors, and Encounter 10, The
Menagerie. The amulet shrinks to a size for a humanoid when it

ENCOUNTER 6 - ACID BATH

is recovered. See Handout: Amulet of the Eternal Serpent for
statistics.

Roll of Parchment in Skeleton’s Hand: The parchment contains
the seemingly nonsensical notes this adventurer made. A character
speaking Thieves’ Cant can decode the notes, finding that they de-

scribe the first set of traps in Area B of Encounter 5, The Gauntlet.

Provide the player with Handout: The Thief ’s Notes.

Backpack on the Skeleton: In the backpack is a wand of secrets
and 6 potions of healing / 6 potions of greater healing / 8 potions
of greater healing.

TROUBLESHOOTING

If the party finds the encounter to be too hard, the ghost
of the dead adventurer by the leftmost statue could rise
as a maereghast, but help the party. The spirit is confused,
feeling as if it is being pulled deeper into the dungeon,
but can remain long enough to provide assistance

during the fight and perhaps share a few clues. You can
provide additional potions of healing if the party is low on
resources.

CONTINUING

If the party has not explored Encounter 5: The Gauntlet, they may

head there. Otherwise, they can return to Encounter 4: Deadly
Corners, and then proceed to Encounter 7: Gorgon Tiers.
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ENCOUNTER 7: A. Mosaic Antechamber

Read or paraphrase the following as the party enters the hallway

GORGON TIERS

The adventurers enter from Encounter 4, Deadly Corners. There
is no light in the antechamber. Adjust descriptions based on the
party’s light source. antechamber. A wall on your left side displays two

An entrance hallway leads to a long

colorful tile mosaics, while the opposite wall bears a

grand vaulted archway closed off by massive iron
double doors.

If any of the characters were struck by the crossbows in Encounter
4, Deadly Corners, they can see through the illusion of the mosaics.
The effect of the crossbows in Encounter 1, Zaltat’s Gameroom,
has faded (the crossbow effect fades after four encounters).

The party may inspect the doors or the mosaics.

: @ Mosaic Antechamber
% Main Chamber, Ground Level
: e © Main Chamber, Upper Level
Treasure Chamber

-



Mosaics: The mosaics appear as beautiful patterns of brightly
colored tiles of orange, red, and brown. A character studying the
mosaics and succeeding ata DC 11/13/15 investigation check sees
hidden patterns depicting flaming swords and spears.

These mosaics are actually an illusion, but will appear solid even

to the touch. The illusion can be dispelled with a dispel magic at a
DC of 14/15/16. A wizard with the Arcane Tradition: Illusion can
penetrate the illusion with a successful Intelligence (Arcana) check
ata DC 11/13/15. To anyone under the effect of the crossbows in
Deadly Corners, however, the mosaics ate invisible. Instead, such
an individual can see that the stone walls have been carved away

to create the likenesses of two giant humanoids. The details of
their armor and clothing are inlaid with brass and decorated with
representations of fire. A DC 15/17/19 Intelligence (Arcana or
Mason’s Tools) check reveals that these are not statues, but rather
dormant golems.

Note: Depending on the APL of the encounter, there may only be
one golem here, or even none (in which case the

mosaics are real and not illusions). See the monster chart on the
next page.

TERRAIN TIPS

To make the most of your Dwarven Forge experience,
start your build without the golem walls. Add them only if
the party discovers their presence. This adds excitement
as the party worries about when the golems might ani-
mate. Otherwise, adding the golem walls once the party
activates them is a fun surprise.

B

The golems do not activate at this time. However, characters could
attempt a DC 15/17/19 Strength (Mason’s Tools) or Dexterity
(Thieves’ Tools) check to try to sabotage the golems in some way
to prevent them from attacking later. Success will delay the emer-
gence of the golems (see below) by one round. Succeeding at the
check by more than 5 can, at the DM’s discretion, delay them by
two rounds.

Additionally, a chatactet could attempt a DC 15/17/19 Intelligence
(Arcana) check to diffuse the magic on one of the golems. Success
will expend 1d2 of the runes which power the golems’ powerful
green ray attack (see the monster description).

Iron Doors: These doors are not trapped, but are reinforced doors
of the type used in the vault of a treasure room. A DC 11/13/15
Wisdom (Perception) check reveals tiny carvings etched into the
surface of the doors. What appears to be a pattern is actually a
depiction of humanoids fighting giants with flaming weapons.

