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Preface

The book you hold in your hands represents the completion
of a three-year project with two stages. In 2011, | revised
the notes of my home-game megadungeon to create
Barrowmaze | (published under the Open Gaming
License and compatible with Labyrinth Lord and other
classic fantasy role-playing games). One year later | ran
a crowdfunding campaign to publish the second half of
the dungeon, called Barrowmaze II.

Through the support of the old school gaming community,
Barrrowmaze was listed in the Top 10 on RPG now for
months and finished in Second Place for the prestigious
Three Castles Game Award for RPG Design at the North
Texas RPGceon in June of 2013.

Barrowmaze Complete represents the consolidation of
Barrowmaze | and I, as well as new content, art, layout

and cover design.Barrowmaze Complete represents the
consolidation of Barrowmaze | and Il, as well as new
content, art, layout and cover design.

Although Barrowmaze has my name on the cover, | view
the adventure as a communal expression of old school
gaming-it speaks to the type of game we want to play, the
style of game we want fo forward, and that the history and
roots of our hobby are important and worth preserving for
future gamers.

This new version, specifically designed for 5e in
partnership with Rogue Comet, opens up a new audience
for Barrowmaze Complete. Those who want to play 5e, but
with an old school feel, can now explore the dark depths of
Barrowmaze! Remember, get rich, or die trying!
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Introduction

Barrowmaze is an exploration-style megadungeon for
Labyrinth Lord™ and other classic fantasy role-playing
games. The dungeon is designed to begin with first
level characters and continue through mid and high-
level play. Barrowmaze starts in the isolated village of
Helix located in a swampy region known as the Duchy
of Aerik. Over the course of the adventure, players will
learn that a great field of mist-swept barrow mounds
exists in the marsh and that the dead have risen in the
dungeon below.

As a megadungeon, Barrowmaze is intended to support
an extended campaign lasting months and years. Unlike
most megadungeons (constructed vertically with levels
and sub-levels corresponding to character ability),
Barrowmaze is constructed as a vast sprawling horizontal
dungeon. As the player characters (PCs) move from
west to east across the map, the monsters increase in
power and the treasures increase in value. Subject to the
choices made by the PCs, this megadungeon presents
opportunities for more than one end-game scenario.

This book is divided into the following parts, each with
their own subsections. The first provides an introduction
to the history of Barrowmaze. The second provides a
gazetteer and outlines the geography of the Duchy of
Aerik, paying particular attention to the village of Helix.
The third offers information to Referees on how to run
Barrowmaze. The fourth details the Barrow Mounds and
the fifth the dungeon itself. The final sections provide
all the supplementary material such as magic items,
monsters, random tables, illustrations, efc.

Although the scope of the dungeon might seem daunting
at first, Barrowmaze is written to aid Referees and
facilitate immediate play. You can begin merely by
creating characters and setting off to the dungeon. If
you want to set the broader context of the adventure for
players, then read through the gazetteer information first.

Barrowmaze: A Brief History

Ages ago, an unknown people settled near a great
moor. They built a village and, following their custom,
constructed burial mounds and underground tombs
to lay their dead to rest. Some were buried in simple
alcoves, while others were entombed behind sealed
doors and guarded by deadly traps. Time passed and
the settlement grew—and the underground passages
became maze-like in their complexity.

This continued for centuries until the cult of Nergal, God
of the Underworld, appeared. Nergal received a vision.
He knew his sons, Orcus and Set, desired his throne and
wanted to depose him as Lord of the Underworld. Nergal

commanded his evil cultists to drive the villagers off and
occupy the labyrinth. He further commanded them to
take his most powerful unholy relic, The Tablet of Chaos,
and entomb it behind many wards and traps. In time,
Nergal's vision came to pass and his sons overthrew
him. The cult of Nergal, now leaderless, fragmented and
abandoned the burial maze. Knowledge of The Tablet
was lost.

Once they deposed their father, Orcus and Set turned on
each other and a civil war for control of the Underworld
began. A stalemate ensued with each side hoping to tip
the balance of power in their favour. Orcus gathered
his acolytes. He ordered them to enter the maze and
find The Tablet of Chaos. Set countered by sending his
powerful necromancers after the artifact. Both groups
have been commanded to find The Tablet of Chaos or
destroy the opposing faction.

Nergal’s masterstroke revealed itself in the time that
followed. By hiding The Tablet in the maze, Nergal
ensured that neither of his sons could completely take his
place as Lord of Death and the Underworld. Moreover,
The Tablet of Chaos, secreted in a vast labyrinthine burial
site, has defiled the sanctity of the crypts. The relic has

The history of Barrowmaze is kept purposefully brief
and should not be immediately available to player
characters. The PCs should only be able to advance
their understanding of Barrowmaze and its history
through dungeon exploration and role-play. Not
all of the information is available in the dungeon,
nor is all the information available in the village of
Helix. The history and background of the dungeon is
delivered in a slow and purposeful manner. Referees
should also note that only the most conscientious
players will be able to weave together the various
threads of the broader backstory as they proceed
through the dungeon. This is a good thing. If the
players want more information they need to work
for it. Whether they chose to hunt for details in the
dungeon, or are more interested in killing monsters,
it is their decision to make.




called the dead and commanded them to rise from their
graves! Nergal’s undead attack the living and defend
The Tablet of Chaos. The undead have also started to

wander onto the surface and into the surrounding marsh.

Although Nergal's followers drove off the first human
peoples that lived near the moor, other settlements grew

in their place over time. The small villages of Helix and
Bogtown, and the larger community of Ironguard Motte,
all share folk tales of the dead walking in the mist and
riches buried in the swamp. Local villagers are aware of
the barrow mounds and the labyrinth that exists beneath

—they refer to the dungeon as Barrowmaze.
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Gazetteer

This section introduces the district known as the Duchy of
Aerik. This region draws its name from Aerik Ironguard,
one of the first settlers and the founder of Ironguard Motte.
The purpose of this overview is two-fold: to provide an
outline of the surrounding area in which Barrowmaze
is set and to highlight the village of Helix in detail. This
format should allow Referees to begin play immediately
using Helix as the starting point and add more detail
about the surrounding region as required.

The hex map provides a geographical overview of the
surrounding region. Each map hex represents 5 miles.
This map uses the rough guideline that a human can
march a maximum of 20 miles a day (in 8 hours) given
the nature of the damp terrain.

The ground between Helix and the Barrow Mounds
(1 hex or 5 miles) is swampy and slows movement. It
takes double the amount of time, or the equivalent of
a half-day (4 hours or 10 miles), to reach Barrowmaze.
This means that expeditions to the dungeon will remain
relatively short in order to allow player characters time
to travel back to Helix before dusk. Players should be
strongly encouraged to return to Helix as the area of the
dungeon and barrow mounds are simply too dangerous
to camp overnight.
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The chart below approximates the distances between the
villages and towns of the duchy. Helix and Bogtown are
both about 15 miles from Ironguard Motte and a round
trip from Helix to Bogtown would be 30 miles. However,
the roads in the duchy are little more than dangerous dirt
(or mud) pathways and only increase movement slightly
(5-10 miles).

Time in Hours (h)/Distance in Miles (mi)

. . Ironguard Id
Locations Helix Motte Bogtown Dwarf Bridge
Helix — 6h/15mi 12h/30mi 8h/20mi
Ironguard . ; ;
firere, 6h/15mi = 6h/15mi  2h/5mi
Bogtown 12h/30mi  6h/15mi — 4h/10mi
old : , ;

Dwarf Bridge 8h/20mi 2h/5mi 4h/10mi  —

In addition, for every hex travelled by caravan the
Referee should role percentage dice with a result
of 15% or lower indicating that a wagon has broken
a wheel (or sustained road damage of some sort)
and must be repaired or abandoned along the
caravan route.

The Duchy of Aerik

Scale: one hex equals 5 miles

(a8) Village
() Costle
Forest
&S River

Locations

1. Helix 8. Wyrdwood

2. lronguard Motte 9. The Moon Peaks

3. Old Dwarf Bridge  10. Blackwater River

4. Bogtown 11. Thornswild Forest

5. Secret Shrine 12. The Merisc River
of Zorgon 13. The Blackened
Barrowmaze Forest

N O

Moorwash River




Geography

The Barrowmoor

The Barrowmoor dominates the Duchy of Aerik. The moor
is a vast fetid bog roughly 30 miles north and south and
35 miles east and west. Within the marsh, an obscuring
fog hangs heavily on the landscape and easily disorients
travelers. At dusk the fog is nearly impenetrable and
the moon casts an eerie glow across the moor. The air
feels thick and hard to breath. The marsh smells of rot
and decay. The ground of the Barrowmoor is soft and
footprints quickly fill with dark peat-coloured water. The
bog is difficult to navigate due to the tangled and near
impenetrable mass of decaying trees, weeds that stand
seven feet high, knotted vines, and deep pools of black
swamp water. The moor is an unnervingly silent place.
Occasionally the deep croak of a bullfrog can be heard
before it plops into the water, or perhaps the distant caw
of a raven, but otherwise the moor is strangely quiet.

Stories abound about the monsters and inhabitants of the
Barrowmoor. A tribe of froglings (see New Monsters) is
known to exist somewhere in the central eastern portion of
the marsh. These small, frog-like humanoids often emerge
from the moor to attack caravans travelling back and forth
along the trade routes to Helix and Bogtown. Locals also
tell stories of pterodactyls, and larger pteranodons, flying
above the marsh. The rangers brave enough to journey
across the bog also fell tales of lizardmen conducting
strange rituals around ancient standing stones to the south.

For much of the year the Barrowmoor is near impenetrable.
During the fall, winter, and early spring the marshland
is simply too soggy and water-covered to traverse. Over
the last two seasons, the populations of Helix, Bogtown,
and Ironguard Motte have grown with adventurers in the
summer months. See Random Table 1 for encounters in
the Barrowmoor.

The Old Dwarf Bridge

Created long ago by the dwarves of the Moon Peaks,
“The Auld Brig” or “The Old Dwarf Bridge” (as the
humans call i) facilitates trade across the Moorwash
River between the dwarves and the human settlements
at Ironguard Motte and Helix. Although the dwarves
still conduct trade occasionally, they have by-and-large
retreated to their underground halls. The bridge itself
provides the primary ford across the Moorwash River
and is essential to the village of Bogtown. Periodically
human brigands or monstrous humanoids from the
Barrowmoor, the Wyrdwood, or the Moon Peaks, have
been known to occupy the bridge for a short time and
waylay (or demand tolls) from travellers and caravans.

The Merisc and Blackwater Rivers

From the Barrowmoor, the Merisc and Blackwater rivers
drain to the forests and plains beyond the duchy. Both
rivers appear blackened by peat moss and slowly return
to clear water the farther away from the Barrowmoor.
Tales say a large tribe of lizardmen live in the delta of
the Blackwater River.

The Moon Peaks

The Moon Peaks are a mountainous range that runs
east of the Wyrdwood. The mountains are called the
Moon Peaks due to their extreme vertical elevation that
reaches toward the moon in the night sky. The tips of
these mountains are so high their peaks often penetrate
the clouds. A clan of dwarves, the Hammerhands, lives
in the northernmost of these mountains near Bogtown. In
their mountain home, called Karnak by the dwarves, they
mine metals and trade both raw ore and finished goods
(metalware, arms, and armour) to the human settlements
by caravan to Bogtown and Ironguard Motte. All non-
dwarves are strictly forbid. Some say a great Roc makes
its nest in the southern edge of the mountains.

The Moorwash River

From the plains to the east, the Moorwash River empties
into the Barrowmoor. Although its waters appear clear they
darken to black, due to the peat from rotting vegetation,
as the river approaches the swamp. Monstrous humanoids
such as froglings and lizardmen often use the banks of the
Moorwash River, particularly to the west of the Old Dwarf
Bridge, to hide their numbers and strike at caravans and
travellers before retreating quickly into the Barrowmoor.

The Blackened Forest

The Blackened Forest is a dark swampy woodland.
Some say the trees have turned black from the peat
of the Barrowmoor and others say that a greater evil
has poisoned the forest. The wood is known to harbor
all manner of monstrous creatures including goblins,
froglings, bugbears, trolls, and giant spiders. During
the spring and summer months the villagers of Helix,
accompanied by a group of men-at-arms, attempt to
harvest the extremely valuable giant spider silk from the
forest. Only a couple villagers (including Valeron the
Elf and Vina the miller’s wife) possess the skill to weave
giant spider silk. Some say the clothing made from the
silk possesses unique properties. The majority of the silk
harvest is transported by the Silver Standard Merchant
Caravan Company to Ironguard Motte. In addition, a
white marble ruin—perhaps an ancient temple—is said
to exist in forest north of Helix.




The Secret Shrine of Zorgon

Old tales tell of a temple to the forbidden Anganach
deity Zorgon can be found in the mountains of the Moon
Peaks. Sages know little else about this mysterious site.

The Thornswild Forest

The Thornswild Forest is a rotting swampy wood choked
with vines, thorns, and tangled branches. A small
community of black-haired elves is said to live in the
forest. They protect their borders against both men and
lizardmen alike. Little else is known about this woodland.

The Wyrdwood

The Wyrdwood is a dark forest that stands between the
Barrowmoor and the Moon Peaks. It is a mixed wood:
damp and wet closest to the bog and dry forest nearest
the mountains. Tribes of neanderthals are said to live
in the low caves of the Moon Peaks and wyverns have
also been spotted at higher elevations. Although a small
handful of elves still patrol the woods, but they have
largely abandoned the Wyrdwood to join their kin in
the Thornswild Forest.

Religion, Faith, and The Gods

Old and New Gods: Anganach and Futurus

The Ancient Ones, called the Anganach by the folk
of the region, represent the elder gods. Whether they
preexisted in the forests, swamps, and old streams of the
land, or whether they were brought with the first humans,
few can say. The humans who founded Ironguard Motte,
Helix, and Bogtown (called the Second Settlement by
local sages) found protection in the worship of Silvanus
(Green Man), Herne the Hunter, Cromm Cruach, Impurax,
and to a lesser extent, Nergal. Through respect and
reverence for the wilderness and its deities, the human
settlers learned to survive and established their villages.
With the migration of the new gods from the civilized
kingdoms to the east, the Anganach are in decline.

The New Gods, called the Futurus, include the faiths of St.
Ygg and Arcantryl, and the more clandestine cults devoted
to Orcus and Set. Slowly their priests have made their way
to the duchy. The clerics of St. Ygg have been aggressive

in their attempts to convert the people from the “primitive”

faiths of Silvanus and Herne. They established a stone
temple at Ironguard Motte, converted the Ironguard family,
and began to spread their influence from the major trade
and political center of the district. Although the cults of
Orcus and Set are not openly worshipped their influence
has started to grow in the dark corners of the region.

Despite its isolation from the outside world, the people
of the duchy (particularly those in Ironguard Motte) have
heard tales of foreign religions including Kor the Sun
God, Athena the Goddess of Military Strategy, Thor the
God of Thunder and Lightning, and others.

In terms of gameplay, the Anganach and the Futurus
represent an interesting decision for faith-based
PCs. If a player decides to play a character from
the areq, like a ranger, fighter, or a druid, perhaps
they might choose Silvanus or Herne. If a player
decides to play a character that just arrived in Helix,
like a cleric, magic-user or a paladin, they might
lean toward one of the new deities. Either way, their
choice (at the Referee’s discretion) may predispose
them to favourable or unfavourable reactions from
select villagers.

Deities in the Duchy of Aerik:

Herne the Hunter,

also called the Horned God (Venator Cervus)
Demi-God of the Hunt, Swamps and Forests
Lawful Neutral (Good)

Symbol: An antlered human face or stag head

Herne is one of the Anganach or
Ancient Ones. The worship of St. Ygg
has replaced Herne in recent years,
but there are those who still pray
and offer sacrifices to him. Herne is
the god of the northern woodlands,
swamps, and the creatures that inhabit
them. He prefers to take the form of
a deer, or a man with an antlered deer’s head. Herne
chooses a favoured son, a druid, barbarian, ranger, or
warrior, to serve him as the Guardian of the Forest. Some
believe Herne is the son of Silvanus. The people of the
region often use the phrase “Herne protect us” or “Herne
profect you” as a toast or when parting company.




Silvanus,

also called Green Man (Viridis Voltus)
God of Nature and the Balance
Neutral

Symbol: A face carved of leaves

As one of the Anganach, Silvanus'
faith arrived with the first human
settlements. His religion has been
largely, but not exclusively, replaced
by the worship of St. Ygg. Silvanus,
also called Green Man, oversees the
balance in nature: law and chaos,
light and dark, growth and decay,
life and death. For generations the rangers and druids
looked to Silvanus for guidance and protection. He is also
considered by some to oversee the spheres of rebirth and
fertility. Faces of Silvanus have been carved into trees and
rocks for centuries in the region. Tales say good fortune
befalls those who chance upon his face in the wild.

Crom (Cromm Cruach)
God of Strength and Battle

Chaotic Good
Symbol: A silver crown over a white capped mountain

An Ancient One, Crom is worshipped
largely by  fighters,  rangers,
barbarians, and clerics. Due to
the constant threat of monsters and
monstrous  humanoids  from  the
Barrowmoor and the surrounding
forests, Crom'’s faith among warriors
and mercenaries has remained
steady in comparison to that of Silvanus and Herne.
The clerics of Crom seek to advance their faith through
strength of arms and feats of daring in battle.

Arcantryl (Magus)

Goddess of Magic

Lawful Neutral

Symbol: A star within a star

Arcantryl is one of the new gods or
Futurus. Arcantryl derives her power
from knowledge of the laws of the
universe and existence. She believes
in understanding the structure of the
cosmos and harnessing (and bending)
that knowledge to express magical
energies. Instead of branching out
immediately to the smaller villages of Helix and Bogtown,
the clerics of Arcantryl have focused on developing
followers at Ironguard Motte where they have established
a small shrine. A large stone temple is currently under
construction and will facilitate the instruction of both
clerics and magic-users when complete.

St. Ygg (Veridicus)

God of Righteousness

Lawful Good

Symbol: A red cross on a white field

St. Ygg is the lawful deity of
righteousness and light. St. Ygg
believes in the highest moral standards.
He is self-righteous and possesses
an indignant temper with those
who fail to see the just nature of his
actions. St. Ygg is the most influential
of the “civilized” or Futurus deities in
the region. His clerics have been aggressive to convert
the followers of Herne and Silvanus to the faith. St. Ygg
demands his followers destroy undead as he views them as
an abomination of the highest order. His followers include
clerics and a rare group of paladins known as the Order of
the Crimson Cross. Paladins are very rare in the duchy but
are common in the more civilized kingdoms far to the east.

Impurax (Impuratus)

God of Decay, Corruption, and Pestilence
Neutral Evil

Symbol: A rotting raven’s head

Little is known about the ancient
deity Impurax. It is believed his
faithful consisted of a secret order
of corrupt druids. These witches and
warlocks lived in the Barrowmoor
and possessed a strange power over
select creatures and monsters, but
litle has been heard of his faith for
decades. Impurax is the natural enemy of Silvanus and
Herne the Hunter. Folk tales say Herne's favoured son
died decades ago in a great battle against the followers
of Impurax. Impurax aligns himself with Nergal, historically.

Set (Jakuul Mortis)

God of Serpents, Death, and the Underworld
Lawful Evil

Symbol: Two snake heads facing each other

Set and his brother Orcus deposed
their father Nergal for control of the
underworld. After completing the task
they turned on each other to establish
complete control over their father’s
spheres of power. A war for control
of the underworld began. A stalemate
ensued with each son controlling a
portion of Nergal’s power. In order fo tip the scales, Set
gathered his necromancers and commanded them to find
the Tablet of Chaos. Followers of Set are committed to
the destruction of Orcus and his faithful. Set and Orcs
currently share the spheres of Death and the Underworld.




Orcus (Malum Mortis)

God of the Undead, Death, and the Underworld
Chaotic Evil

Symbol: A white ram head on a black field

Orcus and his brother Set combined
their power to overthrow Nergal. A
civil war resulted with both brothers
possessing a portion of their father’s
power. Orcus, aware of the Tablet of
Chaos, knew that whoever possessed
the artifact could tip the balance
of power and claim control of the
underworld. The acolytes of Orcus are committed to
annihilation of Set and his followers. Set and Orcs currently
share the spheres of Death and the Underworld.

