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Tomb of the Iron God is a 5th edition adventure, set in the 
Weirdling World of Jordoba, although it can be placed in any fantasy 
setting. The tomb lies in the foothills of the Atropos Mountains, a 
three-day ride from the city of Jordoba. More information on the 
World of Jordoba, including the Players Guide, may be found at 
Uncle Matt’s RPG Studio on OneBookshelf here:  
https://www.drivethrurpg.com/browse/pub/12826/Uncle-Matts-RPG-Stu
dio.  
 
My youtube channel, where you can see an all-star cast of players 
adventuring in Jordoba, can be found here: 
https://www.youtube.com/channel/UCwQ6cSVDLklOoQ8VSMsxp5Q 
 
There are two groups of adventurers — the 5th edition group is the 
“Heroes” of Jordoba, and the Original Rules group (Swords & 
Wizardry) is called the “Swords” of Jordoba. 
 
Tomb of the Iron God is designed for four or five characters of 
1st or 2nd level. 
Imagine the Hell out of it! 
“Uncle” Matt Finch 
 
 
 
 
 
 
 
 
 
 
 

 
  

https://www.drivethrurpg.com/browse/pub/12826/Uncle-Matts-RPG-Studio
https://www.drivethrurpg.com/browse/pub/12826/Uncle-Matts-RPG-Studio
https://www.youtube.com/channel/UCwQ6cSVDLklOoQ8VSMsxp5Q
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For centuries, nearby hillfolk 
have brought their dead to the 
Tomb of the Iron God, a 
largely-forgotten minor deity 
of the underworld who guards 
the spirits and bodies of the 
dead. A community of monks has 
maintained an ancient temple 
above the god's sacred 
underground catacombs since 
before recorded history, 
performing funeral rites and 
bringing bodies below to rest in 
the Iron God's protection.  
 

 
 
However, the monks of the 
temple became corrupt and 
venal, and under the leadership 

of one monk, Ardarus, they 
began accumulating treasure 
and secretly raising an army of 
undead to take control of the 
villages surrounding the 
Monastery. About a month 
before the adventure begins, 
the High Priest, who remained 
loyal to the Iron God's true 
commands, denounced the 
renegade monks and ordered 
them to bring Ardarus before 
the statue of the Iron God for 
judgment. Furious, Ardarus 
took and imprisoned him, seizing 
control of the temple to 
declare himself high priest. But 
On the very night the high priest 
died of starvation, the Iron God 
visited a terrible vengeance 
upon these disloyal servitors. 
Lightning struck from the 
heavens, lighting the dark skies 
for hours as every building of 
the temple complex was blasted 
from existence. The renegade 
monks were transformed into 
statues of living iron, still 
conscious but trapped in their 
almost-immobile bodies for all 
eternity. The subterranean 
catacombs under the temple 
still remain, filled with the 
treasures accumulated by the 
avaricious monks. The god, 
also, remains living within his 
great Idol in the Sacred 
Catacombs where he guards the 
dead entrusted to him. One 
other being remains as well, an 
immortal evil imprisoned a 
thousand years ago by the god 
himself - the Eater of the Dead. 
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Starting the Adventure 
 
The adventure can begin in 
any large settlement near a 
range of hills, but in the 
Weirdling World of Jordoba 
it is located near the city of 
Jordoba itself. Unless you 
choose otherwise, the 
situation is brought to the 
characters’ attention by the 
priests of Anubictos, a 
jackal-headed god who 
protects the souls of the 
dead. Whatever the 
connection between the 
characters and the temple, 
they are summoned to the 
temple for a meeting. Very 
few people would ignore 
such a summons from the 
priests of the death god, 
even if they had no intention 
of obliging the temple in 
whatever it might be 
requesting.  

 