Once the party opens the iron doors, proceed to Area B.









B. Main Chamber, Ground Level

When the party opens the doors from the antechamber, read or
paraphrase the following:

The iron doors swing open to reveal an enormous
echoing hall. Two sets of wide steps curve upward at
left and right, beginning at cither wall and meeting

at a tall landing in the center of the chamber. In
front of the landing, down on the ground floor, is an
enormous raised fire pot fiercely burning. It roars and
crackles as if freshly fed, and you can feel its warmth

even from the doorway.

The landing leads to the elevated back half of the
hall, and your eyes are immediately drawn to the
fearsome statue of a massive bull that dominates this
upper area; the creature is sculpted of iron, silver,
and brass. Flanking the statue are two ancient tiered

pillars bearing strange carvings.

The far wall behind the statue is carved with the
likenesses of two hulking humanoids, the stone
embellished with brass and silver. Between them is
an open doorway. Through the doorway you can just
make out the purple glow of one of the Glyphstones

of Eldrid.

The ground floor in the front half of the room is safe. Combat
begins when the party reaches the landing, though there are traps
on the stairs and the party may wish to investigate the fire.

Ceilings: The ceiling is 30ft above the ground floor and 20ft above
the back half of the room.

Fire Pit: This fire pit of black stone is decorated with two skulls.
The eyes flicker with flame, and seem to follow the party’s move-
ment. A DC 13/16/18 Wisdom (Petception) check notes that the
eyes are focused on the weapons the party members carry. Any
weapon or ammunition inserted into the flame will catch on fire
until an action is taken to snuff it out or the weapon leaves the
room. While on fire, the weapons give off tremendous heat and

it is clear to the wielder that the fire has a magical quality. On a
successful hit with a laming weapon, the wielder suffers 2/4/6 fire
damage, but inflicts an additional 1d8/2d8/3d8 fire damage to its
target. The fire damage also causes the blow to overcome any dam-
age resistance the target normally possesses (including the golems’
resistances).

A character falling into or touching the fire pit takes
2d8/3d8+2/4d8+4 fire damage.

Staircases: The leftmost staircase is trapped. This can be deter-
mined with a DC 13/16/18 Intelligence (Investigation) check.

ENCOUNTER 7 - GORGON TIERS ©2018 Dwarven Forge
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When a character reaches the top of this staircase, the stairs tilt
down towards the center of the room and the fire. Any character
on the left staircase at the time must succeed at a DC 12/13/15
Dexterity (Acrobatics) check or slide into the fire pit, suffering
2d8/3d8+2/4d8+4 fire damage.

This trap automatically resets and will trigger any time a creature
steps on it. Clever players can use this trap against the golems or
gorgon.

When a character first reaches the landing, proceed with the de-
scription of Area C.

C. Main Chamber, Upper Level

When a character first steps off the stairs onto the landing, read or
paraphrase the following:

As you approach the Ianding, you note that relief
carvings depicting humanoids [igbting bulls decorate
the two tall pillars, along with writing in a

strange Ianguage.

The moment you step on the landing, the metal
bull’s eyes glow a malevolent red and it snorts a puff
of green gas from its nostrils. This is no ordinary
bull, it’s a gorgon! The massive beast charges
straight towards you, and as it steps off the platform
the door behind it clangs shut.

Roll initiative!

&
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APL | MONSTERS

1 1 doom gorgon, 1 runic golem

2 1 doom gorgon, 4 runic golems

3 1 greater doom gorgon, 2 runic golems (-1 AC, -10
HPs, -1 to attacks)

1 greater doom gorgon, 4 runic golems

1 greater doom gorgon, 2 greater runic golems

1 greater doom gorgon, 3 greater runic golems

1 greater doom gorgon, 4 greater runic golems

0 |IN | O |~

1 legendary doom gorgon, 2 legendary runic
golems

9 1 legendary doom gorgon, 3 legendary runic
golems

10 | 1 legendary doom gorgon, 4 legendary runic
golems

See Appendix A: New Monsters for all monster statistics.
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DOOM GORGON

The gorgon is meant to be a fun but difficult challenge with various
options for resolution. Finding the hatch, reading the pillars, and
discovering the whip and lasso can all add excitement, so provide
hints as needed to keep the combat interesting.