Nergal (Ossum Mortis)

Greater God of Death, Undead, and the Underworld
(Presumed Dead)

Chaotic Evil

Symbol: A single white skull

One of the Anganach, Nergal once
ruled the Underworld and the spheres
of Death and the Undead. He was
deposed and presumably destroyed
by his sons Orcus and Set. Prior to his
presumed death, Nergal ensured his
followers interred his most powerful
artifact, The Tablet of Chaos, deep
in Barrowmaze. Over time The Tablet has called the
dead to rise. Whether The Tablet retains Nergal's last

remaining essence, or whether he still exists, is unknown.

Towns and Settlements

Bogtown

464

Neutral and Chaotic Neutral
Primarily human with a few
dwarves, half-elves, and elves
Ironguard Designate and
Elderman Herik Anguson (Level 2
Fighter/Level 3 Rogue)

Lumber, Dried Peat, Metal Goods
(trade with dwarves).

Population:
Alignment:
Demographics:

Political Structure:

Industry and Trade:

Bogtown is located on the eastern edge of the
Barrowmoor at the base of the Moon Peaks. Bogtown
was first populated by men for the purpose of logging
and as a location to facilitate trade between Ironguard
Motte and the dwarves of the Moon Peaks. The local
villagers of Bogtown, mockingly called “Boggers” in
Ironguard Motte and Helix, also have contact with the
handful of elves that remain in the Wyrdwood.

The village has a seedy reputation. Bogtown is a haven
for the low-born and the outcasts of civilized society.
Although Bogtown is comparable to Helix in many
respects, the village is smaller and possesses fewer
amenities. It seems as though most structures are in
disrepair and almost everything in the village is covered
in moss from the constant dampness.

Bogtown's reputation is well-earned. Bogtown is the
headquarters of The Shadow Hands, the thieves’ guild that
operates in the region. The Hands are a small guild and
base their operation in the backrooms of The Toasty Troll
tavern. They have one guild connection in Helix (Merda
the Barmaid) and relationships with two others (Perni and
H.H.R. Huffnpuff). They try to avoid the prying eyes of
the militia in Ironguard Motte but do have one connection
(Umlar the Barkeep). Bogtown is administrated by Herik
Anguson, who is the Ironguard’s designate in the village.
However, Anguson is secretly part of the thieves' guild.

The guild is currently run by Alzo Danuth, a Llevel 6
Rogue. Danuth is often accompanied by 1d4+1 Level 2
Rogues who serve as bodyguards. Danuth’s lieutenant is
Urnst Gunter, a Level 4 Rogue.

Gunter plans on assassinating Danuth and taking over
the guild, but is biding his time and waiting patiently
for the right opportunity. During the day, Gunter works
as the Silver Standard’s trade supervisor in Bogtown to
provide a cover for his clandestine activities.

A few miles to the west of Bogtown, in a small dark hovel,
lives an old crone called The Mother of Toads. She is a
Level 4 Wizard/Level 3 Cleric of Impurax the God of Rot,




Disease, and Decay.

The Toad-Mother is an ugly squat woman with a broad
mouth and large bulging eyes. She was cast out of
Bogtown for heinous acts of witchcraft that included blights
of disease, insect swarms, and a pestilence of frogs and
toads on the village. She now lives alone in a small hovel
in the swamp surrounded by her batrachian kin.

If the PCs spend time in Bogtown, they will likely hear the
villagers speak of the Mother of Toads in hushed tones.
She presents no real physical threat to a party of veteran
adventurers. However, as the PCs approach her hut they
will notice an unusual number of Giant Frogs and Giant
Toads (in addition to a vast number of ordinary species)
will surface from the pools of the bog such that they are
quickly and vastly outnumbered. If befriended—she is
particularly susceptible to effusive flattery from handsome
male PCs—she will offer, occasionally, to create balms
for healing (similar to Cure Wounds) and poison (like
Protection from Poison) and/or trade spells of equal level.
To create these balms and salves, the Mother of Toads
will require special ingredients for her bubbling cauldron.
The exact components are subject to the GM and should
include side-quests into heretofore unexplored areas of
the duchy.

Classed NPCs from Bogtown will likely be rogues,
fighters, and possibly rangers or druids living in the
surrounding forest.

Places of Note: The Toasty Troll (Tavern), Shrine to Crom,
Temple to Silvanus, The Broken Buckler (Trade Goods),
and a small depot for the Silver Standard Merchant
Caravan Company and barracks.

Ironguard Motte

1,638

Lawful and Neutral Good
Primarily human with some
dwarves, elves, gnomes,

and halflings

(Noble Family—Hereditary) Lord
Viscount Kell Ironguard (Level 7
Fighter/Retired)

Agriculture (corn, wheat), Fine
Goods (clothing, armour), Metal
Goods (raw and finished from
trade with the dwarves),

Trade Center.

Population:
Alignment:
Demographics:

Political Structure:

Industry and Trade:

Llocated at the eastern edge of the Blackened Forest
and northwest of Old Dwarf Bridge, Ironguard Motte
is the largest populated town in the region. Ironguard
Motte refers to both the Ironguard noble family and their
Motte and Bailey castle that serves as the town’s primary
fortification. The town proper is encircled by a wooden
palisade, although many farms and other structures are
located in the immediate countryside. The Ironguards
employ a force of 50 men-at-arms (treat as Guard) that
both protect the castle and serve as law enforcement.

As the largest town and center of trade in the region,
Ironguard Motte offers all the services available in Helix
in addition to the specialized services that include an
armourer, weaponsmith, temples to St. Ygg and Crom,
and a shrine to Arcantryl. The town also has a larger
jeweler/money-lender than Helix and can offer 5% more
in gold piece value when exchanging all precious jewels
and ancient treasures subject to a successful role-play
negotiation (or alternatively a successful Charisma check).
The Silver Standard Merchant Caravan Company is also
centered in Ironguard Motte and conduct weekly trips to
Helix and Bogtown.

Ironguard Motte is also the seat of political power
in the duchy. Although they are a noble family, the
Ironguards are considered by their cultured peers in the
east as uncouth, unsophisticated yokels. Nonetheless,
the Ironguards have tried to bring a resemblance of
stability and trade to the area despite the recent influx of
adventurers and mercenaries to the region each spring.

Classed NPCs from Ironguard Motte will include fighters,
clerics, wizards, rogues, and possibly rangers or

paladins (the latter being very rare).

Places of Note: Three religious sites are located at




Ironguard Motte. They include a temple to St. Ygg (Friar
Fergus/Level 6 Cleric), a smaller temple to Crom (Brother
Titus/Level 4 Cleric/Level 3 Fighter), and a shrine to
Arcantryl (new temple construction is underway). There
are two well-known taverns including The Bloated
Halfling (Hamock Hardcheese/Barkeep) and The Leaky
Barrel (Vandal Whitebeard/Barkeep).

There is also a smaller and seedier tavern called The
Black Dragon which is a front for the Ironguard chapter
of The Shadow Hands (the thieves' guild based out of
Bogtown). Umlar is the barkeeper. Other shops include
The Unexpected Gift (Huetin Blackstock/Jeweler and
Money Llender), a general store called The Shining
Shovel (Corutta and Garrick Barrelhouse), and The
Silver Standard Merchant Caravan Headquarters (Bandrik
Ironstone/Level 4 Fighter). Castle Ironguard is located
within the inner palisade.

Helix

Population: 632
Alignment: Lawful Neutral
Demographics: Primarily human with a few

dwarves, elves, half-elves,

and halflings.

(Noble Family—Hereditary)
Krothos Ironguard (Level 3 Fighter)
Dried Peat, Livestock (goats),
Agriculture (subsistence)

Political Structure:

Industry and Trade:

The village of Helix is located between the northern edge
of the Barrowmoor and south of the Blackened Forest.
Humans established the village centuries ago atop the
ruins of a much older settlement. The location affords
access to water, the protection of the forest, and fuel
supply in the form of harvested peat moss from the bog.

The people of Helix are a mixed group. The remote
location of the village, on the western edge of the known
world and far removed from civilized society, means the
townspeople are either hardy frontiersmen who make
the village their home or scoundrels and knaves seeking
refuge in the distant corners of the realm.

The time of year also influences the village population. Helix
appears relatively quiet during the rainy season in the fall
and winter months. During this time, only the foolish would
attempt to cross the marsh (even highly skilled rangers and
druids would think twice). The water level rises during the
rainy season and it makes traversing the ground a perilous
undertaking. Instead, most wait until the late spring or
early summer to navigate the Barrowmoor.

Helix falls under the feudal protection of Lord Viscount
Kell Ironguard. Lord Ironguard has designated his son
and heir, Krothos Ironguard, as ruler of the village (even

though the young Krothos spends the majority of his time
shirking his duties). Lord Ironguard knows his son is too
immature for the position, but hopes the responsibilities
of leadership will help him grow and develop into the
future ruler of Ironguard Motte. In truth, the people of
Helix have great admiration for Lord Ironguard but
despise his son Krothos who cares little for the well-being
of the land and its people. Krothos is rarely seen without
his personal advisor and councilor—a weasel-looking
fellow in black robes by the name of Ollis Blackfell.

Many folk tales and legends are told in Helix. Of these
stories the undead are the most persistent. Village elders
agree that the sightings of strange human-like figures
shuffling through the fog are a growing threat to their
communities. Some locals in Helix blame adventurers for
these disturbances and say the barrow mounds must be
left alone and that the dead must not be disturbed.

New PCs or classed NPCs from Helix may include
rangers, druids, fighters, rogues, clerics, and possibly
wizards and paladins (the latter being very rare).

Each fall, the people of Helix celebrate the harvest by
constructing a large effigy of Green Man or Herne in
the village square made of dried peat, reeds, and hay.
The villagers, wearing masks symbolizing the animals of
the swamp and forest, surround the effigy with sacrifices,
conduct prayers, and then light it aflame on the night of
the Autumnal Equinox. This is followed by a celebration
of drinking, singing, and dancing. The church of St. Ygg
discourages this longstanding practice.

Places of Note: Village Map of Helix

1. Village Square (central meeting place and marketplace)

This is the central meeting and marketplace in the village.
The village crier makes announcements each day at noon
from a dais in the center of the square. These announcements
normally gather a large crowd and provide an excellent
opportunity for PCs to learn news or attempt to find hirelings
or henchmen, beyond those available in the Mercenary
Guild. The cost to solicit hirelings and henchmen through
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the village crier is 5gp. There is also a pillory in the square now serves as the defacto dwarven meeting place (social
that serves as a deterrent for criminals and thieves. and religious). He can provide all the weapons (except
bows and arrows) and most armor types (plate must be
2. Turgen’s Trade Goods ordered from Ironguard Motte on a cash up-front basis
and will take one week). In addition, adventurers can
Billworth Turgen, o merchant, has provided basic also purchase a broadsword (same stats as longsword)
equipment and trade goods to the villagers of Helix for from the Axe and Anvil for 8gp. The broadsword is
decades. He also serves as the local agent for the Silver the favoured weapon of warriors in the duchy. If given
Standard Caravan Company and facilitates shipments sufficient time, Barrelgut can make unique non-magical
back and forth between Helix (dried peat, dried fish, dungeoneering items and equipment. He is known as a
animal skins, giant spider silk from the Blackened Forest, fair dealer in Helix.
and goats) and Ironguard Motte (return shipments
include wine, ale, fine clothing, armour, food stuffs (corn 4. Mercenary Guild
and wheat), metal ingots). Turgen also hires men-at-arms
through the mercenary guild to serve as protection for ~ This building serves as the home of the mercenary
his caravans. He pays 2gp (per day, per person) and guild in Helix. Osen, the Guildmaster, created a
covers lodging (there are basic barracks at each Silver business for himself recruiting men-at-arms, classed
Standard supply depot). If a complete shipment arrives henchmen, porters, torch-bearers, and guides to serve
safely Turgen will pay an additional bonus of 2gp. adventurers and expeditions into the Barrowmoor and
the surrounding region. In the spring and summer months,
3. The Axe and Anvil when the population of Helix swells with the influx of
lowly adventurers, scoundrels, and rogues, Osen and his
Karg Barrelgut is the lead hammer at The Axe and guild manage to bring order to the village. The locals
Anvil smithy. Barrelgut is a fine craftsman and serves jokingly refer to the mercenary guild as “The League of
the village in the varied roles of blacksmith, armourer, Ordinary Gentlemen.” The roster of men and women
and weaponsmith, as needed. His young cousin, Gern, available for hire should be randomly determined by the
works as his apprentice. Barrelgut was originally from GM.

the Stone Mountains far across the plains to the east
but fled decades ago for an unknown reason. He has
befriended the other dwarves in Helix and his smithy
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5. The Silver Standard Merchant Caravan Company

This building serves as the supply depot for the Silver
Standard Merchant Caravan Company in Helix. Trade
goods are both delivered and loaded at this location.
Billworth Turgen oversees each shipment personally and
normally has a small crew of men to load and unload
the caravans. The building is locked at night. It may also
be protected by several Guards, subject to the situation.

The Silver Standard Caravans follow a route that
exchanges goods between the settlements at Helix,
Ironguard Motte, and Bogtown. Iron ore, iron goods, and
lumber are loaded at Bogtown and brought to Ironguard
Motte. These goods are then sold or forwarded to Helix.
The same takes place from Helix to Ironguard Motte and
then to Bogtown.

In addition to the exchange of goods, the company is
often asked to transport persons or cargo of import. In
these situations the rate of pay is triple or more. Members
of the Ironguard family and select merchants always
travel with additional protection.

The road between these locations is little more than
a perilous dirt trail and caravans are forced to move
slowly. GMs should account for roughly a day of
slow travel between Helix and Bogtown to lronguard
Motte. Both distances are approximately 15 miles
but the nature of the ground, and the unpacking
and packing of the caravans upon reaching their
destination, requires a full day’s work. Wet weather
during the fall and winter months can slow caravans
even further (subject to the discretion of the GM).

The caravan road is often attacked by monsters.
Ambushes are common between Helix and Ironguard
Motte where the road nears the Moorwash River.
Encounters on the caravan trail between Ironguard
Motte and Bogtown often take place on the Old Dwarf
Bridge and in the Wyrdwood just northeast of Bogtown.
Brigands, froglings, lizardmen, and worse use these
spots to waylay caravans, plunder their cargo, and
disappear into the moor.

6. Shrine of St. Ygg

The Shrine of St. Ygg is a small church in the center of the
village. Most villagers in Helix pray to both the ancient
gods (Anganach) and the new (Futurus). The Shrine of St.
Ygg, in particular, has been successful in establishing a
small religious following. Brother Othar (Level 5 Cleric),
and his under-clerics Cella (Level 2 Cleric) and Gamdar
(Level 1 Half-Orc Cleric), oversee the shrine and tend to
the needs of the villagers regardless of their faith.

Gamdar is a recent addition to the shrine. He is
a spy in the service of the Acolytes of Orcus and
passes intelligence about the shrine and possible
threats through periodic meetings with his evil
brethren at a remote location in the swamp.

7. The Rosy Quartz Jeweler and Money Lender

This is the shop of Harnold Huwen Reginald (or H.H.R)
Huffnpuff, the primary jeweler and money lender in
the village. Huffnpuff can provide several services for
adventurers. These include the appraisal of gemstones
and precious treasures, exchange of these items into
gold pieces, and banking services (he charges 10%
for each transaction). He can also lend money (up
to 300gp/level) at an interest rate of 25%. There are
no other money lenders in Helix and Huffnpuff has a
monopoly on these services. He has a keen eye and
is a shrewd businessman. In the past, Huffnpuff has
hired brigands and adventuring parties to collect from
delinquent clientele. Huffnpuff is not part of The Shadow
Hands thieves' guild based in Bogtown, but he does
business with them, from time to time.

8. The Brazen Strumpet (Tavern)

The Brazen Strumpet is the heart and soul of the village.
Bollo the Barkeep owns the tavern and employs three
barmaids Taycee, Urgritte, and Merda. The tavern is
usually quiet in the mornings and early afternoons.
Patrons normally start arriving in the late afternoon and
the music and merriment continues until Bollo closes the
bar in the wee hours of the morning. By spending time
in the tavern player characters can talk to the patrons
or hear rumours by providing good tips to Bollo or the
barmaids (see the Random Rumor Table). PCs can also
recruit henchmen and hirelings, talk to locals, and meet
rival adventuring parties. Alaster the Village Idiot (Level
6 Rogue) spends most of his time muttering to himself
outside the tavern. There is an 80% likelihood the PCs
will find him there anytime they approach the tavern.
The prices of food, drink, provisions, and lodging are
commensurate with the standard rates.

There is an announcement board outside the tavern that
serves to find missing people, recruit henchmen, and to
make official announcements, etc. See Table 2 for The
Brazen Strumpet Random Patron Generator.

9. The Foul Pheasant

Pernicious “Perni” Ticklebottom owns and operates the
only gambling house in Helix. Although she attempts to
pass her business off as a simple, seedy tavern to the
locals, Perni’s primary business is gambling and, to a
lesser degree, prostitution.
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Mazzahs the Magpnificent

Like many in Helix, Perni migrated to the village from the
lands to the east after an assignment for her thieves’ guild
went awry and resulted in several deaths. Perni is privy to
interesting pieces of information (see Random Rumours)
for the right price (and subject to the GM'’s discretion).
Perni is not part of the thieves’ guild based in Bogtown,
but she does pay them 10% for her “protection.”

The GM is encouraged to use this location to make
gambling games available to the player characters.
Krothos Ironguard, o high stakes gambler, makes
regular appearances late at night, as well as rival
adventuring parties.

10. Wizard's Spire

This decaying spire is the home of Mazzahs the
Magpnificent (Level 6 Wizard). The spire itself is impressive
especially the observatory. However, the structure is in
disrepair and the sides are covered in green moss. A sign
on the door reads “Do not disturb!” Mazzahs is quirky
and grouchy. He prefers to be left alone to work on his
experiments, read arcane lore, and study the cosmos
through his makeshift observatory at the top of the spire.

When interacting with player characters Mazzahs
might nod off to sleep, forget their names, name them
incorrectly, or fail to remember why they came to see
him. The inside of his spire is significantly larger than
the outside might suggest. It is also very warm and cozy
despite its somewhat dilapidated condition.

Mazzahs will offer to buy historical or arcane lore
unearthed from Barrowmaze. He will buy magic
items (excluding swords and armour] at -30% of
their value. He will never sell magic or write scrolls
for the PCs.

11. Bowyer/Fletcher

This is the home of Valeron the elf. Valeron is a bowyer
and fletcher. Player characters can purchase short/
longbows and arrows from him at standard prices.
Valeron is the finest bowyer in the region. There is a

Alaster

10% chance that any bow crafted by Valeron will offer a
non-magical +1 to damage rolls. Valeron also possesses
the knowledge and skill to weave giant spider silk from
the Blackened Forest into fine garments, cloaks, robes, or
rope at a cost of 500gp/plus 100gp per level of the PC.
There is a 10% chance that the garments weaved from
this silk possess unique properties such as free action,
climbing, or cold resistance.

12. Mill

Hendon the miller, his wife Vina, teenage son Tamson,
and boy Yusef, live here. They represent the hardy and
determined frontier folk who worship the Anganach and
make Helix their home. The mill grinds grain brought
from Ironguard Motte into flour for the villagers. Hendon
is a capable man (Level 4 Ranger) and occasionally
walks the moor in defense of the village.

Tamson is learning the ways of the wild and apprenticing
as a miller with his father. Although not yet a Level 1
Ranger, Tamson can shoot a longbow with skill and is
proficient with the broadsword. If he can sneak away
without his father knowing, he will serve as a guide for a
group of PCs. Tamson is a strong lad and has 5 hit points.
He can also wear leather armour. Tamson’s brother
Yusef dreams of adventure and wants to apprentice as a
ranger like his father and older brother.

Vina possesses the skill to weave giant spider silk from
the Blackened Forest into fine garments, cloaks, robes, or
rope at a cost of 500gp/plus 100gp per level of the pc.
Like Valeron, there is a 10% chance that Vina's spider
silk garments possess unique properties. PCs must supply
the silk and 1d4 weeks of time.

13. Barrowmaze

Barrowmaze, and its vast field of barrow mounds, rests a
half day’s march south of Helix. The first few expeditions
will require the services of a guide. Hendon’s sons can
serve in this capacity. There is also a 25% chance that
a hireling or henchman will know the way. The village
locals tend to be the most reliable guides.