Read or paraphrase the 
following — 
 
 
The temple of Anubictos is 
hushed and curtained with 
shadow –a place dedicated 
to the repose of the dead. 
The stone walls of the 
entrance chamber are 
painted with images of the 
jackal-headed god, various 
patterns of funeral 
processions, and a pictorial 
script that is presumably the 
secret language of the 
priesthood. A large, 
realistically-painted statue 
of the god stands in the 
place of honor, with a 
sacrificial altar before it. 
The altar is covered in 
flowers, bowls of grain, 
and an earthenware bowl 
holding coins of various 
denominations – all 
sacrifices made to the deity 
by worshippers who wander 
in and out of the temple’s 
public area. One of the 
priests, dark-robed and 
wearing a face-mask of 
silver and lapis lazuli is 
obviously waiting for 
someone, and when you 
enter he – or perhaps she, 
since the mask obscures the 
face - gestures you over. 
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The priesthood of Anubictos in 
Jordoba maintains a friendly 
relationship with the 
priesthood of the Iron God, a 
lesser divine entity that, like 
Anubictos, protects the dead. 
They have received dire omens 
about this allied temple and 
believe that Anubictos wants 
them to find out, and possibly 
fix, whatever may have 
happened there.  
The priest does not disclose a 
name, because they are acting 
in a particular official capacity 
here as the temple’s public 
voice — while serving in this 
role, the priest has no 
personal name until the weekly 
rotation of assignments 
 
 
 
“We, the priesthood of 
Anubictos, have a request for 
you. We have heard from 
travelers and omens that the 
temple of a lesser death god, 
located in the mountain 
foothills near the city, has 
been destroyed by some          
unknown force. This is an 
allied temple, to a being 
called the Iron God, and our 
high priests want to find out 
what happened there. It is 
only three days’ travel to the 
temple, and you will, of 
course, be well paid for your 
efforts. 
 
 
The basic mission to read 

or paraphrase 
 

 
 
changes. The priest tells the 
characters to call them “Final 
Breath,” or just “Breath” if 
the characters prefer. If the 
characters return later, “Final 
Breath” might be a different 
person entirely, depending on 
who is fulfilling the function 
of giving the temple’s 
instructions that day. 
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Traveling to the 
Temple 
 
The first two days of travel 
take the characters down an 
existing road that leads south 
toward the Saltmoss islands 
and the Rayawoon Plain beyond, 
skirting the edge of the 
foothills. They will be 
covering ground quickly in this 
phase of the journey, 
managing a pace of 8 miles 
each day. They can stay in an inn 
on the second night; there is 
one located very near to the 
place where a side trail breaks 
from the main road into the 
foothills. The third day of 
travel will be spent climbing a 
rugged trail up into the 
foothills of the Atropos 
Mountains. This is an exhausting 
climb, and the entire day is 
spent traveling only 4 miles. 
 
At twilight you reach the 
Rockworm Inn, which is 
located only a half mile 
from the point where your 
path breaks from the main 
road and climbs into the 
foothills of the Atropos 
Mountains. It is a convenient 
place to rest for the night 
and also, probably, to 
gather some information 
about the temple of the 
Iron God since it is only a 
day’s distance to the temple 
from here. No doubt 
whatever story is being told 
by the hillfolk will have 
reached this far. 
 
 

The Rockworm Inn  
 
The Rockworm Inn is a 
sturdy-looking courtyard of 
buildings, made of brick 
covered with a heavy coating 
of whitewashed plaster, like 
most of the buildings near 
Jordoba. It looks well-kept, 
with a few wall-paintings 
decorating the outer 
perimeter and a small blue 
dome on the roof of the main 
building. There is a wooden 
fighting-rampart around the 
walls, indicating that the area 
isn’t entirely free of danger, 
but the heavy gate into the 
courtyard stands open for 
travelers to enter.  
Rooms are available for 2 gp 
per room per night, horses 
are accommodated in the 
stable as part of the price, 
and a basic meal is provided in 
the inn’s common room at no 
additional charge. Most of the 
inn’s patrons are in the 
common room, which is well-lit 
by candles and shines a 
welcoming yellow light from 
its windows into the 
courtyard. 
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If the characters ask around, 
read them the following 
result of general gossip. 
 
 

 
You hear several rumors and 
some definite information 
about the Iron God’s temple 
in the hills. About two months 
ago, lightning filled the skies 
over the remote monastery. 
According to the rural 
hill-people who live near the 
area, all the buildings of the 
temple were destroyed in one 
night by hundreds of bolts 
of lightning. They believe the 
Iron God destroyed his own 
monks as a punishment for 
their greed. All of them 
agree that heretical monks 
had been accumulating great 
treasures in the 
underground catacombs 
instead of maintaining the 
spartan life they used to 
follow. So far, no one has 
dared to explore the 
catacombs, so the monks' 
ill-gotten treasures must 
still be there, ripe for the 
taking. 

 

 
Assuming the players make 
some effort to gather 
information about the place 
they're going to explore and 
possibly loot, they should 
automatically learn all the 
first three rumors (and the 
fourth, if you're using the 
Tombs as the seed of a larger 
dungeon complex). Rumors 5-11 
are more difficult to learn. 
Each character may make a 

single DC 15 Charisma check to 
learn one these 
less-accessible facts/rumors 
(determine randomly for each 
successful check). 
 