Gorgon Charge: When combat starts, the gorgon immediately
makes a charge attack. If it hits, the punishing hooves attack that
follows also pushes the victim off the landing and possibly into the
fire. Allow the character a DC 13/14/15 Dexterity (Athletics) check
to grab onto the edge and avoid falling into the fire. Otherwise,
they fall into the fire pit suffering 2d8/3d8+2/4d8+4 fire damage.

Tactics: The gorgon attacks recklessly, charging when possible and
not hesitating to provoke opportunity attacks. It shows fear if any
character grabs the whip or lasso from the weapon racks.

Gorgon’s Hatch: A character with a Passive Perception of 15/17/19
or higher sees the outline of a hatch on the gorgon’s back. A
character making a DC 13/15/17 Dexterity (Acrobatics), Strength
(Athletics), or Wisdom (Animal Handling) check can jump or
climb onto the gorgon’s back. This check must be repeated each
round that a character attempts to stay on top and “ride the bull.”
While riding, a DC 13/15/17 Dexterity (Thieves' Tools) or Strength
(Athletics) check opens the hatch and reveals gears and controls.

Each round thereafter, the character riding the bull may use an ac-
tion to attempt to control the gorgon with a DC 11/13/15 Dexterity
(Thieves Tools) or Intelligence (Investigation) check. Success allows
the character to move the gorgon 10ft in any direction, or stop it
from attacking. Succeeding at the check by more than 5 allows the
character to make the Gorgon attack as well, potentially using it as

a weapon against the golems! Every time the character succeeds at
using these controls they get a knack for the controls and the DC for
each subsequent check is cumulatively reduced by 1.

Moving the Gorgon: If a whip or lasso are used against the gorgon,
the wielder may attempt a DC 13/15/17 Wisdom (Animal Han-
dling) check. With a success, the attack allows the wielder to move
the gorgon 10ft in any chosen direction. If the gorgon is maneu-
vered back onto to the raised dais, it stops attacking and the door
behind it opens once more.

RUNIC GOLEMS

The golems enter the combat in stages, adding excitement and
danger to the fight. If fewer than four golems are indicated, remove
a golem first from the antechamber, then one from the upper level.
The weapon racks behind the golems are visible if there are fewer
than two golems in the upper level.

¢ Round one: the two golems in the antechamber (Area A) acti-
vate and move toward the party. They open the iron doors as
part of their movement. They attack the closest party members.

¢ Round three: the golems at the back of the main chamber acti-
vate and engage the closest party members. The weapon racks
become visible at this time.

Golem Rays: The golems can fire bolts of green arcane energy from

their palms, but can do so only four times each. Glowing runes
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upon the golems wink out with each shot, revealing to the party the
number of charges remaining. Characters could exploit this, causing
a rune to discharge harmlessly by attacking the runes directly
(10/15/20 damage done only to a rune) or using an action and

a successful DC 12/14/16 Intelligence (Arcana) check to expend

a rune through counter-magic. The energy bolts have the same

side effect as the crossbow traps; the first person struck by one can
subsequently see through certain illusions in the dungeon. Provide
the first player struck by one of these energy rays with Handout:
Residual Golem Energy.

Golem Tactics: The golems attack the closest target initially, but
will switch targets to whatever they perceive to be the most dan-
gerous threat. They lack cunning and can be tricked or out-ma-
neuvered. If the gorgon is forced to attack them, they could start
attacking the gorgon!

ROOM ELEMENTS

Tall Pillars: Any attempt to study the inscriptions on the pillars re-
veals that the humanoids depicted in the carvings are using myriad
weapons. Casting comprehend languages (or a similar spell) or using
an action and a DC 12/13/15 Intelligence (History) check deci-
phers the writing. Provide the player who reads it with Handout:
Taming the Colossus.

Weapon Racks: The weapon racks become visible as soon as the
golems move out of the nooks. Any melee weapon a character can
think of is likely on the rack, including a whip and a lasso. All the
weapons on the rack are inscribed with runes and etchings of fire.
If dipped into the fire pit (see above) they will deal an additional
1d8 fire damage on top of the regular bonus damage already given
by the pit.