GM s should roll on Random Table 1: Barrowmoor Random
Encounters when the PCs embark for Barrowmaze and
on their return to Helix.

14. Statue of Herne

Surrounded by a ring of stones, a statue of Herne the
Hunter stands in a secluded grove three miles west of
Helix. The statue serves as a shrine and those who worship
him travel to the grove with offerings and animal sacrifices.

15. Ancient Ruins

An ancient white marble ruin can be found in the
Blackened Forest about five miles north of Helix. Once a
secret temple to Impurax, the ruins have been reclaimed
by the black trees and growth of forest.

The ruins are covered in giant spider webs that dominate
the wood. Some say they occasionally see torches near
the old temple that correspond to the cycle of the moons.

16. Ironguard Motte

Ironguard Motte rests along a caravan route
approximately 15 miles east of Helix. Ironguard Motte,
a town by most standards, is the seat of the Ironguard
family. See the town overview and the Silver Standard
Caravan Company for more information on travel routes
between Helix and Ironguard Motte.

Persondlities of Helix

Mazzahs the Magnificent (Level 6 Wizard) is a strange
mage who makes his home in Helix. Mazzahs gives a
poor first impression. His left eye is slightly larger than
the right, giving him a bug-eyed appearance. His wizard
cap is bent and his robes are decorated with small
charms and knick-knacks that jingle together as he walks.

Bollo (Level 3 Fighter), Owner and Barkeep of The Brazen
Strumpet, was a stout warrior in his youth. The barrel-
chested Bollo retired from adventuring to open The Brazen
Strumpet after he took an arrow to the knee. Bollo is an
honest and fair-dealing man. He has a loud and ready

Cella

laugh. He feeds Alaster the village idiot for free, prays
to Herne, and supports the local shrine. He will always
protect his serving girls. He normally wears a worn leather
apron and his old warhammer and shield hang behind
the bar. Bollo has heard every Barrowmaze story (true
and false) and is a wealth of information on the dungeon.
He also knows everyone in town and can help direct
PCs accordingly.

Taycee the Barmaid (Commoner) is the archetype of the
feminine, buxom, red-headed barmaid. She is pretty but
sarcastic with a droll sense of humor. She has worked
for Bollo for years and has heard most of the rumors
regarding Barrowmaze. If given an opportunity she can
verify or dismiss common rumors if the PCs provide good
tips. She is loyal to Bollo.

Urgritte the Barmaid (Commoner) is strong and tall, and
yet possesses a feminine build. She has long, braided,
golden blonde hair. Urgritte appears of Northern warrior
stock and has a strong Scandinavian accent. She has
worked at The Brazen Strumpet for a few months.

Merda the Barmaid (Level 1 Rogue) is beautiful but shorter
and with a more slender build than the other barmaids
due to her half-elven heritage. She is short-tempered and
is always late serving tables. She cares little for Taycee,
Urgritte, or the tavern patrons. Unlike the other servers,
she always carries a concealed dagger on her person.

Merda is a spy paid by the Necromancers of Set to
provide them with intelligence on the tavern, village,
and adventuring parties. She has no particular
affiliation with the necromancers, rather this is simply
a paying job. She understands the dynamic of the
tavern and plays her role well. Her latest directive
is to bribe or extort Ollis Blackfell, the advisor to
the Ironguard family, to join the necromancers and
thus directly influence the rule over Helix and the
surrounding area. She receives her instructions via
a note slipped under her tavern room door late at
night. Merda is also member of The Shadow Hands
thieves’ guild in Bogtown.
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Krothos Ironguard

Karg Barrelgut the Blacksmith (Level 3 Fighter) serves as
the blacksmith, weaponsmith, and armorer for the village
of Helix. Karg possesses a dark sense of humor and is
quick to develop humorous nick-names for his patrons.
Karg is well known within Helix. He is concerned with
the irresponsible behaviour of Krothos Ironguard and
does not trust elves, especially Merda the Barmaid. Karg
speaks broken common and prefers to conduct business
in Dwarven, if possible. He has a young dwarf, Gern,
who serves as his apprentice.

Othar of St. Ygg (Level 5 Cleric) is well-groomed and
makes an excellent first impression. He is devoted to
establishing St. Ygg as the primary deity in Helix and
the surrounding area. Othar is well-educated, articulate,
kind, and compassionate.

Othar is a key figure in Helix. Until recently, he has had
a longstanding relationship with the Ironguard family,
especially the elder Viscount Kell Ironguard. His son,
Krothos, has hired a new advisor Ollis Blackfell and
no longer heeds Othar’s council to the degree he once
did. Othar knows Krothos has undertaken an expedition
to Barrowmaze, and is concerned that young Krothos’
impetuous nature—and the advice of Otis Blackwell —will
get him killed and leave no heir for the Ironguard line.

Cella the Devotee (Level 2 Cleric); rescued as an orphan
and raised by Othar, Cella is a devout follower of St. Ygg.
She has short black hair and piercing pale blue eyes. She
is quiet and reserved and will follow Othar’s commands
without question. She has reservations about Gamdar.

Gamdar the Acolyte (Level 2 Cleric) recently “joined”
the faith of St. Ygg in Helix. His mixed blood gives him
a strange appearance. He has two small tusks that jut
from either side of his mouth and this makes his speech
difficult to understand.

Valeron

Guildmaster Osen

o

H.H.R. HuffnPuff

Gamdar is a spy. The Acolytes of Orcus sent him to
the village to keep an eye on the church of St. Ygg
and on the comings and goings of adventurers to
Barrowmaze. Gamdar often passes information to
the acolytes who then set an ambush and waylay
unwitting adventurers on the way back to Helix
(when their sacks are full of treasure). Gamdar
also doublecrosses the acolytes by conducting his
own low-level PC ambushes and hoards the gold
somewhere in the Barrowmoor. In these instances
Gamdar will appear as a bucket-helmed knight
dressed in black. He will always have an equal
number of Tomb-Robbers to PCs plus 1d4+1 more.
Gambar possesses a magical amulet that masks his
chaotic character.

Lord Viscount Kell Ironguard (Level 7 Fighter); in his prime,
Kell Ironguard would have possessed a commanding
physical presence. Over six feet tall, the Lord of the
Duchy of Aerik has graying hair and long handlebar
moustache that gives him a knightly appearance. He is
committed to his family and the people of the region.
Lord Kell is concerned for his son Krothos. In an effort to
include Krothos in the ruling of his realm, Kell has tried
to keep his son close and provide him with administrative
duties. However, Kell’s efforts to bring Krothos closer
have pushed him further away.

The Ironguard family founded the village of Helix many
generations ago. The Ironguards, as the primary noble
family in the region, have attempted to keep law and
order in the village. This has been a difficult task, one
made even more difficult with the arrival of adventurers
every spring and summer in an effort to plunder the
riches of Barrowmaze.

Krothos Ironguard (Level 3 Fighter) is the epitome of
impetuous youth. Unlike his father he looks down on the
villagers of Helix and treats the people with disinterest.
He is brash, a braggart, and has accomplished little in
his life. Krothos is always accompanied by two burly
bodyguards (Baddock and Kantin). They typically wear
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chainmail (with the tabards of House Ironguard) and
carry longswords. Each of them are Level 1 Fighters.
Krothos has delved into Barrowmaze once, but let his
men-at-arms do all the fighting (and the dying). He brags
about the experience even though he never drew his
sword. Krothos can often be found in The Foul Pheasant
gambling and whoring.

In his effort to exert more power and influence over
their surrounding lands, Krothos hired a new advisor,
Ollis Blackfell, to council his father. Ollis has used the
opportunity to further cultivate his own power.

Ollis Blackfell (Commoner); although he displays
thoughtful concern for the Ironguards, Ollis Blackfell is a
liar and a self-interested man. He possesses intelligence
and a silver tongue. Ollis understands the game of
politics and uses his influence with Krothos to his best
advantage. He is plotting to poison Kell Ironguard and
have his death appear as the result of old age. The
Necromancers of Set have directed their agent in Helix,
Merda the barmaid, to the task of recruiting Ollis to their
cause.

Valeron (Level 4 Fighter) is a vagabond. He stays in a
village and plies his trade as a bowyer and fletcher for a
time and then he moves on. Valeron is a handsome and
lithe Elf. He has sharp features and long jet black hair.
He greets most non-elves with an aloof disapproving
gaze, but regardless of his first impression no one can
question the quality of his work. Valeron is the finest
bowyer and fletcher in the region. Indeed, there is a
10% chance that any bow crafted by Valeron will offer
a non-magical +1 to all damage rolls. Valeron is friends
with Bollo and Perni. He has reservations about Merda
the barmaid and Pernicious “Perni” Ticklebottom.

Guildmaster Osen (Level 3 Fighter), a retired former
adventurer with grey receding hair, came to Helix last
summer when he heard of the discovery of a great field
of Barrow Mounds in the Barrowmoor. Although his
adventuring days are now behind him, Osen created a
mercenary guild fo represent and organize local labour.
The recent rumours of gold and treasure in Barrowmaze
ensure Osen has a steady stream of desperate (and
greedy) ne‘er-do-wells hoping to make a quick gold
piece. Osen and Turgen the merchant are friends. Osen
often has dealings with Turgen and the Silver Standard
Merchant Caravan Company who require armed escort of
their wagons to neighboring villages.

Billworth Turgen (Commoner) owns Turgen’s Trade Goods
in Helix and also serves as the local agent for client for
the larger Silver Standard Merchant Caravan Company
based at Ironguard Motte. He is very friendly with a bald
head and a short round body. His appearance belies his
nature as a shrewd businessman. He has operated his

shop for many years and is a trusted name in the village.
Turgen knows everyone and his shop provides the majority
of the everyday trade goods required in the village. He
knows Guildmaster Osen well as he often requires men-
at-arms to protect his caravans from marauding froglings
and lizardmen who waylay his wagons when their path
leads them close to the Barrowmoor. Osen steers clear
of the brothel and the local tavern for fear of associating
himself with the underbelly of the town and detracting from
his business.

Alaster the Village Idiot (Level 6 Rogue) is a terrible sight
to behold. He wears old dirty clothes and smells like ale,
vomit, and feces. His hair is a tangled mess matted with
mud. Long ago, Alaster was a highly skilled rogue whose
party was consumed by zombies in Barrowmaze before
his eyes. The sight of the slaughter made him insane and
he wandered the Barrowmoor for days before being found
by Valeron the Elf. Alaster ekes out an existence through
the charity of select villagers like Bollo, Perni, Valeron,
and the clerics of St. Ygg.

Alaster is privy to the activities of most villagers
(including Gamdar, Merda, and rival adventuring
groups) butdue to his insanity he cannot communicate
it. However, inspection of his gibberish noise, insane
laughter, and hand-signs will reveal a strange form
of Thieves’ Cant. The longer a PC rogue spends
with Alaster (5% cumulative per attempt) the higher
the chance that s/he may be able to translate his
machinations into meaningful communication. To
accomplish this, the PC will have to put up with all
manner of foulness from Alaster including flatulence,
soiling himself, leg humping, etc. It should also be
noted that Alaster will purposely bump into people
and pick their pockets with a 48% chance of success.
For Alaster, old habits are hard to break. He is no
longer part of The Shadow Hands thieves’ guild.

Pernicious “Perni” Ticklebottom (Level 3 Rogue) is a
halfling who once tried her hand at adventuring but
decided she was better suited to a life of comfort. She
appears cherub-faced and is always overdone with
makeup. Perni is excellent at reading people and can
play shy or aggressive, as the situation or client demands.
She believes that there are agents of chaos at work in
Helix and cares little for their plots for machinations as
long as it does not impact her business. She despises
Krothos Ironguard as he treats her place with disrespect.
Perni understands the bigger picture—that Krothos is a
paying customer and the future lord of the region.

She established The Foul Pheasant tavern and gambling
house largely due to the influx of mercenaries last spring.
PCs can play games of chance there (choices are subject
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to the GM). Perni and her girls are an excellent source of
information, for a price.

Harnold Huwen Reginald (or H.H.R) Huffnpuff
(Commoner) plies his trade as a jeweler and money lender
in the village of Helix. He has a head of curly brown hair
and a broad smile that seems to extend almost from ear
to ear. He always introduces himself to new clients in
grand fashion saying, “H.H.R Huffnpuff, jeweler, money
lender, and purveyor of ancient antiquities. How may
| be of service2” Huffnpuff comes from a long line of
jewelers. He has a keen eye for appraisal and a shrewd
mind for business. He will happily exchange treasures
for gold pieces.

Hendon the Miller (Level 4 Ranger) is emblematic of the
tough, hardy villagers that make Helix their home. Prior to
raising a family, Hendon served as a ranger in protection
of the village. He is viewed as a local hero of sorts and
villagers still tell stories of his bravery in defending the
village against a host of froglings that attacked Helix
decades ago. Hendon is a proud and capable man. His
sons Tamson and Yusef want to learn to walk the moors
like their father. Hendon wants to spare them the reality of
butchery and death but knows they need to learn to defend
themselves in the wilderness. Hendon will take up his sword
to defend the village but has no interest in adventuring.

The Campaign Begins:

Adventure Hooks

GMs are encouraged to design their own adventure
hooks. However, the following are provided to set the
players within the game and get them started:

« Mazzahs the Magnificent, an old local wizard in Helix,
is looking to hire a party of adventurers to recover
historical and arcane lore from Barrowmaze. He's
interested in learning more about the people who
constructed the barrow mounds for research purposes.

« The penniless PCs have slowly migrated, one-by-one, to
a backwater village called Helix in the gods-forsaken-
middle-of-nowhere. They overheard a group of loudmouth
adventurers called the Bastards of Bogtown talking about
the gold and jewels they recovered from a barrow mound
in the swamp. Hey, that sounds like a good ideal

«The miller’s boy has gone missing! Hendon, the miller
in Helix and a ranger of note, needs help finding his
youngest son Yusef. The boy has taken his father’s bow
and is determined make his name in the village. Hendon
followed the boy to the mounds, where his tracks suddenly
disappeared. He needs help to cover the vast area and
can offer 50 gold pieces for the boy's safe return.

«The village smithy, a dwarf named Karg Barrelgut, is
concerned about his young cousin Gern. The young
dwarf apparently was press-ganged at sword-point to
join Bertrand'’s Brigands on a expedition to Barrowmaze
while Karg was away. He fears the worst and offers a
shiny new set of chainmail and shield to the adventurer
who can return his cousin.

« Local villagers say they saw the dead walking near
Herne's Grove. They fled and the creatures eventually
turned south back to the Barrowmoor. Hendon, a ranger,
is gathering a party of adventurers to head west and
investigate. The villagers don’t have much but Bollo, the
barkeep at The Brazen Strumpet, has offered free pints
and 50gp for those who pledge their aid.

Barrowmaze Random Rumor Table

Many rumors can be heard in Helix and at the local
tavern regarding the moor, the mounds, and the
Barrowmaze crypts. Roll 1d20 for each PC or hireling:

1. It is said that a twisted, mutated people live
in Barrowmaze. (T)
2. All the entrances to Barrowmaze are trapped. (F)
3. Tomb-robbers recently returned with a silver chalice
worth 666gp. (T)
4. A powerful evil warrior and his band use
Barrowmaze as a hideout. (F)
5. An elven maiden was recently freed from
Barrowmaze. (F)
6. Piles of magical items can be found in the southern
crypts. (F)
7. The mutated people of Barrowmaze guard
wonderful treasures. (F)
For safety seek the pools. (F)
Barrowmaze is 4 levels deep. (F)
. The Chosen, an ancient sect of the dead god
Nergal, are said to be buried in the maze. (T)
Altars are very dangerous. (T)
Tribes of different humanoids make their home in
the Barrow Mounds. (F)
Frogmen, or froglings, make their home in the muck
and mire of the Barrowmoor. (T)
The dead have been seen walking the Barrowmoor
with increasing frequency. (T)
Runic tablets contain curses, but some contain
information. (T)
Runic tablets curse those who read them.
Beware! (T)
All rumors are true. (F)
The mutated people of Barrowmaze enslave
humans. (F)
Rumors are just folk-tales, the mounds are just an
old burial ground. (F)
The spirits of the dead will not harm you if you
leave an offering at each barrow. (F)
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Running Barrowmaze

Dungeon Keys and Entries

Rather than boxed text to read aloud to players,
Barrowmaze uses a shortened entry style. This approach
encourages the GM to read the entry and then convey
the scene while making eye contact with players. This
style allows the GM to play the dungeon with minimal
preparation time. This approach also encourages you
to play with your players rather than reading aloud to
them. In the text monsters have been bolded and magic
items italicized.

Random Monsters

Random monsters are critical to classic fantasy role-
playing games. Under normal circumstances, the GM
should roll for random monsters every 20 in-game
minutes with a 1 on a dé indicating an encounter.
There are numerous other instances in Barrowmaze that,
either due to the dungeon atmosphere or player choice,
may necessitate additional random monsters rolls by
the GM. They include, but are not limited to, anytime
the players declare they are searching for something,
making too much noise, or if they engage in prolonged
battle. In these instances, it is critical to roll for random
monsters. The potential upside of searching for treasure,
or spending time doing tasks, must be balanced by the
possibility of an encounter with random monsters.

Random Monsters and Silence

The atmosphere of Barrowmaze is extremely quiet and
embodies the saying - as silent as a tomb. The only
sound that breaks the stillness is the constant dripping of
water from the moor above the dungeon.

The nature of the quiet atmosphere will force players to
make time-sensitive decisions as they relate to random
monsters. For example, do the players want to search
a crypt full of burial alcoves? Do they want to stop and
pry gems out of the wall2 Do they want to search for
a secret door? Break down a stuck door or a bricked-
up wall2 Are they making too much noise? All of these
examples take time and will cause a disturbance that can
compromise their position in the dungeon and pique the
interest of the dungeon’s denizens.

Random Tables

To minimize preparation time, Barrowmaze is presented
ready for play. However, there are a number of random
tables presented at the end of the book that the GM can
consult as needed to add flavour to the dungeon. There
are two exceptions. In the case of Pit Contents, there
are several pits within the dungeon that are already

determined. These are explicit in the main body text. The
GM may wish to determine the result of the other pits in
advance. The GM should also roll Table 2: The Brazen
Strumpet Random Patron Generator several times prior
to play.

Dungeon Restock

The random dungeon restock table is a key feature of
Barrowmaze. The GM should keep track of all dungeon
rooms explored. Each time the PCs return to Helix, this
table should be consulted to restock the maze.

Restocking the dungeon between forays provides a
sense of verisimilitude, gives the game a unique evolving
character, and ensures that the PCs never get complacent.
GMs may consult the random monster tables for each
area of the dungeon, use the tables for the Random
Barrow Mound Crypt Generator, or create their own.

In terms of treasure, GMs can consult the tables provided
with the aforementioned Crypt Generator at the end of

this book.

Burial Alcoves

Barrowmaze is filled with rooms that contain burial
niches and alcoves of all shapes and sizes. Some are
filled with spider-webs and bones, some have been
plundered, and others contain wondrous treasures.

When player characters decide to search burial alcoves
the GM must keep close track of time. Burial alcove
entries look like this:

Burial Alcoves: (145) Square, mummified remains.
Contents: 94 sp, Silver Bracelet (20gp).

In this entry the total number of burial alcoves is listed
in parentheses (145). One character can search one
burial alcove in one minute. When players decide to
search alcoves ask them how many characters they are
devoting to the task. Divide accordingly to determine the
amount of time it will take to search all the alcoves in that
room. Always round up to the nearest multiple of ten.

Example: Five characters decide to search 145 burial
alcoves. Five characters multiplied by 1 alcove per
minute equals a total of 5 alcoves per minute. It will
take five characters 30 minutes (145 rounded up to
150) to search the alcoves. This will necessitate at
least one random monster roll.
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There are other examples in the dungeon that use a
similar mechanic for resolution. In each case the amount
of time is referenced in the text.

Bricked-Up Walls

Barrowmaze presents a new obstacle for players: the
bricked-up wall. Bricked-up walls block entry to tombs
of import and require at least one sledgehammer to
penetrate. Players will need to purchase one in Helix
(Sledgehammer, 5gp) or find one in the dungeon. A tack
hammer is simply too small for the job and a melee-style
warhammer will be damaged beyond repair if used to
break down a wall.