Specific Rumors 
1) The tombs contain Sacred 
Catacombs, which are deadly to 
this who enter without the 
proper reverence and rituals. 
(True) 
2) The underground halls of 
the priests were used to 
embalm and purify corpses 
before consigning them to the 
catacombs below. (True) 
3) Do not attack the Guardian in 
Darkness. (True) 
4) The tombs were built in the 
uppermost level of a more 
ancient underground tunnel 
system. (False, unless you 
choose to build more levels 
onto the dungeon.) 
5) The hill-folk have recently 
seen baboon-like creatures 
near the ruins, evil things 
called barghoons. (True) 
6) It is death to bathe in the 
fountain of the priests. (True, 
if you've got the wrong 
alignment.) 
7) Bathing in the fountain of 
the priests grants protection 
against the undead. (True, if 
you've got the right 
alignment.) 
8) Iron allies await those who 
carry the three signs. (True) 
9) The Iron God still lives 
within the Tombs. (True) 
10) Those who stand before 
the god as nature made them 
shall receive a boon. (False) 
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Arrival at the Tombs 
 
 

After an exhausting day of travel, you reach the location of 
the Iron God’s temple. It is marked only by the iron statue of a 
warrior, 8 feet tall, standing at the edge of a shattered field 
of ruined buildings, blackened and strewn with rubble. 
Apparently this is all that remains of the aboveground temple 
buildings. All the aboveground temple buildings are reduced to 
ruins by divine lightning, unless you choose to map a few 
surviving structures. The statue is not magical and does 
nothing - it is not one of the “changed” priests that the 
characters will encounter in the temple’s subterranean 
complex. If the characters approach the statue, they will see 
that it guards the stairs leading down to the tombs, a broad 
staircase 10 ft wide, descending into the darkness below. 
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There are three sections of 
the Tombs. First is the outer 
halls of the first level, where 
the monks lived, studied, 
conducted last rites for 
deceased villagers, and 
ceremonially embalmed the 
bodies of the dead. The second 
area is the inner temple — the 
Sacred Catacombs on the first 
level. These catacombs are 
highly sacred to the Iron God, 
for they contain the idol in 
which the god dwells, and the 
chamber where he imprisoned 
his enemy, the Eater of the 
Dead, in stone. The third area 
of the Tomb is the Sacred 
Catacombs of the second level. 
These are the serpentine 
passageways of the actual 
tombs, where dead bodies have 
been interred for centuries. In 
any of the Sacred Catacombs, 
on both the first and second 
levels, it is important for the 
adventurers to wear a sacred 
garment, the "hoods of 
reverence," or the characters 
suffer hallucinations — and 
even eventually die — if they 
remain too long without this 
protection. 
 

The Iron Priests: all the 
renegade priests in the Tombs 
were turned into iron statues 
by the god, but they retain their 
souls, trapped in an iron body. 
The faces of these statues 
move almost too slowly to see 
the movement (like the minute 
hand of a watch - you don't 
notice the movement unless you 
look again later on). All the 
statues wear expressions of 
pain and horror. They appear in 
the text in various places 
through the dungeon - 
wherever they happened to be 
when the god's vengeance 
struck. 
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Monastery (areas 1–26) 
Areas 1-26 were the monastic 
part of the complex, used for 
routine prayers, sleeping, and 
studying. With the exception of 
area 1, which was open to any 
visiting worshippers and used 
for funeral services, this area 
was forbidden to all but the 
monks, who spent much of their 
day in the aboveground temple 
area (now destroyed). The area 
is now occupied by an 
enterprising band of 
barghoons, who are in the 
process of looting the 
catacombs. Pit traps shown on 
the map are 10ft deep. 
 