Warded Door: This door is warded and impervious to magic or
lock picking. No lock is even visible upon its surface. To exit this
room, the party must force the gorgon back onto the platform
where the creature first stood. This can work even if the party drags
the dead gorgon onto the platform.




TERRAIN TIPS

For added impact, you could keep the weapon racks Flickering torches illuminate a grand vaulted wall. Di-
hidden until the golems activate. Then once the golems
move, remove their walls and place the weapon racks in

rectly ahead is a plinth, a brigbt]y shim'ng glypbstone

the now exposed nooks. This will help draw attention to set in the recess above it. Resting upon the bottom
the weapon racks and encourage players to investigate . ) .
the revealed weapons. of the plinth is an open leather sack revealing gems

and coins, and what looks to be a rolled-up scroll of

parchment.

D. Treasure Chamber

Access to this area is through the warded door (see above), which
opens if, and only if, the gorgon is returned to its platform (dead or
alive). When the party enters, read or paraphrase:

On one side of the chamber is an iron-bound wood-

en door.

There are no traps in this chamber. On the wall by the plinth is the
fourth Glyphstone of Eldrid (provide the player who touches it
with Handout: The Fourth Glyphstone of Eldrid).
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The leather sack contains 300/650/900 gp worth of sapphires and
gold, silver, and platinum coins. Three scrolls are rolled up, each
containing a spell of up to 4th level. You may choose the exact
spells to match the party’s character classes, or use the default of the
following wizard spells: magic weapon, dispel magic, protection from
energy, polymorph.

TROUBLESHOOTING

This encounter is more fun if the adventurers discover
how to use some of the various room elements to their
advantage. If necessary, you can have the gargoyle pillars
in the back of this room animate and start giving hints.
The gargoyles could give information regarding the eyes
on the fire pit, the weapon racks, the writing on the pillars,
and the hatch on the gorgon. For additional fun, you
could role play them as if they are a pair of movie critics
or sports commentators giving a critique of the players'’
performance. They could provide clues about some of
the room elements, perhaps inadvertently through their
humor. “They haven't even found the whip yet, can you
believe it?”

CONTINUING

The party may continue with Encounter 8, Puzzle Floors. If they
have not explored Encounter 5, 7he Gauntlet, or
Encounter 6, Acid Bath, they may also return to explore those areas.
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ENCOUNTER 8: A. Stairway and Antechamber

Read or paraphrase the following as the party opens the door

PUZZLE FLOORS

The adventurers enter from Encounter 7, Gorgon Tiers. There is no
light on the stairs or in the antechamber. Adjust descriptions based
on the party’s light source. leading down to a small room. Corners and nooks

The door leads to a set of wide crumbling stairs

are filled with shadows; the air is stale and every
step on the stairway echoes. Directly across from
the stairs is a doorway. In front of the door, not

far from the keyhole, is a key hovering in midair.

The key is made of stone and is suspended inside a gelatinous ’
cube, which automatically engulfs any character who approaches -

the key. It takes a DC 15 Wisdom (Perception) check to spot the gt
gelatinous cube. It waits for one or more characters to draw near, 4
but if they all hold back cautiously it may try to engulf the closest Tk
(with advantage from surprise if not detected). See :
Monsters, below. i

@ Stairway And Anteébam_l)ér

P (® Riddle Pillr
ar @ Puzzle Chamber

i :
Treasure | B

Treasure Room D
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Wooden Door: The wooden door leads to Area B. It is locked,
but can be opened with the stone key or a DC 14/17/20 Dexterity
(Thieves’ Tools) check.

Secret Door: In addition to the wooden door, there is a secret door
in the nook between the stairs and the wooden door. The secret
door can be found with a DC 12/14/16 Wisdom (Perception) or
Intelligence (Investigation) check. The secret door leads to Encoun-
ter 10, but cannot be opened at this time. If anyone touches the
secret door (perhaps while searching for a way to open it), a stone
mouth appears on the door and says, “Only those with the amuler
of the eternal serpent and the glyphstones from watery doom may
pass through me. Be gone!” The mouth, if addressed respectfully,
will engage the party in further conversation. It likes to hear jokes,
and may trade clues if told good ones. It can give the PCs hints
based on where they have already been (“Oh, you were so close!”
or, “I can't believe you didn’t find it! It looks like...”). It will avoid
answering any other questions about the dungeon.