Bricked-up walls provide a quandary for players. Do
they risk bashing the wall down and making noise2 Will
anything come out of the wall and attack them from
behind if they pass it by?2

In terms of time, use the following as a guide to determine
how long it takes to break down a wall and create an
entrance of sufficient size:

Breaking Down Brick Walls

Number of Sledgehammers Time Spent
1 Character 30 minutes
2 Characters 20 minutes
3 Characters 10 minutes

Regardless of how long it takes, trying to bash down a
bricked-up wall will disrupt the silence of the dungeon
and necessitate at least one random monster roll.

If players consistently bypass bricked-up walls,
GMs are encouraged to have a group of undead
burst through the wall and attack them from behind
in dramatic fashion. The next bricked-up wall they
encounter may give them pause.

Light, Sight, and Time

Barrowmaze is a dark tomb. There are no torches or
lit areas other than those specifically identified in the
text. GMs should be sure to manage time, movement,
and light. Remember that torches shed bright light in a
20’ radius and dim light for an additional 20’, and last
for 1 hour. They are susceptible to water and gusts of
wind. Common hooded lanterns shed bright light in a
30’ radius and dim light for an additional 30’, and last
for 6 hours on a single flask of oil before they go out. If a
character is holding a light source they might have their
weapon sheathed. Also, monsters that prefer the dark

may target light-wielding characters first.

Partial Collapses

Barrowmaze has stood for centuries and many chambers
are in various stages of collapse. Any room, either noted
in the text or represented on the map, that contains a
partial collapse is likely to give way. Every 10 minutes
while PCs are in these rooms, there is a 1-2 on dé chance
of further collapse. Those caught in a collapse take 3d6
points of bludgeoning damage, or half as much damage
if a successful DC 13 Dexterity saving throw is made.

Stuck Doors

Unless otherwise stated, the doors in Barrowmaze are
made of wood. Some have been swollen shut with
moisture and age. In the case of a stuck door, players
will need to force the door open by rolling 1dé + half
their Strength modifier (rounded down). A roll of 5 or
higher indicates a player character has broken the door
down. Check for random monsters with each attempt.

Runic Tablets

Runic Tablets were often interred with the dead in
Barrowmaze to ward off tomb-robbers. Folk tales say
the tablets curse those who near them.

Each time a player reads a Runic Tablet, consult Table
6 for Random Runic Tablet Results. Runic Tablets detect
as magical and, like a Wand of Wonder or a Deck of
Many Things, represent both risk and reward for players.
Runic tablets also insert a level of randomness and a
sense of high-stakes dice-rolling into each game session.
They are one-use magical items.

21



Turning Undead

Due to the presence The Tablet of Chaos and Nergal’s
lingering power, turning undead is a more difficult task
in Barrowmaze. All creatures within the Barrowmaze
have a +2 bonus to saving throws against effects that
turn undead.

Moreover, clerics and paladins  will  find the
process of calling on their deities more draining. To
reflect this, each subsequent turn attempt per day
increases the bonus by a cumulative +2. In this
context, turning undead must be carefully considered
by players.

Defiled and Quiet Crypts

To illustrate the power of The Tablet of Chaos, Barrowmaze
possesses both “defiled” and “quiet” crypts. Defiled crypts
(noted on the map as #210 D1 or #355 D§), represent
spaces where undead can be found—The Tablet has
called the dead to rise! Quiet crypts (such as #210 Q2 or
#223 Q5) are tombs where the dead have not yet risen
in response to the unholy relic. There are rare exceptions
and this is a function of the random design of the dungeon.

Fear

Barrowmaze highlights monsters that inspire fear.
Fear plays a critical role in early fantasy role-playing
games. This dungeon presupposes that a character’s first
experience with undead—even in the form of mundane
skeletons or zombies—would be profound in the context
of the game world.

Players will experience fear, both from the environment
and from monsters, and need to deal with the
consequences. Running away and screaming in fear
(and potentially dropping weapons, falling into pits, or
getting lost) will draw attention and require the GM to
check for random monsters.

Although fear is less likely to be a concern for mid-and-high
level adventurers, the GM should still describe monsters
in terms of their fear effects and/or communicate the
fearsome nature of undead monsters through hirelings,
henchmen, or men-at-arms.
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In my home-game we employ a rule—that
we jokingly called the Fear Factor—wherein
each encounter with undead resulted in the
accumulation of points. When the character
reached their Wisdom score, they went insane.
We used the following as a guide: each encounter
with undead equals 1 point, and each time a party
member flees in fear from undead equals 3 points.
Spending a week in town reduced this number by
one. GMs employing this rule are encouraged to
find a scale that suits their game and style.

Entrances

The entrances to Barrowmaze are intentionally limited
and not all are immediately accessible. All the entrances
are found in the barrow mounds. The limited number of
entrances is designed to inspire a sense of danger and
create logistical problems for players. How far do they
want fo explore away from their means of escape?

Smart PCs will establish fall back positions and/or hide
caches of equipment and weapons. They might also
hide reserves of oil or caltrops just in case they need to
slow monsters down while they make good their escape.
The entrances and exits to the dungeon should not be
convenient for players. Make them work for it.

Barrowmaze: New Treasure Types

There are four new types of grave goods found in the mid-
to-high areas of Barrowmaze—Death Masks, Funerary
Figures (or Neshralk), Scarabs, and Canopic Jars—that
are intended as valuable treasure types in terms of their
worth in gold pieces.

Death Masks

Long before the arrival of The Tablet and Nergal’s cult,
when the maze was used as a place to lay the dead to
rest, death masks were an important part of ancient burial
rites. Death masks varied in design. Some depicted the
deceased, the gods, or ancient heroes. Others portrayed
the faces of the seasons, animals, or the elements. They
were as unique as the deceased.

Death masks are made of precious metals or alloys, such
as copper, brass, silver, electrum, gold, platinum, and
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even mithril, although the latter are very rare. Other
masks are carved from wood or bone. For player
characters, these are a valuable source of grave goods.

Select death masks are magical in nature and bolster
the strength and power of the undead who wear them.
They will not function for the living. Magical death masks
augment and/or possess the following enchantments:

Death Masks
Mask Type Magical Enchantment
Mithril +4 to AC, +4 to saves against spells
Platinum +4 to saves against spells
Gold +2 to hit, +2 damage
Electrum +5 hit points per CR (rounded up)
Silver Spider C/imb .(climb s.peed equal to \.N‘olking
speed, including upside-down on ceilings)
Bone +1 to AC

Neshralk: Funerary Figures

Many of the low and high-born were interred with funerary
figures. These figures, called Neshralk (pronounced Neh-
shralk) were created using different materials depending
on the wealth of the individual or family. Those with
limited means used clay, wood, wax, stone, terra cotta,
or sometimes glass. Families of greater wealth used
precious metals, including silver, gold, platinum, and
mithril, or encrusted their figures with gemstones. They
also vary in size with the tallest normally 12 inches and
the shortest 6 inches.

The figures represent family members, servants to assist
the wealthy in the afterlife, or soldiers to serve as tomb
guardians. Many possess simple inscriptions devoted to
eternal service, such as “Bid me and | will serve,” or
proclaiming wrath, like “I curse you for entering my
master’s tomb!”

Although not a hard and fast rule, the material and
volume of funerary figures corresponds to the socio-
political import of the person or family entombed. Some
crypts possess only one or two finely shaped figures
whose craftsmanship bordered on a work of art, and
others were crudely made of clay and found in scores.
Unless otherwise stated in the text, there is a 10%
percent chance that select figures (specifically Platinum,
Gold, Terra Cotta, Wax) may be magical in nature. If so,
consult the following table:

Neshralk

Neshralk Type Magical Enchantment

Enlarges when command word is spoken and

Platinum attacks first living thing it sees. (Treat as Steel
Skeleton)
Animates for 1 minute when command word is
Gold spoken. Can brace doors, increasing the DC to
forcefully open them by 5. (1dé charges)
Gold with Animates for 10 minutes when command word is
spoken. Can decipher magical inscriptions. Dictates
gem eyes

in Ancient Common. (1dé charges)

Animates and offers to answer one question: Roll
1dé. Response is (1-2) Truthful, (3—4) Cryptic,
(5-6) False

Terra Cotta

Wax Enchanted by the Continual Flame spell.
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Scarabs

Scarabs, small hand-held carvings in the shape of dung-
beetles, provide another interesting form of treasure
in Barrowmaze.

There are innumerable variations on the basic design of
a scarab. Most were used for the ostentatious display of
wealth and took the form of necklace amulets or small
signet rings.

Other scarabs, their owners believed, served as powerful
magical falismans. Some scarabs function as keys to
open crypts, and still others curse those who violate the
tombs where they lay. If a scarab is magical, consult
the following table. Magical scarabs require attunement.
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Decorative Scarab Amulet

Platinum, Gold, Silver, or Electrum

1. Allows you to cast the Nondetection spell once per day.

2. Allows you to cast the Detect Thoughts spell once per day. (DC 13)
3. Cursed Item. Halves your movement speed until the curse is broken.

4. Grants you advantage on saving throws against fear effects.

Gemstone Scarab

1. Functions as a hooded lantern, but consumes no oil.
2. Functions as a random non-legendary loun Stone.

3. Functions as a Scarab of Protection with 1d4+2 charges.

4. Cursed ltem. Any creature that picks up the scarab must succeed on
a DC 13 Dex save or die after 1 minute as it burrows into their heart.

Canopic Jars

Although canopic jars are not magical, they provide a
valuable source of treasure. Similar to the grave goods
already discussed, canopic jars vary in value based
on the material used in their construction. Some were
decorative and made of gold. Others were made of
simple bronze or pottery containers.

Regardless of the jar, the contents can also be a valuable
form of treasure. Local folklore suggests the stomach,
intestines, lungs, and liver (the typical contents of canopic
jars) can be ground into powder or made into creams
and potions that possess medicinal qualities. They can
even be used as components for exotic spells or for other
purposes (subject to the GM).

For each canopic jar found there is a 20% chance that
its contents can be converted for medicinal purposes
(this conversion is expensive and requires alchemical
expertise). If so, check the room description or roll
1d4 and consult the Canopic Jars Table to determine
their contents, medicinal value, and cost to covert in
gold pieces.

Canopic Jars

Jar Contents Medicinal Value (Cost)

Neutralizes all poisons and grants resistance and

1. Stomach advantage against them for 1 hour. (2,500gp)

2. Lungs Restores 8d4+8 hit points. (2,000gp)

3. Liver Neutralizes all diseases and grants
advantage against them for 1 hour. (1,550gp)

4. Intestines Restores 2d4+2 hit points. (1,050gp)

There is a small percentage chance that some of these
grave goods possess magical enchantments. Unless
otherwise stated in the text there is a 10% chance
that Neshralk or Scarabs found in Barrowmaze
are magical in nature. Some can help the players
survive, while others are cursed. In addition to other
mundane treasures, these grave goods should keep
your players both interested and wary.

Barrowmaze: Factions

Mongrelmen

The mongrelmen in Barrowmaze are the distant ancestors
of the human tribes that once lived near the Barrowmoor.
They were enslaved by the cult of Nergal and their bodies
have been twisted and mutated through exposure to The
Pit of Chaos. They now eke out their existence in small
groups in the south and central portions of Barrowmaze.
Mongrelmen can be found in Area Five as prisoners and
scouts for the Necromancers of Set. The Necromancers
capture, torture, or charm them for information, and send
them forth to loot crypts and gather resources.

Despite their abominable appearance, Crab-Claw, the
chief of the mongrelmen, and Sayer of the Truth, their
religious leader, are actually quite intelligent (if you
can comprehend their language) and seek to free their
people from the yoke of the Necromancers’ oppression.

Necromancers of Set

The Necromancers of Set, the most recent faction to arrive
in Barrowmaze, have been called by their god to seek
The Tablet of Chaos. They managed to find and plunder
a series of secret crypts and now use the location as their
primary lair. They are a small but formidable faction led
by the 10th level magic-user Nathalas the Despicable.

Nathalas, and his right hand Thala-Kul, have been slowly
recruiting apprentices from the surrounding villages and
teaching them the Black Art. Nathalas has been using
the loot from plundered crypts to build special golems,
called Steel Skeletons, to fight the Acolytes of Orcus.
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They also maintain a force of undead.

In addition, Nathalas has hired a mercenary tribe of
bugbears from the Blackened Wood called the Red
Fangs. They are led by Gblug, their chief, and Kakta,
the tribal shaman.

The Necromancers are aware that somehow Nergal’s
power yet lingers in the maze. They are currently
unaware of the final resting place of The Tablet, but
Nathalas’ study can provide the PCs with clues.

Acolytes of Orcus

The Acolytes of Orcus entered Barrowmaze a year
before the Necromancers of Set and immediately set
about creating a defensive position. They converted
one of Nergal's largest temples to the worship of The-
One-Who-Must-Not-Be-Named. The Acolytes have been
given divine instruction to recover The Tablet. Led by
Zur the Black and his foremost pupil Emnuron, they are
aware that the forces of the Necromancers have grown.
Like the Necromancers, the Acolytes have captured and
pressed wayward youth from surrounding villages into

the faith.

Zur maintains a standing force of undead and recently
recruited a group of trolls from the Barrowmoor. The
Acolytes believe The Tablet rests somewhere to the
North of their temple, but they do not know its exact
position. They have formed an alliance with Vultrix and
the Barrow Harpies and have an uneasy truce with
Grizelda’s ghasts. Like the Necromancers, they are
aware that somehow Nergal's power lingers in the maze.
The Acolytes commonly raise their own dead to serve as
foot soldiers.

Nergal’s Waning Power

Nergal, the elder god of Death and the Underworld,
was apparently destroyed by his two sons Orcus and Set.
The Tablet of Chaos, an ancient relic created by Nergal
himself, continues to exert his power and is the reason
why the dead have risen in Barrowmaze. The Keeper of
the Tablet, a former high priest and now a lich of great
power, retains Nergal’s spark and jealously guards The
Tablet against intruders.

However, The Tablet of Chaos has had an effect most
unexpected. lts eldritch energy has animated the skeletal
remains of Ossithrax Pejorative. Ossithrax, an ancient
black dragon, died long ago in a huge barrow mound
hollowed out as his lair. Somehow, the chaos energy of
The Tablet melded the persondlities of The Keeper with
Ossithrax such that they now co-exist in the remains
of both beings. The lich and the dragon always refer
to themselves as “we"—the plural form of first person

perspective, and never use the singular personal pronoun
“|". Players must defeat both physical forms to destroy
both monsters.

In addition, the close proximity of The Tablet has spawned
new forms of undead, including Crypt Knights, former anti-
paladins of Nergal, and Spectral Dead, ghostly phantoms
that endlessly wander the dark corridors of Barrowmaze.

Gargoyles

Gargoyle statues and columns are legion in the older
crypts of Barrowmaze. Some of these were enchanted
and tasked with the guardianship of tombs.

Over the centuries, some managed to free themselves
from their servitude and gathered under their leader
Zygstral, a mighty margoyle of great size and cunning
intelligence. His bodyguards are mighty four-armed
gargoyles, and he is further protected by spell-casting
maggog gargoyles. Zygstral's gargoyles present a
formidable force for any PC party to deal with.

The gargoyles leave Grizelda and her group alone, but
they dislike the barrow harpies. They have had some
dealings with both the Acolytes and the Necromancers,
but they have no interest in their quest for The Tablet.
A recent leadership challenge between the two largest
margoyles, Zygstral and Xxaxik (pronounced Zax-ik),
ended with the latter’s banishment. Xxaxik now plots
his revenge against Zygstral. If the PCs plan to move
against the gargoyles, Xxaxik and his motley crew may
join them temporarily to gain an advantage.

Grizelda the Ghastly Gourmet

Grizelda is a Barrow (or Greater) Ghast. She is eccentric
and fancies herself a gourmet of sorts. She can often be
found stirring her great cauldron, in which she cooks and
eats captured adventurers.

Grizelda’s ghastly gang tends to move as a pack and
has a tacit agreement with the gargoyles to leave each
other alone. Grizelda has no knowledge of why she
awoke in her undead state or The Tablet of Chaos.

She does possess knowledge of The Chaos Sepulcher of
Elements, select secret areas, and the general dungeon
environs. The exact nature of her knowledge is subject to
the needs of the GM and the campaign.

Vultrix and the Barrow Harpies

Not long ago, a large vaulted chamber, and the barrow
mound above it, collapsed into the dungeon. This created
a wide cylindrical cavity (40" wide, 40" deep) that runs
from the surface down into Barrowmaze (#244).
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A group of despicable barrow harpies, creatures more
interested in feeding on carrion than hunting for a meal,
descended and now nest in the walls of the barrow cave-
in. Their leader, a large, nasty female named Vultrix, is
using a nearby crypt as a throne room and has managed
to find more than enough carrion to feed her growing flock.

They have aligned with the Acolytes insofar as they will
not let the Necromancers pass through their area. Their
knowledge of the dungeon is limited, as they prefer not
to explore confined areas where their wings are useless
as a means of escape. They have an uneasy truce with
Zygstral’s gargoyles.

The Keeper of the Tablet

Many centuries ago, a promising young acolyte —Ascyet
(Az-say-ef) Vie Yannarg—completed the dark rituals for
anointment into the faith of Nergal. Yannarg possessed
a sharp mind and advanced quickly through the ranks. In
time, he rose to the level of high priest and commanded
Nergal’s faithful. When Nergal created The Tablet of
Chaos, he entrusted the artifact to Yannarg and instructed
him to take his followers and occupy Barrowmaze.

Foreseeing the treachery of his sons Orcus and Set,
Nergal commanded Yannarg to hide The Tablet within
a series of secret vaults, where his sons’ followers could
not reach it. Nergal promised him that through The
Tablet he would wield great power, and so he, and
several other dark priests, were entombed to guard The
Tablet for eternity. When Yannarg closed his eyes for
the last time, he reopened them as a lich and became
The Keeper of the Tablet. For centuries he carried out
his duties, guarding, protecting, and obsessing over
The Tablet of Chaos. When The Tablet called upon the
spirit of Ossithrax to rise, its strange dark energy fused
the persondlities of both creatures. The two now exist
simultaneously in the bodies of the other.

Ossithrax Pejorative

For centuries, Ossithrax Pejorative, an ancient black
dragon, ruled the Barrowmoor swamp and laid waste
to the surrounding region. He tunneled below a huge
barrow mound and into the Great Temple of Nergal
(#375). There he sat upon his vast hoard, and in time,
died jealously clutching his gold.

Untold centuries passed, and slowly the chaos energy
of The Tablet began calling to him to return to his now
skeletal form. Ossithrax awoke as a Lich-Dragon, a
monster that is both a lich and an Ancient Black Dragon.
His personality was fused with The Keeper of the Tablet,
and now the two exist simultaneously in the remains of
the other.

Barrowmaze: Endgame

When The Tablet of Chaos is destroyed, the dead will
cease fo rise in Barrowmaze. This means that The Keeper
will have been slain but his life force will remain within
Ossithrax Pejorative. If the lich-dragon is not destroyed,
he will likely seek his revenge or perhaps a new dragon
cult might emerge from the ruins of Barrowmaze. The
possibilities are endless.

As a sandbox megadungeon, players will chose their
own path and may decide that The Tablet is simply too
dangerous to destroy or may not involve sufficient gold
to warrant the risk.

In either case, concluding Barrowmaze will be an open-
ended exercise that is subject to the decisions made by
players—as it should be.
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The Barrow Mounds:
Mid-Level Random Encounters
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Day Day

1. Skeletons (1d6) 1. Sons of Gaxx (2d4))
2. Zombies (1d6) 2. Ravenous Zombies (3d6)
3. Tomb-Robbers (2d4+4) 3. Tomb-Robbers (3d4+4)
4. Giant Scorpions (1d4) 4. Barrow Harpies (3d6)
5. Giant Toads (1dé) 5. Wight (1d¢)
6. Coffer Corpse (1d2) 6. Juju Zombies (2d4)

Night Night

1. Skeletons (2d6)
. Zombies (2d6)
. Coffer Corpse (1d4)

4. Ghouls (2d4)

5. Will-O-Wisp (1d2)

6. Ghasts (1d4)

These tables are intended for low and mid-to-high
level PCs, respectively. GMs are encouraged to
modify them as needed. The PCs should understand
that lingering about the barrow mounds at night is
hazardous to their health.