Wandering Monsters 
Every hour the characters are 
in the dungeon, check for 
wandering monsters (1 in 6 
chance). If an encounter is 
indicated, roll 1d3 on the table 
below. The table also includes 
the total number of creatures 
of this type that can be 
encountered. If the party has 
killed all of a certain type, 
treat that result as no 
encounter. Wandering monsters 
killed by the adventurers are 
not subtracted from the keyed 
encounters; only from the 
totals shown here. 
NOTE: Any sound of combat in 
the dungeon (including combat 
against wandering monsters) 
has a 1 in 10 chance to call 
wandering monsters. It is 
possible to have one encounter 

cause a second one or even a 
third one if the dice really fall 
the wrong way. 
1) 1d2 barghoons (15) 
2) 1d3 giant rats (40) 

3) 1d2 giant centipedes (10) 
 

General Features 

The monastery has been 
recently occupied, so most of 
the furniture is in good 
condition (unless damaged by 
the barghoons that have taken 
over in the absence of the 
priests). The priests at least 
theoretically lived a spartan 
lifestyle, so the walls are 
mostly bare stone. The blocks 
of stone were originally 
mortared in place, but the 
tombs and priest-complex are 
so ancient that most of the 
mortar has eroded away, 
leaving deep cracks between 
the worn stones. 
 

1. Entrance Hall 
 
This is a great, dark chamber 
dominated by a huge, iron 
statue of the Iron God. The 
statue holds a massive jar, 
tipped downward so that the 
opening is almost (but not 
quite) level with the floor. 
The mummified head of a 
baboon sits on the floor in 
the center of the room. 
 
This hall was the only room 
where non-monks were allowed 
access. It was used for 
funeral services in which a body  
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was slid down into the 
protective jar of the Iron God 
(a chute that slides the body to 
the embalming chamber, area 2). 
This is the secret door marked 
on the map. The priests would 
enter in a procession from the 
side doors to conduct the 
services and then consign the 
body to the Iron God's 
protection. 
 
When the characters enter the 
room, the mummified head 
suddenly hisses: "Begone, tomb 
robbers, or you will all find 
your fate. Death awaits you." 
This piece of voodoo magic is 
the work of the barghoon 
mandrill-shaman (area 23), an 
attempt to frighten away other 
would-be tomb robbers. 
 
Inspection of the head reveals 
two interesting facts. The skin 
is marked with pinpricks in a 
shamanic pattern, and the bone 
needle used to sew the skin has 
been left in the last stitch. 
These clues might indicate to an 
intelligent group of players 
that the head is not a warning 
from the Iron God, but from 
other interlopers who use 
shamanic magic and tools not 
made of iron. Allow any cleric 
or druid the chance to make 
this deduction with a DC 15 
Intelligence check. 
 
Inspection of the room may 
disclose a few things, which is 
automatic if the players state 
that they check walls and/or 
floors; if not, noticing each 
requires a DC 10 Wisdom check. 
(1) Epitaphs for thousands of 

people are inscribed on the 
walls in spidery scratches 
under the dust. Some of the 
incisions are clearly the work 
of a professional carver, 
others are in a barely legible 
scrawl, and some are in 
languages so old that they've 
been forgotten. (2) The floor 
of the chamber is worn and 
uneven (countless knees and 
feet). (3) The movement of some 
strange, non-human creatures 
has disturbed the dust of the 
floor. 
 

2. Embalming Chamber 
 
A large stone slab occupies the 
middle of this room, carven 
with many runes, symbols, and 
languages. Stone shelves are 
built into the walls, and three 
large iron cauldrons sit beside 
the slab, dusted with a light 
covering of rust. In the corner 
of the room stands a pile of 
what look like big wicker trays 
six feet long and three feet or 
so wide. 
 
 
The tunnel through the Iron 
God's jar in area 1 leads to this 
room, where bodies were 
embalmed after funeral 
services. A body (or a 
character) sliding through the 
tunnel lands on the floor near 
the slab. When used for 
funerals, one of the large 
basket-trays was placed at the 
bottom of the chute to catch 
the body. 
 
The symbols and writing on the 
slab are all religious phrases 
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and prayers to the Iron God. 
Some of these have been 
chiseled away and replaced with 
new writing about allowing the 
priesthood to keep certain 
offerings. 
 

3. Stairs to Catacombs 
 
 This room contains stairs  
leading down into the dark.   
Words are carved in stone  
 over the archway. 
 
Two gray oozes lurk on the 
ceiling near the stairs, almost 
indistinguishable from the 
stones. 
 
The stairs lead down to area 34 
on Level 2. Over the stairs, a 
solemn warning is carved: "In 
the name of the Iron God, 
beware, you who enter the 
Sacred Catacombs of the Dead, 
which the Iron God watches 
over. Be you not draped in 
respect, and do you not speak 
your name for the scribe of 
the dead, you shall suffer the 
wrath of the Catacombs." 
 