If the party has both items it requires, the door first asks them a few
questions about their time in the Dungeon of Doom, begs them for
a joke or two, and then finally the secret door

slides into the ceiling. This reveals the way to Encounter 10:

The Menagerie.

The amulet is found in Encounter 6, Acid Bath, and two specific
ghyphstones in Encounter 9, Eldritch Pools.

MONSTERS

This is intended to be an easy fight, with the monster typically
gaining surprise. When more than one monster is indicated, the
only monster in the room initially is the gelatinous cube with the
key—when combat starts the other appears through cracks in doors
or walls (using its amorphous ability), or via magic.

ENCOUNTER 8 - PUZZLE FLOOR

MONSTERS

1 1 gelatinous cube (-3 to damage rolls)
(Monster Manual, p. 242)

2 1 gelatinous cube (Monster Manual, p. 242)

3 1 gelatinous cube (96 HPs)
(Monster Manual, p. 242)

4 1 gelatinous cube (120 HPs, +1 to attacks and +3 to
damage) (Monster Manual, p. 242)

5 2 gelatinous cubes (Monster Manual, p. 242)

6 1 gelatinous cube (120 HPs, +1 to attacks and +3 to
damage), 1 black pudding (Monster Manual, p. 241
& p.242)

7 1 gelatinous cube (160 HPs, +2 to attacks and +3 to
damage), 1 black pudding (Monster Manual, p. 241
& p.242)

8 1 gelatinous cube (160 HPs, +2 to attacks and +5 to
damage), 1 black pudding (Monster Manual, p. 241
& p.242)

9 1 gelatinous cube (200 HPs, +2 to attacks and +5 to
damage), 1 black pudding (Monster Manual, p. 241
& p. 242)

10 | 1 gelatinous cube (220 HPs, +3 to attacks and +5 to
damage), 1 black pudding (Monster Manual, p. 241

& p. 242)

KEY
The stone key opens the door to Area B.

B. Riddle Pillar

When the party opens the door to this room, read or paraphrase the
following;

This long room has a door in of the long wall to
your right and one at the far left corner, where the

wall curves inward.

In the center of the room is a single gray stone pillar
carved with brilliantly painted symbols. The pillar has
two deep horizontal grooves around its circumference,
dividing it into three distinct sections. Each section

bears a collection of four different symbols.
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The party may approach the doors without issue. Interacting with

the pillar triggers an illusion (see below). The woman with the crown speaks to the alchemist,

Righthand Door: This door leads to Area C. It is magically locked “Sabuugin have shattered my fleet to shards, slain my

E:lt;i:)he first riddle sequence is set in the pillar (see Riddle Pillar ang . PI‘OW] my coust I'[ must see them slain!”

The alchemist thinks, then replies, “Your majesty,
Left Corner Door: This door leads to Encounter 9, Eldritch Pools, [ shall b fixir th O .
L iy sha rew an elixir that you may take the Dattle
to them.” She leaves and the alchemist begins brew-

RIDDLE PILLAR ing. A pale light appears, then fades, and the alche-

The pillar has three round bands, and each band bears four sym- leted.”
brolks was compieted.

mist says, “And as the moon set, the potion

e  Band 1 - flame, wave, cloud, crystal
Y The scene vanishes, but reappears moments later. The

*  Band 2 - salamander, fish, eagle, scarab beetle queen, clad in bloodied armor, paces the room.”Tis
»  Band 3 - eye, mouth, hand, heart a bleak day as my capital city weathers the foul
swarm of sahaugin. I proclaim I shall withstand

their siege.’ " The alchemist responds, “Very well, |
shall brew an elixir that you may become as strong
as stone.” She leaves and the alchemist turns to his
bench. The Iigbt in the room slowly fades and the
alchemist speaks: “Just before twilight, I have finished

my brewing, ”

The scene again changes. The queen stands before

SCARAB BEETLE the alchemist. “The foolish sahaugin have been im-
g molated! My spirits should be soaring, yet I feel my
@ life is dull now.” The alchemist ponders, then says
“ shall brew an elixir that you may dance among
HAND

the heavens.” The queen departs, and the alchemist

begins to toil. A warm glow slowly rises over his
8 & y
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