Barrowmaze:
Entrances and Exits in the Mounds

The Barrow Mounds are located a half-day’s march
from the local village. The area of the mounds is ancient,
damp, and obscured by mist. Everything is still and eerily
quiet. No bird or animal sounds can be heard. Low
stone cairns line a broken path toward mound #12. The
interior of the smaller mounds is approximately 30x30
feet but this is subject to the GM'’s discretion. GMs are
encouraged to use the Barrow Mound Random Crypt
Generator located at the end of this book to create
additional crypts to delve, if needed.

. Spectral Dead (2d¢)

. Ravenous Zombies (4d6)

. Wraith (1d4)

. Barrow Ghast (1) & Ghouls (2d4)
. Will-O-Wisp (1d6)

. Vampire (1)

)
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Barrowmaze entrances are intended to pose logistical
problems for PCs. There are a total of thirteen possible
entrances in the mounds. The entrances are not easily
found or immediately accessible. The primary entrance
for the PCs will likely be the large central burial mound
(#12). They must be lowered into the dungeon at this
point. This will present logistical problems if the PCs
need fo flee or remove heavy treasures. Alongside the
Barrow Mounds Hex Map, the following key will allow
GMs to keep track of the mound entrances and their
corresponding location on the Barrowmaze dungeon
map:

]
’

o o
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Barrowmaze Entrances and Exits

Mound Entrance Barrowmaze Location

Mound #7 Room #158A
Mound #12 Room #1
Mound #16 Near Room #81
Mound #20 Near Room #50
Mound #27 Near Room #93
Mound #35 Northwest of Room#189
Mound #36 Room #112
Mound #42 Room #337F
Mound #46 Room #271
Mound #47 Room #244
Mound #55 Room #333
Mound #49 Room #205A
Mound #70 Room #375*

*The GM should note that the dragon Ossithrax hollowed out barrow
mound #70 and dug a tunnel into the Great Temple (#375). He used
the temple as his lair for centuries. Although a passageway still exists
here, it has become heavily overgrown with reeds such that locating
the passage or the mound would be difficult. It is possible that the PCs
may complete the dungeon and exit via this mound.

The Barrow Mounds: Overview

There are four primary types of barrow mounds:

Sealed Mounds: The entrances to these mounds remain
sealed with a thick coverstone. They have not been
looted and will require a sledgehammer and an iron
spike to break open. This takes 20 minutes, makes noise,
and will necessitate a random monster roll.
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Covered Mounds: The entrances to covered mounds
have been buried through time and shifting earth. PCs
will need to excavate the entrances to these mounds.

After the entrance has been excavated, use the mechanic
provided below for sealed mounds to break open the
coverstone.

Excavation of Covered Mounds requires 3d4+4
hours of digging with appropriate equipment
(shovels, picks, etc.) purchased in town. For each
2 PCs or hirelings devoted to the task the result will
be reduced by 1 hour to a minimum of 2 hours to
excavate the entrance to the mound. Be sure fo roll
for random encounters.
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Plundered Mounds: These mounds have been opened
and looted by previous bands of tomb-robbers. In these
instances a broken coverstone can be found near the
barrow. Although they appear looted and abandoned,
some are still worth exploring for treasure and monsters.

L . Collapsed Mounds: These mounds appear derelict and
ST O i \ . have caved-in through time or because the dungeon

AJW"‘W‘V . N ’ e beneath has given way. Mound #47 is unique because a
MK “”-‘w"‘é‘i?ff;‘ 74 vaulted room underneath the mound collapsed creating
Uy a vast hole in the ground. The barrow harpies now use
/// / i this as their lair.

” yite/ 7~
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y)’ AUl The barrow mounds are located a half-day march
from the nearest village. This means only a half-
day is available for digging and exploration before
nightfall. GMs should note that it may take two
half-days of digging or more to excavate covered
mounds. This may prompt other tomb-robbers and
seedy adventurers to take an interest in a fresh dig.

Only the barrow mounds that possess multiple
chambers, dungeon entrances, or key monsters have
crypt maps. Mounds that are simple round 30x30 or
50x50 foot chambers do not have maps.

Barrow Mounds Entry Key

1. Sealed Mound: Inside are two stone slabs. On the
slabs are two skeletons draped in burial shrouds. Each
possesses a small bowl at their head and decorative
amphora at their feet. The bowls contain 25gp (each)
and the amphorae are worth 50gp each. The latter are
valuable but brittle. If the PCs engage in combat while
carrying them there is a 1-5 on d6 chance that they will
break.
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2. Sealed Mound: Inside is a single sarcophagus with a
Zombie (1) covered in a black burial shroud. He bears
a Gold Necklace with a Jade Scarab worth 100gp and
wears a Ring of Protection.

3. Plundered Mound: This mound was looted long
ago. A short stone stairway leads to a 30x30 tomb. A
broken stone door can be found on the floor. A broken
sarcophagus sits in the center with a disturbed skeleton
inside. In their haste, the tomb-robbers left a Gold Ring
(20gp) beside the remains.
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4. Sealed Mound: A sarcophagus dominates the center
of this burial mound. Opening the lid will be much like
the door and will require a sledge hammer and spike.
Inside the stone sarcophagus is a wooden casket shaped
to resemble a beautiful woman. The casket contains
her skeletal remains in addition to four sealed perfume
bottles. These are ancient and rare. They will be worth
50gp each in a small town, but if sold in a city could
garner as much at 100gp per bottle.

5. The Mound of Ooze (Sealed): A ten-foot staircase
descends into a dry stone crypt.

Entrance: This room contains sealed stone doors on the
east and west walls. A six foot tall iron statue stands in
an alcove to the north. There are 20 burial alcoves cut
into the walls of the chamber containing a pouch with
10pp, a silver dagger, and a wooden sword.

Chamber 2: This chamber is lined with burial alcoves
(160). The following treasure items can be found if all
the alcoves are searched: Amphora (200gp), Electrum
Goblet (50gp), Ancient Scrolls (Holy Writs worth 400gp),
200ep, and a Dagger of Throwing +1 (returns to the
hand of the wielder when thrown). Be sure to roll for
random monsters.

Chamber 3: A sarcophagus stands in the center of the
room. Inside is a mummy. The mummy’s still white teeth
contrast against its blackened skin. It wears a wrought
Silver Ring worth 300gp and a Bloodstone Gem on
a chain around its neck (75gp). These two items are
underneath the wraps and are not immediately visible.
Hanging on the ceiling, camouflaged against the
flagstone, is a Gray Ooze (1).

Barrow Mound 5
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6. The Rat Mound (Sedled): A five foot staircase leads
down into a dry, stone crypt filled with statues. The doors
in this crypt are made of bronze and covered with verdigris.

Entrance: There are five eight-foot tall marble statues of
beautiful women in this room. The two on the east and west
walls each possess Ruby Gemstones in their eye sockets
(value 50gp per gem). It will take 10 minutes to remove
the gems from one statue. At the northern end of the
entrance chamber is a statue with Black Opal gemstones
in its eyes. These are, even to the casual observer, larger
and more valuable than the rubies (150gp per gem).
However, this statue is trapped. If the opals are removed,
the PCs will hear stone grinding on stone as the mouth
of the statue opens and emits a cloud of poisonous gas.
Anyone immediately in front of the statue must succeed
on a DC 11 Con save or die. A successful save results
in 1d4 damage. Note that a successful DC 14 check for
traps will reveal a small metal pipe barely protruding
from the back of the statue’s mouth.

Chamber 2: A pack of Giant Rats (12) have managed
to burrow their way into this chamber and have created
a nest of crypt detritus for themselves in the center of
the room. In addition to the dozen rats, there is a large
leader among them with black fur. He has twice as many
hit points and +1 to attack and damage rolls. In their nest
they have gathered shiny grave goods that include an
assortment of coins (1d20 for each of copper, electrum,
silver, gold, and platinum). They also found a sealed
arcane scroll tube with the spells: Magic Missile, Floating
Disk, and Web. The alcoves here are empty. The rats
have already picked through the remains.
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Chamber 3: When the PCs enter this chamber they will light at the bottom and emerge in a new rounded 40x40
be greeted by the gleam of gold from the back of the chamber (identical to the one they entered) except in
room. On top of a black alter sit two solid gold Couchant this room there is a staircase descending adjacent to
Jackals (450gp each). However, there is a concealed pit Barrowmaze Room #158A.

trap located in the center of the room. The pit is 10 feet

deep (1d6 falling damage). There is also a Clockwork 8. The Mound of Stones (Covered): Over the centuries
Cobra (1) at the bottom of the pit. the entrance to this ancient mound has been covered
over with earth and will need to be excavated. Use the
Barrow Mound 6 mechanic outlined at the beginning of this section to
unearth the mound.

Inside this mound is a stone slab with an urn. Beside
the urn are two small bowls filled with gemstones. There
are four black stone pillars in the room shaped like
helmed warriors. Two of these pillar-statues are Barrow
Guardians (2). If the urn or the grave goods are touched
the golems will animate and attack the intruders. The
two bowls include the following gems: Chrysophrase
(25gp), Star Rose Quartz (15gp), Sardonyx (145gp),
Bloodstone (325gp), Carnelian (10gp), Jet (35gp), Ruby
(45gp), Jade (65gp), and an Onyx (5gp).

7. The Pool of Secrets (Sealed): This mound is sealed, albeit 9. The Centipede Mound (Covered): The entrance to this

differently from the other mounds. The door of this mound ancient mound has been covered over with earth and
is made of ancient bronze and covered with verdigris. If will need to be excavated. A stairway into this mound
defected, the coverstone will radiate a strong magical descends steeply and opens into a family crypt with
aura. The skull face of Nergal is embossed into the door, four stone sarcophagi. There are Giant Centipedes (6)
as well as a dozen small pentagram designs. One of on the ceiling and will drop on PCs as they enter. The
these pentagrams is a keyhole. The mongrelmen in Room sarcophagi contain the following: Father: Gold Ring
#100 of Barrowmaze possess the key. This door cannot be (40gp), Jeweled Necklace (30gp); Mother: Gold Ring
physically or magically breached short of a Wish. (40gp), Silver Bracelet (25gp), Gold Circlet (50gp);

Daughter: Ivory Comb (25gp), Silver Ring (30gp); and
A five foot staircase descends into a rounded chamber the Son: Bone Handled Dagger (15gp).

40x4040 feet. There are four stone columns and a pool
(10 feet by 15 feet) of oily black water in the center of the 10. The Mound of Ancient Urns (Sealed): A carved

room. The water is warm and steam can be seen rising wooden funerary casket in the shape of a man rests on
from the pool. Torch scones can be found on all four a dais in the center of the 30x30 foot mound. The wall
of the pillars. Steps can be seen leading down into the sconces are lined with Decorative Amphorae (8) worth
water. The pool is decorated in tiled mosaics depicting 35gp each and depict life in an ancient village near the
the skull symbol of Nergal. The phrase “Life in Death” is moor. If the PCs engage in combat while carrying the
tiled in Black Tongue on each side of the pool. The water amphorae there is a 1-5 on dé chance they will break.

radiates magic.
11. The Standing Stone of The Chosen: This standing stone

PCs that disrobe and enter the pool will be covered in oily is ancient. Time has worn away some of the runes, but
black water. They will also notice that the water appears others can still be seen - and a great skull, the unholy
much deeper in the middle. If PCs attempt to dive to the symbol of Nergal, can also be made out atop the stone.
bottom, tell them that the experience is quite disorienting The runes are written in the Black Tongue, the language
as they are swimming into complete darkness. Give them of necromancers and the Underworld. It exalts Nergal,
two or three opportunities fo attempt to reach the bottom the God of the Dead, and acknowledges his Chosen—a

by telling them if they take a deeper breath they might be fanatical sect of his faith. A passage reads “Life in Death.”
able to swim farther. On the third try, they will see a dim
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12. The Great Mound (Plundered): An overgrown pathway, ~ substance. This is a small Ocre Jelly (1). The cup is made

lined with small stone cairns, leads toward this large central of gold and worth 345gp. An alcove on the western wall
mound. Show the players Barrowmaze illustration #1. holds skeletal remains.
The mound is encircled with standing stones. A large Chamber 3: Opening this locked door will set off a trap.
stone door rests face down, broken in two, in the long A large stone block, suspended from the ceiling, hangs
grass of the entranceway. The area is littered with skulls just inside this room. If the door is swung open it will
and bones. A foul smell emits from the interior of the trip the wire and release the block; victims must succeed
mound and the darkness beyond is black as night. on a DC 13 Dex save or take 3d6 damage (half on
save). There are 99 burial alcoves set into the walls of
A short stone stairway descends into the mound. The this room. They contain a Chain Shirt +1, a bag with 45
inside is 60x60 feet. Show the players Barrowmaze gold pieces, and a Potion of Greater-Healing.
illustration #2 (available at the back of this book). There
are both booted footprints (fomb-robbers) and other Chamber 4: The wooden door to this chamber is swollen
tracks the party cannot make out (shuffling zombies etc). shut. Inside are two Sons of Gaxx (2). There is no treasure.
Bones litter the floor. Four huge square stone columns
support the structure. Between the pillars there is an old, ~ Chamber 5: There are eight single side-crypts set off the
rusty 6' high tripod with a block and tackle suspended main chamber of this room. In the center of this room
over a hole in the floor. A rope descends down into the are two Wood Golems (2; treat as Flesh Golem but
darkness (to room #1 on the dungeon map). with half hit points and no damage immunities) carved
in the likeness of men with antlered heads. The statues
Players who drop a torch will notice that they stand face each other and have their hands raised above
above a room with a 35 foot high vaulted ceiling. It has their heads. If one of the crypts is disturbed, or they
partially collapsed, contains rubble, bones, and faded are harmed, they will attack. Each side-crypt contains a
frescos on the walls. This place is dark and very quiet. rotting wooden sarcophagus with the effigy of the dead
This is the primary entrance to Barrowmaze. cut into the lid. One, in the likeness of a knight, contains
a Shield +1. Another, in the image of a shieldmaiden,
13. Collapsed Mound: This mound has collapsed with the contains a winged helm.

weight of the centuries. If 3 hours are spent excavating,
the party will be able to recover a Silver Goblet worth
1,800gp, an Electrum Plate worth 2,000gp, and a R
Dagger +1 from the ruins of the mound. Barrow Mound 14
14. The Bathing Crypt (Covered): The entrance to this
ancient mound will need to be excavated. The crypt is
dry and the doors are made of wood.

Entrance: A ten foot staircase descends into the entrance
chamber of this crypt. All the doors in this chamber are
locked. There are two pools in this room filled with dark,
peat coloured water. The pools radiate magic if detected.
Partially ruined frescoes on the walls depict people
removing their clothes and entering the pools. Disrobing
and bathing in one pool reduces the intelligence of the
character by one point permanently. However, bathing
in both pools restores the previous point of intelligence
and increases the charisma of the bather by two points
(fo a maximum of 18). This happens only once.

(] - [

Chamber 2: A broad, jeweled goblet rests on a pedestal
in the center of this room. Inside the goblet is a sickly
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15. The Mound of Rusty Gates (Sealed): This mound is enter the mound and are surrounded. One of the alcoves
sealed with a stone door. The crypt is flooded knee deep can be bashed in to reveal a staircase (to #81). However,
with dark water. this would be very difficult to detect (Perception DC 20).

Entrance: A ten foot staircase descends into a round
50x50 foot burial chamber. The chamber is supported
by four stone columns and a rusty portcullis can be found
on both the east and west walls.

In my homegame, | managed to lure one of the
playtesters to their doom. Dan B., who played
the elf Shantilion, proceeded cautiously but was
surrounded and cut-down by the skeletons. To
immortalize his ne-er-do-well status we wrote a

Chamber 2: There are two sarcophagi in this chamber simple poem to remember him:

nearly covered with water. Both possess skeletal remains

and were buried with scrolls and books destroyed Shaft, the inattentive one,
by water. However, one tube, still sealed, contains a Ye savvy thief of old,
magical scroll that provides Protection from Energy (Fire). Could see the sword before him,
And thought to be so bold.
Chamber 3: A group of Zombies (6) will rise from the His battle cry hung in the air,
water if a disturbance or light can be heard or seen in his new blade shining bright,
the main chamber. Initially, the zombies will be contained The skeletons were in their lair,
by the rusty portcullis but after 1d4 minutes they will he should have taken flight.
breakdown the weakened gate and attack. They carry He struck at last, and much too fast,
nothing of value. he joins the ranks of Kreel,
goodbye fair Shaft, find at peace at last,
Chamber 4: Beyond the secret door, on a shelf at the We (who are about to die) salute you, for your zeal.

back of the chamber, is an urn with ash remains and a
locked metal box trapped with a poison needle (DC 11
Con save or die). Inside the box are a pair of Gauntlets
of Dexterity (the wearer’s Dexterity score becomes 19).

17. The Ghoul Mound (Covered): The entrance to this

ancient mound has been covered with earth and will

Barrow Mound 15 need to be excavated. This mound contains a stone
sarcophagus. The sarcophagus has a stone mechanism

at the top that appears to require a key (shaped like a

N scarab) to open. It cannot be opened otherwise. Inside

the sarcophagus is a Ghoul (1). She is buried with a
beautiful Gold Necklace (500gp), two Platinum Bracelets
(400gp each), and a Dagger +1, +2 vs. Undead. The
key can be found in Barrowmaze #31, Quiet Crypt #4.

18. The Broken Tomb of Toads (Plundered): This
mound was plundered long ago and is filled to the
waist with dark peat-colored water. Giant Toads (2)
lurk just under the surface (check for surprise). Two
16. The Sword-Mound of the Ancients (Sealed): Show the Copper Candle Holders can be found below the water

players Barrowmaze illustration #3 when they enter this (12gp each).

crypt. The intferior is lined with six, six-foot high vertical

alcoves that contain the remains of six skeletal warriors. 19. The Statue Mound (Sealed): This mound is sealed
They wear old, rusty coifs, shields, and chainmail. They with a stone door. The crypt is flooded knee-deep with
are armed with spears. lying on an altar, in the center dark water and the doors are made of wood reinforced
of the room, is an ornate, jeweled Broadsword +1 (same with iron.

stats as longsword). These warriors will rise as Skeletons
(6) if the sword is disturbed, but will wait until the PCs Entrance: This chamber is empty. Behind the secret door

34



RS

\\\\\\‘\

Wi ”f’f‘ T F)

W,

\\\y, . 31 \’ : ';,""», Barrow Mounds

‘\\]

e, v - =
b ) . .
‘J))}”, ! w, Yy, \\\' - 'Il)l/}, "yfg/{}x o k ]
is a low alter with a funerary box containing skeletal was used recently.
remains. A Silver Ring set with Diamonds (worth 800gp)
can be found inside the box. 21. The Skeleton Mound (Covered): The entrance to this

ancient mound will need to be excavated. Two stone
Chamber 2: A large sculpture takes up the majority of slabs lie in the center of the 30x30 foot mound. The

this room. It depicts an ancient elvish warrior, alone occupants have risen as Skeletons (2). If the PCs linger or
and wounded, battling three lizardmen. The elf holds search the mound the skeletons will animate and attack!
a longsword that shines in the darkness (permanently A concealed drawer (pull out) in one of the slabs holds
affected by the light cantrip). If the sword is taken the small wooden Funerary Figures (no value, not magical),
three lizardmen will animate as Stone Statues (3; see a Jeweled Silver Dagger (35gp) and an arcane scroll:
new spell Animate Statue for stats). Burning Hands, Shocking Grasp, and Light.

Chamber 3: The crypt contains the remains of the elf 22. The Pillaged Crypt (Plundered): The coverstone to this
warrior depicted in chamber 2. He was laid to rest on mound has been broken into pieces. Booted footprints
a stone slab with a once-green burial shroud, now in can be found near the entrance. The interior of the
tatters. Folded beside him, near the floor, are his Boots mound, roughly 40x40 feet, is littered with bone debris
of Elvenkind. Frescoes on the wall depict the unnamed elf and the chamber has been hastily searched. There is
as a hero of the Thronswild Forest. nothing of value here.