NOTE: Anyone entering the 
catacombs without wearing a 
special devotional hood and 
speaking their name must make a 
saving throw or begin 
hallucinating later on within the 
catacombs. The room doesn't 
contain any of these hoods: 
they are kept in areas 25 and 26. 
If the characters don't heed 
(or don't figure out) the 
warning about being “draped in 
respect,” they may end up in 
trouble when the 
hallucinations start. 

Hallucinations in the Sacred 
Catacombs are all about blood, 
death, rust, and iron, and you 
will generally have to invent 
them as you see fit. However, 
their general effect is this: 
for any saving throw, check, or 
combat, a character has a 25% 
chance to suffer from 
hallucinations at the critical 
moment, and the die rolls will 
be made with Disadvantage (this 
will apply to the character in an 
entire combat, if the 25% chance 
indicates hallucinations). 
 
Treasure 
One of the stairs has a lifting 
flagstone, revealing a secret 
hiding place beneath. The cache 
contains a bag with 82 gp, a 
brooch set with small jewels 
(300 gp), an axe (1 gp), and a 
spool of 20 feet of gold wire 
(50 gp). 
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4. Robing Chamber 
 
 This room contains several     
moldy robes hanging from 
 iron hooks on the walls. 
 
 
A robe hidden under the rest 
has 10 seed pearls in an inside 
pocket, not yet found by the 
barghoons, worth 1 gp each. 
The pearls are contained in a 
small iron box, 3 inches square, 
which has a latch and is 
inscribed with a rune. The rune 
is simply the mark of the owner, 
and cannot be deciphered since 
it has no intrinsic meaning. 
 

5. Empty Room 

 
This is apparently an empty   

room. 
 
Searching the room results in a 
disappointing haul of 6 forks, 5 
spoons, and a rusting dagger 
all piled in one corner, all 
worthless. 
 

6. Barghoon Lair 
 
Two baboon-like creatures in 
this room are playing a game, 
poking a frantic tabby cat with 
white sticks (bones), as the cat 
dashes around the room trying 
to escape. The tormentors have 
spiked clubs hanging from their 
belts, and poorly-made wooden 
shields strapped to their backs. 
 
These 2 barghoons, together 
with the ones in area 7, are an 
outpost of the larger 
barghoon band lairing in area 

23. Noise in this room will alert 
the barghoons in area 7, who 
will circle around the 
corridors to attack from 
behind. 
 
Treasure 
These barghoons have managed 
to loot a Silver goblet (20 gp), 
an intricate gold necklace (200 
gp), 62 gp in coins, and a potion 
of flying. The glass bottle 
containing the flying potion has 
a small crack in the side, which 
is encrusted with a 
nasty-looking blue mineral 
deposit, but this chemical 
reaction has not affected the 
potion’s effects. 
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7. Barghoon Lair 
 
There are 2 baboon-people in 
this room, armed with 
ancient-looking swords and 
armor and festooned with 
trinkets obviously looted from 
graves. One of the barghoons 
is huge, almost as large as a 
human. 
 
 
These 2 barghoons are part 
of an outpost along with the 
ones in area 6. 
 
Treasure 
Ten pounds of grave-trinkets 
(87 gp), a fake potion in a 
bottle, 2 garnets (25 gp each), a 
jade pendant (50gp), 16 gp, 710 
sp. 
 

8. Empty Room 
 
There are several small 
carpets on the floor of this 
room, but they are frayed and 
fouled. 
 
 
The 5 carpets weigh 10 pounds 
each and are utterly 
worthless. 
 

9. Secret Room 
 
This room is hung with 
undisturbed tapestries, dusty 
and frayed, but finely crafted. 
 
Treasure 
The 3 tapestries weigh 60 
pounds each. They are worth 25 
gp, 100 gp, and 50 gp. 
 

10. Secret Room 
 
There are some 
valuable-looking carpets on 
the floor of this room, but 
your attention is immediately 
distracted by the giant rats. 
 
There are 3 giant rats in the 
room. Anyone looking around 
will notice a large crack in the 
floor that leads to narrow 
rat-tunnels and eventually an 
exit from the tomb area. It is 
impossible for anything larger 
than a tiny creature to follow 
them (giant rats can squeeze 
into very small areas). 
Inspection of the carpets 
reveals, on a DC 10 Wisdom 
(Perception) check that the 
carpet near the secret door is 
less dusty and a bit more worn 
than the others. 
 
Treasure 
The 5 carpets are worth 20 gp 
each, and each weighs 10 
pounds. 
 