Chamber 4: This is a false crypt. A pedestal set against 23. The Barrow of Beetles (Covered): A ten foot long

the eastern wall holds an ornate amphora worth 600gp staircase descends into a round 50x50 foot mound.
and a Runic Tablet. Between the doorway and the Giant Boring Beetles (3) (treat as Giant Badger) have
eastern wall is a concealed 10" deep spiked pit (1dé for tunneled into this crypt and made a nest.

falling 10" and another 1dé for the spikes). In addition,

the bottom of the pit is covered in Yellow Mold (1). The crypt is in disarray. Among the rubble the PCs

can find a runic tablet and three scroll tubes. The first
is a clerical scroll with Cure Light Wounds and Cure
Serious Wounds. The second is a magic-user scroll with
Mazakala’s Mucilaginous Effluvium, Hitzemun’s Blue Feet,
and Fennril's Exquisite Strangulation (see New Spells).
Finally, there is a Scroll of Protection (Gargoyles). A small
coffer can be found that contains Emeralds of varying
sizes and values: 50gp, 75gp, 100gp, 100gp, 250gp,
and 750gp.

Barrow Mound 19

24. The Mound of Tapestries (Sealed): This mound is
sealed with a stone door. The crypt is dry and the doors
are made of wood reinforced with iron.

Entrance: A ten foot staircase enters into an octagonal
30x30 foot chamber. Three large tapestries hang
from floor to ceiling and conceal alcoves beyond.
Behind each of these is a Ghoul (3). Each alcove
contains 8d20 gold pieces and one contains a
20. The Mound of Secret Stairs (Plundered): This mound is Runic Tablet.

empty. There is a broken sarcophagus decorated in bas

relief with skeletons dancing in the Underworld. If one of Chamber 2: This chamber features an altar between two
the skeletons is pulled out, turned counter-clockwise, and dark stone statues. On top of the altar is a skull and a
depressed, the sarcophagus will shift to reveal a slender simple wooden cup. The cup detects as magical and
staircase lined with dust, cobwebs (just west of #50 on fills with the following once per day 1) Ale, 2) Mead,

the dungeon map), and distinct footprints. This staircase 3) Healing Salve (heals 1d4+1 hit points), 4) Random
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25. The Mound of the Cursed Jewel (Sealed): Crypt is 26. The Demon Mound (Sealed): This mound is sealed

dry and the doors are made of bronze and covered with with a stone door. A short stone staircase descends
verdigris. The doors are locked. info a single rounded chamber 60x60 feet across and
supported by four columns carved with screaming faces.
Entrance: The entrance chamber to this crypt contains four A large brazier can be found in the center of the room.
pillars each covered with 1d4+2 gemstones worth 200gp The brazier can only be lit by magical flame. If so, it will
each. It will take 10 minutes to pry the gems out of 1 pillar. ignite with a fire that rages red, orange, green, purple,
and then black. A terrible, horned, fanged demon face
Chamber 2: A concealed pit in the center of this room will appear and with a loud booming voice and offer to
descends 20 feet into spikes. Anyone falling into the pit answer three questions. Once the questions have been
takes 2dé points of falling damage and 1d6 from the asked, the fire in the brazier will disappear forever.

spikes. There are 130 small burial alcoves in this chamber.
They contain 5d20cp, 4d20sp, 3d20ep, 2d20gp, and 27. The Crypt of Genniis the Younger (Covered): This

1d20pp. A Ring of Protection can also be found amongst 30x30 foot crypt contains the skeletal remains of an
the bones. ancient warrior-priest, Genniis the Younger, sitting on a
throne covered in cobwebs. He wears ancient ornamental
Chamber 3: This chamber contains a unique trap. Unlike chainmail (value 125gp). On a table there are four scrolls
the other doors in this crypt, this door pulls toward the that recount his life and faith (75gp each to a sage). A
PCs rather than into the room. A tripwire at the entrance concealed lever behind the throne will open a secret
is connected to three crossbows—one on the east, west, partially-collapsed staircase (to #93). It will take 1d4+3
and northern walls—that are all designed to shoot days of digging to remove the rubble and open the
simultaneously at the entrance to the chamber. Each staircase. A halfling or gnome may be able to squeeze
crossbow bolt does 1d8 points of damage. There is a through and scout the area below (GM's discretion).

10% chance per crossbow of a misfire.
28. The Tomb of the Dark Arts (Sealed): This mound

Chamber 4: There has been a partial collapse in this is sealed with a stone door. A short stone staircase
room. While PCs are here, there is a 1-2 on d6 chance descends info a single hexagonal chamber 30x30 feet
per 10 minutes of further collapse. Anyone caught in a across. In the center of the chamber is a stone lectern
collapse must succeed on a DC 13 Dex save or take 3d6 with a yellow book covered in arcane markings. The
bludgeoning damage (half on save). walls depict Azcuursh the Arcane, a wicked and evil

mage, who possessed a unique mastery of the Dark Art.
The tome is one of Azcuursh’s spellbooks and radiates
magic. If opened by a wizard, they will instantly vanish
and the book will slam shut. The PC wizard will be
instantly transported to an alternate demi-plane where
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s/he must do battle with a grey-skinned and eye-less preparation. The shelves here are lined hundreds of
simulacrum of Azcuursh with the same statistics and jars, bottles, and ointments. Careful searching (20
equipment as the trapped PC. If the PC dies, s/he will minutes) will reveal Restorative Ointment (4 uses), Dust
never return. If successful, the spellbook will open and of Disappearance (3 uses), and Dust of Sneezing and
the PC will reappear. The spellbook contains all second Choking (2 uses).

level wizard spells.
Chamber 4: An ornate sarcophagus stands in the center

29. The Flagstone Mound (Covered): The interior of this of this room. There are funerary baskets and urns along
crypt is dry and the doors are made of wood reinforced the outside of the chamber but most are rotting or broken.
with iron. Three Amphorae worth 600gp each might be salvaged
but they are brittle. If the PCs engage in combat while
Entrance: A broken statue can be found here. carrying them there is a 1-5 on dé chance that they
will break. The occupant of the sarcophagus, once an
Chamber 2: A large statue of Nergal stands on a dais ecclesiastic in the cult of Impurax, has turned into a
at the back of this room. The statue itself appears quite terrifying Barrow Wight (1). Inside the sarcophagus is a
menacing, but the primary threat are Greater Flagstone set of scrolls with four random cleric spells.
Golems (4) (two on the east walls above and below the
doorway, and two others that will peel themselves off Chamber 5: This room contains a small library filled with
the floor). They will attack if the side crypts are disturbed. scrolls and tomes devoted to the worship of Impurax.
The crypts contain a Mace +2, 20 Arrows +1, a Potion of ~ There are hundreds of documents here. For every 40
Stone Giant Strength, a Ring of Resistance (Force), and minutes spent searching and reading there is a 15%
2d100ep. chance of finding an ancient holy writ of value (roll a dé:

1-2 600gp, 3-4 800gp, 5-6 1,000gp)
Chamber 3: A Wight (1) has risen from the dead in this a
crypt. It will pounce on the first living thing to enter the ' Barrow Mound 30
room. A pouch at its belt contains nine small Amethysts
worth 100gp each.

Barrow Mound 29
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30. The Mound of Rot (Sealed): This mound is sealed with
a stone door. A short stone staircase descends into a

dry crypt. 31. Collapsed Mound: Excavation at the side of this
mound has led to its collapse. It appears tomb-robbers,
Entrance: The entry chamber is covered in bas relief unable to break the coverstone, attempted to dig through
depicting Impurax, the elder God of Rot and Pestilence. the side of the barrow. There is nothing of value here.
There are many human (boot) and horse tracks in the
Chamber 2: This chamber contains four mummies on mud and grass around the mound.

stone slabs. They are inanimate but all possess the
disease of Mummy Rot (if touched). Resting beside each 32. The Caryatid Crypt (Sealed): This mound is sealed
is a bowl with 35pp. with a stone door. The doors are made of steel and locked.

Chamber 3: This chamber was used for mummy Entrance: This chamber has partially collapsed in three
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different places. While PCs are in this room, there is a water). The doors are made of stone.

higher than normal chance of further collapse (1-3 on

dé chance per 10 minutes). Fighting anywhere in this Entrance: A rotting tapestry, covered in mold, hangs on

crypt will necessitate a collapse roll and further raise the the south wall. A statue of the god Impurax stands, broken

possibility of a cave-in (1-4 on d6). Those caught in a and cracked, along the eastern wall. Stairs descend to

collapse must succeed on a DC 13 Dex save or take 3d6 the west and north into flooded chambers.

bludgeoning damage (half on save). A basket under one

of the rumble heaps contains 666gp. Chamber 2: This room is ankle deep in water. There
are stairs leading up to an elevated platform with two

Chamber 2: This room contains a single stone black stone statues of helmed, male warriors and a white

sarcophagus. For its contents, consult Table 7: Random marble sarcophagus. Mummified bodies and remains

Sarcophagus Contents. The sarcophagus is trapped and can be seen partially submerged in the water. There has

will emit choking gas in a 10 foot cloud. Creatures in been a partial collapse in the northern portion of the

the cloud must make a DC 13 Con save, taking 1d8 chamber. Combat in this room raises the possibility of a

poison damage on a failure, and being incapacitated further collapse to a 1-3 on d6. Water trickles into the

while violently choking for 5 minutes regardless of the room from the collapsed wall.

save result. Be sure to check for random monsters.
If the PCs approach the white sarcophagus, Mummies

Chamber 3: This chamber is filled with burial alcoves (1d3) will rise from the dark water and attack. One round
filled with skulls but the niches are devoid of treasure. infto combat the sound of stone grating on stone will
be heard, and a Barrow Mummy (1) will emerge from
Chamber 4: Thisroom contains asingle stone sarcophagus. the white sarcophagus. The Barrow Mummy wears a
For its contents, consult Table 7: Random Sarcophagus magical Platinum Death Mask (3,400gp). He also bears
Contents. There are four white marble statues of women a magical Platinum Neshralk Funerary Figure (2,400gp).
in this room. Three are Caryatid Columns (3) that will Finally, inside his sarcophagus there is a Terra Cotta
attack if the sarcophagus is disturbed. Funerary Figure and four Ivory Canopic Jars with gold
lids in the form of mythic creatures (1,250gp each). All
Barrow Mound 32 four of the jars can be converted into medicinal salves
(see the introductory section on preparing Barrowmaze
-y — for play). Each jar represents 25% of the Barrow

- Mummy’s hit points.

(1}

[ | 0 . Chamber 3: The room is ankle-deep in water. Shelves on
GE & W the walls hold scroll tubes, old moldy tomes, and papers.
1 | The personal papers of those laid to rest in the crypt

have value as historical documents (750gp).

Chamber 4: The chamber is ankle deep in water. The

33. Plundered Mound: It appears the coverstone of this room has twelve horizontal burial alcoves cut into the
mound was pulled off using ropes and horses. The ropes walls. Three despicable Ghasts (3) have risen from the
are still attached to the coverstone which rests 20 feet dead and made this crypt their lair. They have dug
away in the long grass. Human (boot) and horse tracks themselves a well-concealed hole to slip back and forth
abound. Inside the mound, a sarcophagus has been to the surface. They are currently feasting on the bodies
hastily searched and a mummified body now lies face of some adventurers they ambushed. Set within some of
down on the floor of the mound. In their haste the tomb-  the burial alcoves are several Funerary Figures including
robbers left a Gold Ring on the floor near the mummy Clay (6 worth 25gp each), Terra Cotta (8 worth 125gp
worth 530gp. each), and Wax (12 worth 35gp each). A Potion of

Greater Healing can be found on the body of one of the
34. The Mound of Mummies (Sealed): A short stone dead adventurers.
staircase descends into a dry entrance chamber
(although other portions of this crypt are ankle-deep in
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35. The Necromancer’s Barrow (Plundered Mound): The
coverstone to this crypt lies broken in the tall grass. A
short 10-foot staircase descends into a round 50x50
foot burial mound. A well worn path in the floor leads
to a statue of Nergal on a large pedestal. It has been
knocked over on its side and defaced. Underneath the
statue base, a stone staircase descends into the dark.

The Necromancers of Set use this as their primary
entrance and exit from Barrowmaze. This entrance leads
to the stairway just northwest of Room #189. The close
proximity of this stairway to The Secret Shrine of Set is
perfectly situated for the Necromancers to make a quick
escape if the need arises.

36. The Mound of Mirrors (Covered): The entry chamber
to this crypt appears like many others. The room is covered
in mold, the air smells damp, and there have been partial
collapses on two walls. There is a sarcophagus in the room
along the northern wall. The bas relief on the sarcophagus

depicts skeletons walking down stairs into the Underworld.

The sarcophagus contains a mummy and a few worthless
bronze bracelets. The sarcophagus has a false bottom that
leads downward 10 feet and continues north for another
twenty feet. The passage stops and PCs will notice that
they are standing behind a mirror that looks into a 30x30
octagonal chamber covered with mirrors. In the center of
the room is a pedestal with a single skull with glowing black
runes. PCs will notice their reflection in each mirror except
the eastern one, but they may only notice if they actively

search the room and make a successful intelligence check.

Each time a player breaks a mirror there is a 50% chance
of summoning an Invisible Stalker (1) to defend skull on
the pedestal. Behind the eastern mirror is a stairwell that
descends near Barrowmaze Room #112. The skull detects
as magical and offers its possessor a +2 bonus to saving
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throws against spells.

Barrow Mound 36

37. The Forgotten Ossuary of the Abomination (Sealed):
This mound is sealed with a stone door. The skull symbol
of Nergal is engraved on the door. A 10 foot stone
staircase descends into a dry chamber.

The entrance to this chamber is bracketed by two
opposing statues of Nergal with crossed scythes. Parts
of these huge 15 foot tall statues have broken and rest on
the floor. There are three partial collapses in this room. It
is clear that this chamber was used as a mass burial crypt.
Skulls are stacked from floor to ceiling and the collapses
have left large bone and skull piles strewn across the
floor. At the back of the room a skeletal warrior sits on a
tall black throne.

If the warrior is disturbed a Barrow Abomination (1)
will burst forth from the ground surrounded by a ghostly
green light. Combat with the Barrow Abomination will
increase the likelihood of further collapse from 1-2 to 1-3
on a dé.

With the abomination present, there is a 25% chance of
Skeletons (1d8) rising to defend the crypt.

Surrounding the throne of the skeletal warrior is a locked
chest (poison needle, DC 13 Dex save or die) with
6,340gp and two coffers one contains four gems and
the other five pieces of jewelry: Large Azurite (910gp),
Small Exquisite  Moonstone (725gp), Medium Lapis
Lazuli (875gp), Large Flawed Aquamarine (1,200gp);
Ivory and Gold Cloak Clasp (650gp), Silver Belt Buckle
inlaid with Sapphires (1,075gp), Silver Broach inset with
a Black Pearl (1,025gp), Coral Bracelet (660gp), Gold
Necklace with Jade (?50gp).
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. another jet of flame and take an additional 1d6 points of
Barrow Mound 37 damage. A victim can (potentially) take damage in this
manner three times before they have backed out of the
flames. This trap can only be passed by flying, levitating,
or running across (3d6 points of damage with no save).
The walls here are smooth and cannot be climbed.
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Trap 4: The final 10-feet contains a double trap. Pressure
in excess of 10 pounds will shoot a single crossbow bolt
from the back wall (near the horn) down the center of
the room that strikes with +7 to attack and deals 1d8
points of damage. This is designed to lull would-be tomb-
robbers into a false sense of security.

The second trap presents the greatest danger. The
pressure plates in the middle of this 10-foot section

38. The Mound of Traps (Sealed): A short staircase of floor will trigger compacting walls. Anyone caught
descends into a crypt 10 feet wide and 40 feet long. The between the walls must succeed on a DC 13 Str save
floor is made of steel plates shaped as flagstones. At the or be crushed for 6d6 points of damage (half on save).
end of this crypt is a dais with a Gold Urn (500gp). Above

the urn, hanging on the wall is a beautiful bejeweled 39. Collapsed Mound: This mound has collapsed in on
Horn of the Dead (see New Magic ltems). Between the itself through age and shifting ground. There is nothing
stairs and the back wall are four sets of traps for each of value here.

10-foot length of the crypt. If the PCs can fly (or levitate)

these traps will be easily negotiated: 40. The Barrow of the Urns (Sealed Mound): This crypt is

dry and the doors are made of bronze covered in verdigris.
Trap 1: Pressure Plates with the four elemental symbols

(Water, Earth, Air, and Fire—see The Chaos Sepulcher Entrance: The entrance to this crypt contains two statues
later in this volume) trapped with darts. Pressure in excess of Set with Emeralds in their eye-sockets (4x500gp
of 10 pounds on Air will fire 20 darts (1d4 damage each). The PC who removes the stones will be cursed
each) from bas relief faces set in the walls. Tapping with blindness (no save, Remove Curse to cure).
with a 10-foot pole will not set off the trap. Roll 1d20 to
determine how many darts are directed at the target. An Chamber 2: The bronze door to this chamber is sealed.
attack roll (+5) must be made for each dart. The handles are tied with rope and sealed with a dollop
of wax bearing a scarab sigil imprint. A sarcophagus
Trap 2: Vorpal Scything Blades. PCs will notice three sets against the eastern wall contains a skeleton with a Gold
of vertical grooves in the walls and ceiling here. Stepping Circlet worth 600gp. Inside the sarcophagus are two
on any of the metal plates in this section will activate three small Clockwork Scorpions (2) that will attack if anyone
vorpal scything blades that swing like pendulums across reaches toward the remains.
the hallway. A DC 13 Dexterity (Acrobatics) check must
be made to pass each blade. On a failed check, the Chamber 3: The door to this chamber is locked. Four tall
blade strikes with +5 to attack and 1d8 damage. On a black urns sit atop an altar to Set. Three possess ashes
natural 20 the victim will be cut in half (no save). but the fourth contains 900ep. This urn is also trapped
with a pressure plate. If this urn is lifted off the altar a
Trap 3: Magical Flame. The next section of metal floor poison needle will shoot from the wall behind the urn.
is covered by small circular metal holes (3x3 inches) The needle strikes with +6 to attack, deals 1d4 damage,
instead of metal flagstone. Any pressure on the floor will and the victim must succeed on a DC 13 Con save or die.

cause the jets to begin spouting magical flame doing 1d6
damage if the victim fails a DC 13 Dex save. If the save
result is 8 or lower, the victim will reflexively jump onto
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42. The Tomb of the Acolytes (Plundered): This barrow
mound was plundered long ago. The Acolytes of Orcus
used this entrance when they first entered Barrowmaze.
Subsequently, this entrance has been clawed and
widened by the trolls to allow them into the dungeon.
Troll guards are always posted at #337F at the bottom
of the rough-hewn staircase. This is intended to provide
protection while also keeping a relatively low profile near
the barrow. The Acolytes will not allow this mound to be
occupied and will meet resistance with maximum force.
This passage and #333 (Mound #55, known only to Zur
and Emnuron) are their only means into Barrowmaze,
and they will fight to hold them.
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43. The Mound of Water Witch (Sealed): This mound is

1. The Mimic Mound (Sealed): This mound is sealed with sealed with a stone door. Five wavy lines (the elemental

a stone door. A short stone staircase descends into a dry symbol of water) have been carefully carved into the

crypt. The doors are made of bronze. coverstone. The water in the crypt is ankle deep, and the
walls have been tiled in shades of blue. The doors are

Entrance: Ten foot stairs leads down into a round, roughly made of bronze.

50x50 burial chamber supported by four stone columns.

The images of menacing gargoyles are cut into the stone of Entrance: A 10 foot staircase descends into a roughly

the columns. A small galley-style ship stands in the center of 30x30 foot room with a water fountain in its center. The

the room. The boat is surrounded four funerary baskets and fountain is inhabited by a large Water Weird (1).

two chests. The skeletal remains of a northern warrior are

laid to rest in the center of the boat. A light blue shimmer Small pools of water can also be found in the eastern

surrounds the galley and its contents. This is a stasis field that, ~ and northern portions of the room. The western door has

when disturbed, will disappear and activate the six Mimics the same water symbol as the outer coverstone to the

(6) currently posing as funerary baskets and chests. These crypt. The only way this door will open is to pour water

mimics are smaller than average; they have half as many on the door symbol.

hit points and a -2 penalty to attack and damage rolls. The

following items were buried with the warrior immediately Chamber 2: A pedestal in the center of this room holds

around his body: two small pots of coins (75pp, 500ep), a a bowl of twenty Small Aquamarines worth 45gp each
Dagger +1, Hand Axe +2, +3 versus Spell-Casters, and (900gp total).
a Norse-style Helm of Frost Resistance.