11. Secret Room 
 
Three treasure chests are 
stacked one on top of the 
other against the wall of this 
otherwise empty room. 
 
If anyone moves the treasure 
chests, they will find that the 
chests conceal a smeared 
handprint of old, dried blood 
on the wall behind them. This is 
a remnant from a thief many 
years ago, and an example of 
how even the best 
housekeepers will sometimes 
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just conceal a mess rather 
than clean it up. There is 
nothing special about the print, 
other than the fact it is 
particularly and unusually 
revealing. Anyone making a DC 15 
Intelligence (investigation) 
check will suddenly discern a 
wealth of detail, a truly 
Sherlock Holmesian 
performance of observation 
and reasoning. The person who 
created the bloody print was 
male, left-handed, served in a 
war but not as a soldier, 
became a drunkard in later life 
and descended into a life of 
thievery. He had an on-and-off 
relationship with someone, and 
probably had red hair (the 
character making the check 
isn’t certain about the red hair, 
assigning about a 75% chance to 
that part). The character will be 
able to explain all the subtle 
clues leading to these 
conclusions, and the rest of 
the party will no doubt be 
astonished. 
 
Treasure 

• Chest #1: The chest is 
Locked, requiring a DC 10 
Dexterity check (thieves 
tools and proficiency 
required) to open it. It 
Contains 2,259sp and a 
roughly-carved piece of 
obsidian (10gp). 

• Chest #2: Unlocked, this 
chest Contains a 
beautifully fashioned iron 
bracelet (30gp), 41gp and 
1,181sp. 

• Chest #3: This chest is 
Locked, needing a DC 10 
Dexterity check (thieves 

tools and proficiency 
required) to open it. The 
chest Contains 3,920sp and 
56gp. 

 
The chests can be smashed open 
with any blunt weapon, although 
each of them is worth 5gp 
undamaged (they weigh 5 pounds 
each but are quite bulky). 
Smashing any of them open is 
noisy enough to cause an 
immediate check for wandering 
monsters. 
 

12. Vision Room 
 
This is an empty room, the floor 
covered in a deep layer of dust. 
 
 
Under the dust on the floor 
there is a pattern of 
concentric circles, inlaid with 
iron into the stone floor. The 
center circle is only about 2ft 
in diameter, set in the exact 
middle of the room. The first 
person to stand in the central 
circle is suddenly thrown into a 
trance, floating upward and 
crossing their legs into a lotus 
position as they come into 
direct communication with the 
Iron God. In their mind's eye, 
the character "sees" a great 
cavern where there is a statue 
of the Iron God and roughly 
hewn stairs leading downward 
(this is the cavern in area 33). 
The statue's head turns and 
speaks to the character, 
communicating that he (the Iron 
God) has chosen to punish his 
own monks for their avarice 
and for violating his laws 
against experimenting with the 
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powers of Undeath. He offers 
a quest to the character, the 
task of clearing out the two 
levels of the underground 
complex; and he is willing to 
grant a gift to assist the 
character with the task. The 
god will not deign to describe 
the gift — he is, after, a god, 
and not to be haggled with like 
a merchant. If the character 
accepts, they are placed under 
a geas — as per an 8th level 
spell with 1 year duration — to 
clear out the Sacred 
Catacombs. As a benefit granted 
by the god to this character, an 
iron +1 weapon (of whatever 
sort the character normally 
uses) forms in their hand, and 
then the vision ends. Only one 
character can receive the 
vision, gift, and geas. 
 
Whether or not the character 
accepts the geas, they gain a 
certain insight into the Iron 
God's mind, and know 
instinctively that only one 
treasure (a particular cache of 
silver coins) is forbidden to 
take — the other riches in the 
Tomb do not belong here, and 
are vestiges of a corrupt 
priesthood – the characters 
are welcome to remove them. 
 

13. Embalming 
Storehouse 
 
This room has a clutter of 
supplies piled against the West 
wall: five barrels, two boxes, 
and what appears to be a large 
spool of thread. 
 
These are all embalming 

supplies, including: 

• 3 large barrels of normal 
embalming fluids 

• 2 barrels of stagnant 
water 

• 1 box of alum powder (5 
gp) 

• 1 box of surgical 
instruments (10 gp) 

• A Long spool of catgut 
thread 

 

14. Empty Room 
 
This room contains several 
smashed barrels and wooden 
boxes. 
 
The room is otherwise empty. 
 

15. Rat Nest 
 
This room contains 5 large 
intact barrels, and 3 empty, 
smashed barrels. Rats swarm 
toward the door when it opens. 
 
 
The 8 rats in this room are 
very aggressive, and will not 
retreat from combat. All of 
them will attack whichever 
character first became visible 
to them, ignoring the other 
characters until the first one 
is dead (not very likely). 
 
Treasure 
There is nothing of value in the 
room — the intact barrels 
contain moldering wheat flour 
the rats haven't gotten to yet. 
 

  



18 
 

16. Empty Room 
 
The floor of this room is 
strewn with dried and fresh 
dung. 
 
The pellets are about the size 
one would expect from rats 
(the ones in area 15). 
 

17. Fountain of 
Purification 
 
a large and ornate fountain in 
this room reeks with the smell 
of stagnant water. 
 
Bathing in the fountain at the 
center of this room protects 
good or neutral characters 
against undead, giving undead 
creatures a disadvantage 
against hitting the character, 
for the duration of 1 day. Evil 
characters bathing in the 
fountain, however, must make a 
DC 13 Wisdom saving throw or 
fall immediately to 0 hit points. 
The fountain works once per 
day per person. 
 

18. Meditation Chamber 
 
There is a large, dry fountain 
here, and the walls are 
decorated with patterns inlaid 
with iron. Two human-size iron 
statues of priests wearing 
ceremonial robes stand in the 
room. 
 
 
The "statues" of two priests are 
in here, caught by the Iron 
God's vengeful curse. The walls 
are patterned with iron inlaid 

into the stone. Anyone 
concentrating on patterns for 
1 minute or more falls into a 
trance for 3d6 minutes. After 
the trance, the character gains 
a +1 bonus to hit, which lasts 
for 1 hour. There is a large 
stone basin in the middle of the 
room with a three-inch diameter 
hole in the center, disappearing 
down below the floor level. 
This is simply a dry fountain, 
which can be determined by a DC 
15 Intelligence (Investigation) 
check. 
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19. Chamber of Ardarus, 
Renegade High Priest 
 
The iron statue of a man stands 
in this room, wearing elaborate 
priest's robes and looking 
upward with an expression of 
fear. The room was obviously 
once luxurious, but the 
furniture is now smashed to 
pieces. The only surviving 
appointments of the room are 
two intricate metal 
candle-stands, each 5 feet tall. 
 
If anyone enters the room, the 
statue begins to move, swinging 
its heavy fists to attack. This 
was the leader of the heretical 
monks, responsible for the 
Temple's fall from favor and 
the Iron God's retribution. 
Unlike the other monks who 
were transformed into living 
iron, Ardarus is capable of 
movement, and is treated as 
animated armor with maximum 
hit points for purposes of 
combat.  
 
Treasure 
The 2 candle-stands are works 
of art, and worth 200gp each 
(they also weigh 10 pounds 
each and are quite 
cumbersome). 
 

20. Storeroom 
 
This room contains ten wooden 
crates neatly arranged in 2 
stacks of 5 crates each.  
 

• Crate #1: 20 flasks of special 
embalming fluid, with the 
same properties as 

alchemist’s fire but causing 
cold damage. 

 

• Crate #2: Soiled and tattered 
ceremonial garments cover 
Ormstaz’s Dark Book (See 
Magic Items). The garments (3 
robes, 2 pairs of gloves, 4 
woven belts, and 2 holy 
symbols of the Iron God) do 
not include any of the 
ceremonial hoods needed to 
enter the sacred catacombs. 

 

• Crate #3: Bent and rusted 
scrap metal, all iron. Most 
of the implements are 
farming tools including a 
complete plow blade. 

 

• Crate #4: Tanned hides (weight 
200 pounds, value 20gp). 

 

• Crate #5: 3 flasks of special 
embalming fluid (per 
alchemist’s fire but inflicting 
cold damage), 1 Potion of 
Plant-Speaking (See Magic 
Items), 1 flask of poison (DC 
15 Constitution saving throw 
or fall to 0 HP), 10 flasks of 
water, 1 flask of honey, a 
censer, a broken iron holy 
symbol. 

 

• Crate #6: 1 box containing 
clay, stone, and wood idols 
of various other gods 
worshipped in the vicinity. 

 

• Crate #7: Dried fish (edible 
for 40 days). 

 

• Crate #8: Dried fruit (edible 
for 40 days). 
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• Crate #9: 400 wooden sticks, 
all about the size of a magic 
wand, with a few chunks of 
coal. 