Chamber 3: The door to this crypt is locked. Water

Chamber 2: Behind this bricked-up wall are two family somehow pours down the western wall of this room onto the
members of the northern warrior interred in stone floor, but the level never rises above the ankle. Through the
sarcophagi. For contents, consult Table 7: Random water the PCs can see an ocean floor and hear the sounds

of the deep in addition to the rushing water. A number of
sea crabs move about periodically in the distance. Blue-
Barrow Mound 41 colored flagstones on thsfloor dep?ct a mural of five wavy
lines. The longer the PCs mill about in this room, the more
attention they will draw from the crabs. Within a few
minutes Giant Crabs (10) will begin pouring through the
Y ocean scene and attack the PCs. Under a slightly loose
Il and upraised blue flagstone is a Ring of Water Breathing.

Sarcophagus Contents.

Chamber 4: An inscription above the door to this crypt
reads “Here lies Glossmira. Thrice Cursed. Bitch of the
Deep.” Glossmira was an elven witch said to possess a
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strange power to control and manipulate the Plane of
Water. She was slain for witchcraft and has risen as a
terrible Banshee (1). Glossmira’s sarcophagus is strange
insofar as it possesses no lid and is filled with water
that pours out from the lip. Her gaunt and white-skinned
body has been strangely preserved at the bottom. She
will manifest if her crypt is disturbed.

An unlocked rusty metal treasure chest in front of the
sarcophagus holds 6,960ep and a Trident of Wounding
hangs on the north wall. Frescos depict the various gods
of water, rivers, and the sea (each in six different shades
of blue, green, and white). They are sublime—both
terrifying and beautiful to behold.

Barrow Mound 43

44. Plundered Mound: The coverstone can barely be
seen in the long grass and the ceiling has partially
collapsed. There are human and halfling bones spread
around the entrance to the mound.

45. Collapsed Mound: This barrow mound has collapsed.
The crypt below is now inaccessible. If the PCs attempt
to excavate, they have a cumulative 10% chance per 10
minutes of digging that they will find a skeleton bearing
a Ring of Protection.
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46. The Vault of Severed Heads (Covered): This crypt
contains the bizarre experiments of a strange wizard
who converted severed heads into magical items. In a
(brief) fit of regret he gathered them all together and
buried them here.

Entrance: This room is 70 feet wide and 20 feet deep.
A stone shelf extends from the wall about two feet
(and four feet off the floor) all around the chamber.
Scores of severed heads, some monstrous but mostly
humanoid, sit on the shelf. Show the players Barrowmaze
illustration #4.

There are a total of 30 heads in the room, but many of
these have deteriorated or no longer contain magical
properties. They include a basilisk (no longer functions),
bugbear, doppelganger, human peasant, gnome
illusionist, goblin, human gravedigger, gnoll, hippogriff,
leprechaun, lizardman, mind flayer, and many others
that have decayed beyond recognition.

Ten severed heads detect as magical, serving as a similar
magic item, or allowing the user to cast spells from it (spell
save DC 14 and spell attack bonus +6 when applicable).
Consult the random severed heads table (or select 10

;/ ,\ ']., il ,',',7,,',',;};',',hi,','.,',,(.,m




Wy, "t,‘\\\w, ’
you feel provide the best entertainment value for your
campaign). Keep in mind these heads are unique and can
only be found once.

The heads are inanimate until touched. Their eyes will
open as if awakened from a long sleep. They retain
their life memories and each possesses its own history
and quirky personality. GMs are strongly encouraged
to use their imaginations and make this a strange and
fun role-playing opportunity. A secret stairway descends
to #271.

1. Note that in some cases the PCs must be able to speak the
head's language.

2. The Tavern Drunk belches a Stinking Cloud.

3. Cursed heads are as follows: The Old Witch has a rotten apple in
her mouth and shouts profanities and curses when it is removed. The
Zombie smells like decaying flesh. The Nagging Wife is a real drag.

4. The Evil Cleric can Speak with Dead but had his fongue cut out
before his execution.

5. Must listen for a full week, 1 use only.
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The Vault of Severed Heads

Severed Head Spell Effect/Serves As

1. Wizard Detect Magic (5 Uses)

2. Homunculus Comprehend Languages (5 Uses)

3. Thief Find Traps (5 Uses)

4. Hell Hound' See Invisibility (5 Uses)

5. Tavern Drunk? Stinking Cloud (5 Uses)

6. EIf Divination (5 Uses)

7. Blind Man Clairvoyance (5 Uses)
8. Dwarf Darkvision (5 Uses)

9. Mummy Fear (5 Uses)

10. Marionette Suggestion (5 Uses)

11. Evil Cleric* Speak with Dead (5 Uses)

12. Minotaur' Find the Path (5 Uses)

13. Succubus Charm Person (5 Uses)

14. Cyclops' Eyes of the Eagle

When the rotten apple is removed, all
creatures within 30" must succeed on a DC 14
Wis save or suffer a -2 penalty on attack rolls,
saving throws, and skill checks until a remove
curse is cast on them.

15. Old Witch®

16. Slovenly Trull Bag of Holding (Mouth)

After 24 hours, the bearer of this head
contracts a rotting affliction that reduces their
Dexterity, Constitution, and Charisma scores
by 1 per week. Curing this effect requires a
remove curse followed by a magical disease
cleansing effect, such as lesser restoration.

17. Zombie?

18. Seasick Pirate  Vomits a random potion once per week.

The bearer’s movement speed is reduced by
half until a remove curse is cast on them.

19. Nagging Wife?

20. Old Paladin®

Tome of leadership and Influence
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47. The Mound-Pit of the Barrow Harpies (Collapsed): God of Righteousness, learned of Barrowmaze and the

Instead of a burial mound, a large roughly cylindrical Pit of Chaos, they created a unique magic item called the
hole (40" wide and 40" deep) extends into the earth. Fount of Law. They charged their most devout paladins,
Recently a large vaulted chamber collapsed, and the including myself, with the task of throwing the Fount
burial mound that once existed here collapsed with it. into the Pit and closing it forever. led by Sir Guy de
The edges of a mound and broken arch-stones remain, O'Veargne, we fought our way through Nergal’s undead
but the entirety of the mound has caved in. PCs who hordes. We were about to complete our great quest—
look down into the hole will see the collapsed rubble at and then | betrayed my fellow knights.
the bottom. Normally several vultures can be seen high
in the sky circling the remains of this mound. Show the Seduced by the promise of wealth and power, I, Dhekeon,
players Barrowmaze illustration #5. once a noble young paladin of St. Ygg, lured my fellow
knights into a trap. | murdered Sir Guy myself with a
Led by Vulirix, a flock of despicable barrow harpies have thrust of my sword. The remaining knights were overrun
claimed the niches and outcroppings of this hole as their and put to death. The followers of Nergal then buried me
nesting ground. If the party climbs down to access the alive within this barrow. | am a traitor and a liar.
dungeon, the harpies will wait to attack until the PCs have
descended halfway and are most vulnerable (see #244). Upon my death, St. Ygg refused to embrace me in the
afterlife. Instead, the God of Righteousness sent me back
The barrow harpies come and go as they please. The and cursed me to walk the realm for eternity as one of
longer the PCs linger about this hole, the more likely they the very undead abominations | swore to destroy.
will have an encounter. For every 10 minutes spent here
the likelihood of a barrow harpy encounter increases by Dhekeon is unique among skeletal warriors. There is no
1 on a d6. The PCs may hear the caws and screeches of circlet that contains his soul. Rather, he must regain favour
the harpies before they are in view. with St. Ygg through knightly deeds (and ultimately self-
sacrifice) to atone for the betrayal of his order and for
The harpies (and their giant vultures) are craven and will the murder of Sir Guy (see below).
not engage in a prolonged combat. Instead they will test
the PCs and then report back to Vulirix. If Dhekeon deems them worthy, or there is a follower of
St. Ygg in the party, he will serve as an NPC. He will
48. The Forgotten Mound of Dhekeon the Disgraced accrue experience as a 10th level fighter and will ask
(Covered): This small mound is 30x30 feet wide. A that the party tithe all his treasure to the temple of St. Ygg
skeleton wearing ancient rusted platemail is chained to or to the poor.
the back wall. He is kneeling on the floor, head down,
and motionless. His head is slouched forward. He wears The epitome of a tragic hero, Dhekeon must be role-
a sword at his waist. This is Dhekeon the Skeletal Warrior. played appropriately. He is quiet, sad, and solemn. He
He wields a Greatsword +3. will be forthright in his dealings with the PCs. He will
also tell them that after many years of solitary prayer
Dhekeon will not move if poked or prodded (at least he understands there is only one path to salvation—
initially). However, if a living person steps within reach righteousness in the face of evil. He will be quick to aid

he will leap up quickly (as if trying to grab the PC or and defend his fellow adventurers.
trying to attack) but will be held by his bonds. He will

then scream in blood-curdling fashion and shake his Although he will attack chaos in all its forms, he will
hands above his head in frustration. He has not seen be relentless in his pursuit of Nergal, his followers, and
another human being in centuries. A phantasmal eye his undead.

lingers in his right eye socket and gives him a strange

otherworldly appearance beyond his skeletal form—a There are several ways the PCs can destroy The Tablet
grim reminder of his once human existence. of Chaos. Dhekeon is correct—St. Ygg has a plan for his

disgraced paladin.
After meeting the PCs, Dhekeon will tell his tragic tale:

Many centuries ago, when the clerics of St. Ygg, the
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49. The White Marble Mausoleum (Sealed): Two columns If the PCs linger, he will pass through the door and attack.
of six white marble pillars, some standing, and some in Otherwise, the PCs will find him here in the darkness
ruins, line the entrance to a white stone mausoleum. In near his sarcophagus. There is nothing of value inside
addition, six beautiful stone statues of exquisite detail and except the name “Bareus” etched on the inside of the lid.
craftsmanship can be found in the immediate vicinity of Behind a secret door on the south wall is a magnificent
the mausoleum (a dwarf, elf, centaur, two human tomb- ~ Amphora that commemorates Bareus' victory over a
robbers, and a halfling). Several have been pierced by great troll chieftain centuries ago. This is now a historical
arrows. artifact of great value (5,300gp).

Unlike many of the other mounds, the door to this
mausoleum is locked, made of bronze with verdigris,
and is magical in nature. The door appears to have
a scarab-shaped lock-like mechanism. The scarab key
must be found, inserted, and turned clockwise to open
the door. The door to this mausoleum cannot be picked,
bashed, or opened magically. The key for this door is
shaped like a scarab with its wings extended (this is
unique among scarab keys). The key hangs around the
neck of the Medusa in #205. Inside the mausoleum a
staircase descends into the darkness (#205A).

51. The Barrow of Gems (Sealed): The crypt is dry and
50. The Barrow-Crypt of the Hero (Sealed): The crypt is the doors are made of bronze.
dry and the doors are made of wood.

Entrance: The entrance chamber to this crypt is decorated

Entrance: In the center of this round burial chamber with frescos of the underworld and is a macabre scene
is a dull stone statue of a proud male warrior with a of death, torture, and sacrifice. Several tapestries have
broad helm, breastplate, greaves, round shield, and rotted completely and lie in piles on the floor.
“Dwimmerdeath” a gleaming steel Shortsword +2, +3
versus Spellcasters. The shortsword cannot be removed Chamber 2: The door to this chamber is locked. Inside,
from the statue until the puzzle-lock has been solved. a funerary urn sits on a dais surrounded by a hoard of
jewels! The jewels are actually a Gemstone Golem (1)
This statue is the likeness of Bareus of Barrowcrest, an who will attack anyone who steps toward to the urn. Be
ancient hero of law. An inscription with raised letters sure o check for surprise. In a small metal box beside the

(underscores are for the GM only) at the base of the urn is a Platinum Goblet worth 1,800gp.
statue reads: Be Forthright and Rejoice Under the Sun.

The inscription is a puzzle-lock. If the letters of the name Chamber 3: The door to this crypt is locked. A large
B-a-r-e-u-s are depressed in order, the statue will release ornate sarcophagus stands against the northern wall.
the shortsword. Note that the name “Bareus” is not When the PCs enter, the door to the sarcophagus will
located on the statue (it can be found on the inside of swing open and a Mummy (1) will emerge wearing
the sarcophagus in Chamber 2). a glowing red Necklace of Fire Resistance. Inside the

sarcophagus are four Silver Canopic Jars (200gp each).
Chamber 2: The door o this crypt is locked. If the party
spends too much time or is too loud in the entrance Chamber 4: This small burial alcove contains the remains
chamber they will draw the attention of Bareus, who,  of the mummy’s servants. There are four here and each
sadly, has risen as a Wraith (1) in response to The Tablet has a Funerary Figure made of Jade (350gp each).
of Chaos. He now dwells in this burial chamber near his
remains, and, with whispered voice, curses the gods of
law for abandoning him.
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They will obey until destroyed or controlled by a chaos-
Barrow Mound 51 aligned cleric.

Barrow Moﬁnd 52

52. The Barrow of the Pool (Sealed): The crypt is dry and
the doors are made of bronze.

Entrance: The entrance to this crypt has partially 53. The Giant Ant Colony (Covered): A colony of Giant

collapsed along the eastern wall. Ants have made a nest and connected the crypts between
mound #53 and mound #58. The ants include a total of

Chamber 2: The door to this crypt is locked. Against the Workers (30), Soldiers (19), and a Queen (1).

western wall, two Wights (2) rest entombed within their

rectangular sarcophagi. The crypt doors are made of wood and the ant caverns
are rough-hewn and damp.

Between the sarcophagi sits a large iron chest. The chest

is locked and contains 700gp. If the party listens to the Entrance: This crypt is in complete upheaval. Two broken
chest (but only if they specifically take the time to listen) stone sarcophagi sit in large pieces on the floor. Bones
they will faintly hear the Bzzzzzzzzt, click, click, click have been strewn about, and earthen debris covers
of a Clockwork Cobra (1) that will attack if the chest is the floor.
opened.
Small narrow passages have been dug into the northern
Chamber 3: The door to this chamber is enchanted by portion of this room. It appears that this chamber has
the Arcane Lock spell; the DC to pick the lock or break been used to pile earth. The door to the west has been
the door down is 25. chewed off below the waist. Note that dwarves and
Small creatures can travel normally in the ant passages;
In the center of this chamber, a strange dark pool of all others must squeeze.
water is set info the flagstone floor. Sitting on the lip of
the pool is a simple steel cup (no value). Chamber 2: This secret door protects the remains and

treasure of a family of lesser nobility. There are six
Despite the dark, foreboding look of the pool it offers a Silver Urns (25gp each) placed in burial niches in the

single boon to the first person to drink from it. The first wall. In addition to the urns, each niche has a valued
person to drink from the pool will have their hit points possession: a Small Electrum Idol crafted in the likeness
increased permanently by 1d4. All those thereafter will of Demetra, Goddess of the Harvest (250gp), an Ivory

have their hit points permanently decreased by 1d4 points. Comb (200gp), a Silver Dagger +2, a Gold Belt Buckle
(300gp), a Golden Circlet (400gp), and a Small Mirror

Behind the pool sits a Silver Funerary Box, beautifully (50gp).

decorated with Gold Filigree (1,000gp). Inside the box

are the bone remains of a cleric and a small leather Chamber 3: The door to this room and the door heading

bag filled with 2d10 fossilized hydra'’s teeth. If thrown on north from this room have been chewed off.

the ground, Fossil Skeletons will emerge in 1d4 minutes

and obey the bidding of the PC who scattered the teeth. Chamber 4: Small narrow passages have been dug into
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this room. The ants have piled rubble and earth here.
Cavern 5: There are always Soldiers (4) on guard here.

Cavern 6: A group of Workers (6) are busy widening
this cave.

Cavern 7: Soldiers (4) are always stationed here to
protect the queen.

Cavern 8: This is the queen’s main chamber. If she is
killed, the ants will become disorganized and will be
likely to scatter rather than keep fighting.

There are currently Soldiers (6), Workers (12), and the
Queen (1) in this cave. If the queen is in peril, all the ants
in the complex will immediately converge on her location

and defend her.

The queen is effectively immobilized due to her
reproductive abdomen. However, if the GM wishes, she
can rip herself free and engage in battle! The worker
ants have found various shiny grave goods (6,600gp)
and brought them to this cave.

Cavern 9: There are Workers (4) busy in this cave feeding
the larvae (6 with Thp).

Cavern 10: The Workers (4) are feeding the larvae (8
with Thp).

Cavern 11: Workers (4) are moving eggs (4) from the
main chamber to this cave.

Chamber 12: This is part of mound #58. The ants have
broken into the back of this chamber but have not
proceeded further. The ants have piled earthen debris
in this room.

There are four Soldiers (4) here at all times (unless they
have been called to battle nearby in the catacombs).

Burial Alcoves (40): Circular. Bone piles.
Contents: Ivory Canopic Jar that serves as a Bag of
Holding (empty) and a satchel with 300gp.

Chamber 13: The eastern door of this room is made
of stone. In addition to a single Black Urn inlaid with
Gold (50gp), the walls are lined with shelves that hold
Funerary Figures: 12 Clay (no value), 12 Wax (10gp
each), 8 Terra Cotta (75gp each), 6 Gold (600gp each),
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and 2 Platinum (800gp each).

There are two statue-columns of beautiful robed women
in white stone set into the north and western walls. The
statues are Caryatid Columns (2). If anyone attempts to
take the urn, the statues will attack.

Chamber 14: This is the entrance chamber to mound
#58. The western door is made of stone. There is nothing
remarkable about this chamber.

Barrow Mound 53
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54. The Scholar’s Mound (Covered): This crypt has front of the door. Zur, the high priest of the Acolytes of

flooded (waist deep) and the doors are made of wood Orcus, has kept this mound secret from all but Emnuron, his
reinforced with iron. second-in-command. In the event of a major conflict in the

temple they may attempt escape via this route. Zur wears
Entrance: Dark, peat-colored water is waist deep in the the scarab key around his neck. The interior of this mound
crypt. The secret door here will be difficult to find given has been plundered by Zur and Emnuron. However, a
the state of the crypt. The 10 foot secret room is a hidden descending staircase can be found inside leading to #333.

library. Sadly, all the books on the lowers stacks have
been destroyed by water. Many others are covered in 56. Plundered Mound: This 50x50 foot mound was
Yellow Mold (2). There are valuable scholarly books here plundered long ago and is filled to the waist with dark
that may be destroyed subject to the PCs actions, the peat-colored water.
mold, and the GM'’s discretion. They are An lllustrated
History of the Clan Serpenthelm (8,800gp) and The Rites 57. The Mound of the Green Mummy (Sealed): This crypt
and Rituals of Kor, Sun God (10,650gp). A sealed Scroll is flooded (knee deep) with dark peat-colored water. The
of Stammering can be found floating in the water (see doors are made of wood reinforced with steel.
New Magic ltems).

Entrance: The short staircase leading into this chamber

Chamber 2: The door to this room is stuck and trapped. is partially submerged in water. The walls are lined with
If opened, a swinging ball will strike the first two human-  small square burial alcoves that sit atop the bodies of
sized people in the chest for 3dé points of damage (no warriors in bas relief. The alcoves contain singe skulls.
save). Inside the room is a large throne engraved with

ancient runes devoted to both light and darkness. If a Burial Alcoves (25): Small Squares. Single skulls.

neutral character sits on the throne, s/he will gain 1 Contents: A pouch of four Rubies (400gp each).

point of wisdom, all others will lose one point of wisdom.
Chamber 2: The door to this chamber is swollen shut.
Chamber 3: The door to this chamber is stuck. This Inside are horizontal burial alcoves lined with strangely
chamber is covered in burial alcoves. preserved bodies. One of these is Emil Muzz, a mighty
Barrow Ghast (1) who leads a large group of Ghouls (9).
Burial Alcoves (60): Square. Single skulls.

Contents: Jade Brooch (600gp), Scarab of Health. Muzz lost an eye in his youth and wears an eye-patch
bearing a Large Tiger Eye jewel (1,050gp). This gives

Ten of these alcoves (determine randomly) contain Rot him a weird appearance beyond his undead state. There
Grubs (see Son of Gaxx for effects). is a 10" floor spear trap in the center of the room which
strikes with +6 to attack and deals 1d8 damage. Muzz

Barrow Mound 54 will attempt to draw intruders towards them at the back

of the chamber.

B Chamber 3: The door to this chamber is swollen shut. Noise
B at the door will draw the attention of Ravenous Dead (8)
that dwell within. One of the zombies wears a Gold Belt
Buckle with Small Pearls worth 700gp.

Chamber 4: The door to this chamber is swollen shut
and enchanted with a lightning ward. Anyone standing
in the water or within 10 feet of the door when the
ward is triggered must succeed on a DC 15 Dex save
or take 4d10 damage (half on save). A short staircase

55. The Secret Mound of Zur (Sealed): This mound descends into the chamber, and the water is darker and
possesses a unique decorated bronze door with verdigris. deeper (waist level). All sorts of sepulcher debris floats
In the center of the door is a scarab locking mechanism in the water (bones, sealed bottles that look like potions,
with a bird (crane) in the center. There are boot prints in mummy wraps, efc).
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A mummified horror lurks just below the water. The
Green Mummy is a unique Barrow Mummy (1) whose

wraps have been colored black-green by the peat-

colored water. He wears a magical Mithril Death Mask
(4,200gp) in the shape of a skull. It will attack anyone
who enters into the chamber proper.

The floating bottles (6) are not potions, but rather each
holds Dehydrated Rot Grubs (see Son of Gaxx for
effects). If fighting breaks out in the chamber, there is a
40% chance that a PC will break a bottle on any hit or
miss. If so, the rot grubs will revive in 1 minute and swim
to the closest PC.

58. Sealed Mound: This location is an extension of
barrow mound #53.

59. The Mound of Gaius Appuleius Diocles (Covered): This
mound is covered and sealed with locked bronze double
doors. These doors can be opened with long prybars or
pulled off with rope and horses. Each door is embossed
with a horse, a wheel, and four victory wreaths. The
crypt is dry and the doors are made of stone.

Entrance: In the center of this chamber is a statue of a

charioteer. His left hand is outstretched holding horse-

reins and his right hand is raised above his head bearing
a victory wreath. Rotting tapestries depict his victories.

There are two stone doors in this room, one to the west
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and one to the north. The western door appears purple
in color, and PCs standing near the statue will smell a
strange fragrance emanating from it.

The western door is covered in a colony of Purple Moss
(1). In addition, immediately in front of the purple door is
a concealed pit that is 20 feet deep. The bottom of the
pit is covered with Brown Mold (1).

Chamber 2: A large sarcophagus is here.

Bas relief on the walls depict the charioteer Gaius
Appuleius Diocles racing down the circus to victory. His
many victory wreaths, now long withered and brittle to
the touch, hang on the walls of his tomb.

Inside the sarcophagus are the remains of his Studded
Lleather +3 and an old leather whip.

Chamber 3: This chamber is a sight to behold. A massive
quadriga chariot stands in the center of this room
attached to four stone horses. The frescos throughout the
room, now worn with age, depict the floor of the circus
and are filled with cheering spectators.

The first person to stand in the chariot and pick up the
reins will transported into a fever dream—the moment
right before a chariot race against the great charioteer
Gaius Appuleius Diocles! Diocles and the PC are wearing
no armor and carry horse whips and boot knives.

Chariot Racing Mini-Game: Take a piece of graph paper
and draw a line 20 squares long. Draw small circles at both
ends. This line is the spina or “spine” that the charioteers
must race around. Draw a line perpendicular to the spina
at the base (envision an inverted “T” on the page). This
serves as the start and finish lines. The race is one lap only.

The rules for running a chariot race follow the classic
fantasy combat mechanic and are as follows:

1. Starting Position: The GM will play Diocles. Hold
a highest roll dice-off to determine who begins with
inside position.

2. Initiative: Roll 1d6 for initiative every round. The
winner moves his/her chariot first.

3. Movement: A chariot can move 1d6 squares per round.
During the race, each player can spur on their horses for
a total of 6 bonus squares. The 6 squares can be divided
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in any manner over the course of the race. However,
the number of bonus squares used in a round must be
indicated before the player rolls a d6 for their movement.
Diagonal or lateral movement for lane changes is allowed.
Chariots cannot occupy the same square.

4. Tactics: Each chariot can make one attack on an
adjacent chariot at any time during their turn. The result
of an attack is determined randomly (roll 1d6):

(1-3): Chariots lock together for one round and then
separate. No other movement for either chariot can take
place this round. Roll initiative.

(4-5): You whip the opposing driver who is stunned and
can advance no more than 3 squares on his/her next
movement.

(6): Chariots bash together and separate. The defending
chariot takes wheel damage. For remainder of race that
chariot’s movement is reduced by 1.
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If the PC loses the race, he/she will be returned to the
chariot inside the mound chamber (and feel shame). If the
PC wins the race, he/she will return with the adoration of
the crowd ringing in his ears and wearing Armbands of
Healing (see New Magic Items).

Barrow Mound 59
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60. The Shaded Crypt (Plundered): This crypt has been of coins (1,800ep). Frescos depict an evil snake god

opened recently. The coverstone, broken in two, lies in worshipped by lizardmen.

the dead grass nearby. A foul stench comes from in-side

the mound, and the air is strangely cold. The crypt is dry. Chamber 3: The door to this crypt is locked. There are
four slabs with bodies resting in state. However, these
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Entrance: A short staircase leads to a 50x50 foot round are not human but rather the dried husks of lizardmen.
burial chamber. Bones and rubble are strewn about They are armed with scimitars and shields and will attack
the crypt. Near the stairway are three Necromancers anyone that steps into their crypt. These lizardmen are
of Set lying in pools of blood. Their bodies are twisted the guardians of this tomb and have risen with the powers
and broken. An altar in the center of the chamber is and abilities of Crypt Knights (4) except they possess a
decorated with a depiction of Nergal. slightly less effective armor class (17 instead of 19) and

are vulnerable to fire damage.
Anyone who enters will disturb the Greater Crypt Shade

(1) that killed the Necromancers for violating its tomb. Chamber 4: The door to this crypt is locked. Inside, the
walls depict strange hieroglyphics. They are written in
It will float above the altar, and in a hollow raspy voice say Ancient Lizardmen and describe their elder gods and
“Life in Death” in Black Tongue before attacking the party. acts of sacrifice in the time before the first humans
appeared in the region. There are also the dried remains
If the altar is searched and the right hand of Nergal is of six lizardmen in shallow alcoves (three on the north
pulled out, turned clockwise, and pushed in, it will reveal wall and three on the south). One bears a scroll: Beware
a secret drawer with a Staff of Striking. the Portall (written in Ancient Lizardman)
The tracks of the Necromancers appear to head due Chamber 5: This door is made of stone and sealed

west and then are lost. with wax.

Barrow Mound 60 A lizardman shaman bound Sssythos, a Guardian Naga
(1) to protect this tomb long ago. The exact words of the
shaman were to “protect the crypt from those who would
steal our knowledge or defile our dead.”

Sssythos has longed to be free but is bound to carry out
his task. He will speak with the PCs and must know their
purpose, but he can be lied to and is somewhat naive.
Sssythos will become excited at the prospect of freedom
—until he reaches the entrance chamber. If the crypt is in
disarray, he may return and attack (using Animate Dead
61. The Mound of the Snake-Guardian (Sealed): This on the lizardmen first), subject to the actions of the PCs

crypt is dry and the doors are made of wood. in previous chambers.

Entrance: Three woven funerary baskets with rotted grain Ssythos guards the remains of the lizardman chief. He
sit on the floor. All are decorated with a circular symbol: possesses Gold Rings, Bracers, and a Necklace worth
a snake eating its tail with a gem in the center. 3,500gp total. He was also buried with several carved

totems tied to hide about his neck. These include: 1) Ape,
Chamber 2: The door to this room is locked and trapped. 2) Giant Spider, 3) Giant Boar, and a 4) Saber-Toothed

If the door is opened, 1d4 poisoned arrows will shoot Tiger. If pulled from the neck and cast to the ground,
from the west wall of the crypt, across the room and they will animate and follow commands for 6dé minutes
toward the doorway. The arrows strike with +6 to attack (single use).

and deal 1dé points of damage each; victims must
succeed on a DC 13 Con save or take an additional
2dé damage from the strange toxin on the arrows. On
a pedestal in the center of the room is a large bowl
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3. He-Who-Shall-Not-Be-Named comes for you!l A
Barrow Mound 61 clawed, red arm with black nails reaches through the
portal and pulls the PC through. You immediately become
aware of the 666 torments you will endure for eternity.

‘\\]
W, 'Y, \\\.

4. Set himself comes for you. You hear the cackling of
jackals as a muscled, obsidian black arm reaches forth
and pulls you through the gate. You know of The Tablet
of Chaos—and Set wants answers.

5. The whispering of shadows can be heard. One by
one the shadows in the crypt pull away from the walls
and floors and surround your entire body. You scream,
go insane, and run wildly into the portal to the Plane
of Shadow.

6. You are commanded to the Underworld but possess

62. The Portal of Bones (Covered): Once the earth is the will and strength of spirit to thumb your nose at
removed, the PCs will notice that the coverstone and death!ll Your hair turns white and you age 15 years.
archway to this mound is covered with black runes. The Having looked into the void and survived, your effective
runes, written in Ancient Lizardman, issue warnings Wisdom is now 20.
and curses those who behold The Portal of Bones! This
mound is very old. Skulls are carved into the stone above 63. The Armourer's Tomb (Covered): This mound
and at the four corners of the door. The PCs have been opens into a square 30x30 foot crypt. A sarcophagus
duly warned. made of bronze and covered with verdigris holds the
skeletal remains of an ancient elvish armourer. Beside
Inside this crypt is a short staircase into a simple circular the sarcophagus, hanging on the wall is a magnificent
50x50 foot mound supported by four pillars. The floor gleaming set of Scale Mail +2 that provides a +2 bonus
is earthen. However, the walls of the crypt are stacked to saving throws against spells and a Shield +2 with a
with varied skulls four feet high with bones piled on top green griffin device. Perhaps the most valuable of the
of the skulls. At the far end of the room is The Portal treasures in this crypt is a book within the sarcophagus
of Bones. The portal was created in the pre-history that details the secrets of elven armour crafting known to
of the Barrowmoor. lts strange eldritch energy even very few in the realm today. This book could be sold for
predates the time of the lizardmen. The structure itself 8,500gp to the right sage or armourer.

is made of the bones of a great dinosaur and is bound
together by unknown magic. The feeling of dread here is 64. The Worship Mound of Demetra (Sealed): This crypt
overwhelming. The PCs should realize they have entered is dry and the doors are made of bronze.
a place beyond their understanding.
Entrance: There are four large woven funerary baskets with

Staring into the portal will activate its energy and cause a grain that rotted long ago. Frescos on the walls depict the
brilliant light to swirl and then darken. Show the players Goddess of Agriculture. The colors are many and varied.
Barrowmaze illustration #6. The portal is both a gate and If the PCs take 10 minutes to study the frescos, they will
a scrying device. One of the following random things (1d6) notice the following color pairs: yellow and violet, blue and
will happen to the PC or hireling who gazes into the portal: orange, green and red. These repeat throughout the fresco.

1. Strange tentacles reach through the portal and grab Chamber 2: The door to this chamber is locked. There is

you. You are pulled into an unknown plane of existence. an altar to the goddess in the center of this room with a

funerary box in its center. The altar is surrounded by four
2. You slowly disintegrate. Your ashes float ever faster Iron Statues (4; see new spell Animate Statue for stats).
into the portal creating a stream of scorched corporeality. If the box is removed, it will trigger a gas trap. Anyone in
Only smoldering boots remain. the room will need to succeed on a DC 13 Con save or be
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65. The Crypt of the Dread Knight (Sealed Mound): The
coverstone of this mound depicts a skull over a rose in bas
relief - the symbol of The Black Legion. The Black Legion
was Nergal’s elite force of warriors and, alongside The
Chosen, formed a formidable regiment. Lawful clerics or
paladins will sense something amiss outside this mound.
Inside, the crypt is dry and the doors are made of bronze
with verdigris.

Entrance: A stone staircase descends into this crypt. Nine
small black stone statues of Nergal line the walls of this
tomb. The wall frescos depict Lord Varghoulis of Nergal
defeating the forces of law. Learned PCs may know his
name as a blood-thirsty dark warrior who was defeated

paralyzed for 10 minutes. The statues will only animate at the cost of many good knights. His forces withdrew
and pummel trespassers if the trap is triggered. with his body and interred him here centuries ago.

The box contains skeletal remains, 800sp, a spell scroll Chamber 2: This chamber contains a large sarcophagus.
of Glove of Invulnerability, and six strange oval-shaped The lid is shaped in bas relief depicting Varghoulis in full
stones— yellow, blue, green, orange, violet, red. armor, and his eyes are set with large (but fake) rubies.

The body in the sarcophagus is a Wight in Platemail (1;
Chamber 3: The door to this chamber is locked. A short 18 AC instead of 14) who will attack the person who

staircase leads down into this chamber. Frescos, worn with removes the lid. On the east wall of the chamber is a

age, depict the goddess of agriculture bestowing the blessings secret door. The undead creature was intended to fool

of the harvest. There is nothing else of interest in this room. would-be tomb-robbers from plundering the crypt of
Varghoulis.

Chamber 4: This room is locked. In the center of this room

is a throne made of stone. There are hollowed cavities Chamber 3: This is the final resting place of Lord

for three gemstones. If the primary-color gemstones (red, ~ Varghoulis, who has risen as a Dread Knight (1)—armed

yellow and blue) are inserted into the cavities, the throne with Platemail +3, Shield +1, and Longsword +3, +4

will glow with a golden radiance. versus Law—and his lieutenants Crypt Knights (4) —each
equipped with Platemail +1. Be sure to adjust the stats

The first PC who sits on the throne will gain enough of Varghoulis and his entourage to account for their

experience to advance to their next level plus one magical gear.

experience point. This happens only once. Incorrect

attempts drain one level of experience (to the level below Varghoulis’ sarcophagus looks exactly like that in

plus one point). chamber 2 except the eyes are Large Finely Cut Rubies

.o - worth 6,000gp each. There is also a large unlocked
Barrow Mound 64 chest with 8,850gp.

Varghoulis will be aware of the PCs from the moment
they enter his crypt. He will be prepared and will be
bracketed by his lieutenants. If he makes it to the surface,
he will call to his dark skeletal legion in barrow mound
#66. They will rise and claw up from the earth a few
minutes later. Skeletal horses will also rise in close
proximity to the mound.
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If Varghoulis can unite with his forces, he will
begin spreading chaos across the land. The PCs
will definitely be in for more than they bargained.
Varghoulis presents an excellent opportunity for
side-adventuring. Perhaps Varghoulis occupies
a ruined keep in the Barrowmoor? Maybe he
returns with a large undead host and forms a new
faction devoted to Nergal's return in Barrowmaze?
No doubt a three-faction war would break out
between the forces of Nergal, Orcus, and Set!

Barrow Mound 65

66. The Vault of the Dark Legion (Covered Mound): Over
the centuries the entrance to this ancient mound has been
covered over with earth and will require excavation to
access the entrance.

When the earth is cleared, PCs will notice that the mound
is sealed with a stone door. The coverstone of this crypt
depicts a skull overtop a rose in bas relief with a line of
warriors armed with spears and shields.

A stone staircase descends into this crypt. However,

rather than a small entranceway this chamber is 50 feet
wide and extends 70 feet deep, supported by columns
every ten feet. Along the walls are the burial alcoves
of Varghoulis’ former legionnaires, their skeletal forms
resting in rusty mail and rotten boots.

If Varghoulis manages to free himself from his crypt, the
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legionnaires will heed his call and rise en masse from the
grave to serve their lord.

Alternatively, if this crypt is opened before Varghoulis’
mound there is a 20% chance (+10% per 10 minutes the
PCs remain in this mound) that the legion will rise and
attack the PCs. They will then seek to release their master
from his mound. The mound contains:

Skeletons (50), Zombies (30), and Crypt Knights (10)
bearing Broadswords +1.

Each skeleton carries 1d10sp, each zombie carries
1d10gp, and each crypt knight carries 1d10pp.

The following treasure can be found randomly (per 10
minutes searching) in the alcoves. Note that magical
weapons and armor can only be found twice. Adjust the
table accordingly if the PCs conduct a thorough search
of the mound and be sure to check for random monsters:

Legion Treasure

Treasure Details
1. Coin' (Amount: 1-100)
2. Coin' (Amount: 1-100)

3. Gemstone

(See LL Core Rulebook p.107)

4. Jewelry (See LL Core Rulebook p.107)

5. Magical weapon? (90% +1; 8% +2; 2% +3)

6. Magical armor® (90% +1; 8% +2; 2% +3)

1. Roll 1d20: Copper (1-5), Electrum (6-10), Silver (11
(15-18), Platinum (19-20).

2. Roll 1d6: Mace (1-2), Spear (3-4), Broadsword (5), Longsword (6).
3. Roll 1d6: Leather (1-2), Chainmail (3-5), Platemail (4).

_14), Gold

Barrow Mound 66
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67. The Tomb of the Sacred Blade (Covered): Once the
excavation is complete the party will discover strange
glyphs on the coverstone of this burial mound. The glyphs

depict the following shapes: Sword, Sun, Star, Moon,

and Skull. Show the players Barrowmaze illustration #7.

As soon as they see the glyphs, a paladin (or lawful
cleric) will hear a voice inside his/her head, “To find
me you must solve the puzzle of the glyphs. You must
do this by proving your worth. Open the door without
touching the glyphs more than 30 times. If you fail, you
are unworthy and the magic of the glyphs will fade.”

The glyphs on the door are a puzzle lock and must be

touched in the right order to gain entrance. This must be
completed within 30 glyph touches, or the magic of the
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glyphs will dim as per the preceding paragraph. This is a
high-reward opportunity for smart, problem-solving PCs.

The sequence to open the door MUST be exactly as follows:
Sword, Sun, Moon, Star, Sword. Below are the meanings
of the various glyphs and the rules of the puzzle-lock.

Sword: Pressing the Sword glyph “opens” and “closes”
the activation sequence.

Skull: This glyph resets or “kills” the sequence and dims
all glowing glyphs.

Sun: The first glyph in the sequence.
Moon: The second glyph in the sequence.
Star: The third glyph in the sequence.

1. When any glyph is touched it glows a soft white colour.
Exception: the Skull will not illuminate if touched first.

2. Touching any glyph other than Sword first drains the
victim'’s life energy 5 hit points.

3. Making an incorrect choice in the sequence will also
drain 5 hit points and dim the glyphs.

4. Touching the Skull at any time after the first “resets” the
board and dims all the glyphs. The Skull will not drain hit
points after a glyph has been lit.

5. Anyone reduced to zero hit points, including hirelings,
will immediately rise as a Wight and wildly attack party
members to drain their life essence.

Example: Party members push Gamblor the Elf
forward to take his turn at the door. Gamblor touches
the Sun and loses 5 HP. He then touches the Sword,
which lights up, followed by the Moon. He takes 5
more HP damage, and the glyphs dim. Finally, he
touches the Sword and then the Sun (which both light
up) followed by the Skull, which resets the sequence
(no damage), and all the glyphs dim. He gives up.

Inside this 30x30 foot crypt is the statue of a noble knight
on bended knee with his head down and his hands
raised above his head. In his hands gleams a magical
longsword. This is “Caliburn” a sentient weapon (see
New Magic ltems).
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68. Collapsed Mound: This mound collapsed long ago.
There is nothing of import here.

69. Plundered Mound: This mound has been plundered
and has partially collapsed. There is nothing of value here.

70. Collapsed Mound of the Dragon: This mound has =9 ax .

been hidden by the moor for centuries. Only one 7 4 N7~/ VA
being knows of its existence—the ancient black dragon 3N 0 N AR 7 5
Ossithrax Pejorative. \.,./{,,///{'~ \»\
Long ago, Ossithrax found this mound and dug beneath ‘
it to create a lair. He created a long wide passage and
to his surprise, tunneled into the Great Temple of Nergal
(#375). There he piled his treasure, wrought havoc in
the region, and, after many centuries, died. This barrow
mound is very difficult to find and the tunnel has partially
collapsed near the temple. Only a party dedicated
to hex-crawling the entire area of the mounds would
possess a chance <ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>