 

• Crate #10: Sacks of wheat. 
 
 

21. Prison 
 
The room contains a large iron 
cage, with a skeleton inside 
wearing elaborate priest's 
robes. Near the cage is an iron 
statue of a man in priest's 
robes. 
 
The statue's face is contorted 
in terror. As with the other 
priest statues in the dungeon, if 
the characters watch it closely 
the facial features can be seen 
to move very slightly as time 
passes. The skeleton in the 
cage is all that remains of the 
high priest who denounced 
Ardarus for heresy. 
 

22. Sleeping Chambers 
 
This room contains several 
dilapidated beds, some broken 
apart. 
 
 
One bed has a scrap of 
parchment under the mattress, 
which can be spotted with a DC 
15 Wisdom (Perception) check or 
be found automatically if the 
characters specifically check 
under the beds. The parchment 
reads as follows - "Ardarus 
placed the High Priest into the 
cage this morning for opposing 
his new doctrines. If I were 

you, I would go to Ardarus 
after devotions, tell him you've 
changed your mind and now you 
believe the priesthood is 
allowed to accumulate wealth 
from tribute. Otherwise you 
might end up one of the new 
undead in the catacombs." 
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23. Main Barghoon Lair 
 
This foul-smelling room 
contains several straw pallets 
and a cook pot sitting on a pile 
of cold ashes. Baboon-like 
creatures rise to their feet, 
brandishing weapons. 
 
 
This is the lair of the 
barghoons who moved in to use 
the temple cellars as a lair. 
There are 4 barghoons here, 

along with the barghoon 
mandrill-shaman and the 

barghoon clan-chief, Gezra 
Baas. This is also the base for 
the barghoons in areas 6 and 7, 
in addition to a few others who 
are not in the lair or 
specifically keyed in the map. An 
hour after any battle, another 
2 barghoons will return here 
from their patrol and 
encounter the characters if 
they are still in the room. 
 
Treasure: The barghoon 
treasure is stuffed into three 
large bags in a corner of the 
room. Between them, the bags 
contain: 50 pounds of grave 
trinkets (total value of 500 gp), 
117 gp worth of assorted coins, 
2 pieces of cut blue quartz 
(50gp, 25gp), a copper necklace 
(1gp), an ornate hand mirror 
(20 gp) and an iron cook pot 
(weighs 10 pounds, and is 
worthless). The shaman’s belt 
pouch contains a cat skull, five 
polished stones, a feather 
doll, and 15 gp. 
 

24. Archive 
 
This room contains shelves full 
of books, but the shelves have 
apparently collapsed under the 
weight of their contents. Oddly, 
the books seem to have 
remained in line with each 
other, and all of them have a 
uniform black color. Four 
books are open on a sturdy 
wooden table. 
 
All the books in the room have 
been turned to solid iron. Only 
the four open books can be 
read, and only the pages to 
which they were left open — 
basically, the writing is now no 
more than a faint texture on a 
book-shaped block of iron. 
Each iron book weighs 50 
pounds. 
 

• Book #1: This book is open to 
a page containing the spell 
mirror image. 

 

• Book #2: This book is open to 
a page containing notes about 
how to prepare undead for 
casting the spell animate 
dead, but does not contain 
the text of the spell — 
probably it was on the next 
page. 

 

• Book #3: This book is open to 
a page with a list of tribute 
given to the monastery five 
years ago. The list includes 
wine, wheat, flour, fine 
carpets, a dog (listed as 
"sold, 2sp"), and other 
non-monetary donations. 

 



22 
 

• Book #4: This book is open to 
a page that contains part of a 
story, in which the Iron God 
imprisons his enemy the Eater 
of the Dead in stone for all 
eternity. 

 

25. Entry Chamber to 
Sacred Caverns 
 
This chamber echoes strangely, 
and there is a strong sense of 
some brooding supernatural 
presence lurking deep beyond 
the northern archway. Three 
rust-colored hoods hang on 
pegs beside this archway, which 
also has words engraved over 
the top. 
 
The carvings over the archway 
read: "In the name of the Iron 
God, beware, you who enter the 
Sacred Catacombs of the Dead, 
which the Iron God watches 
over. Be you not draped in 
respect, and do you not speak 
your name for the scribe of 
the dead, you shall suffer the 
wrath of the Catacombs." 
 
As described in area 26, anyone 
entering the catacombs without 
wearing one of the hoods, and 
anyone who does not speak 
their own name must make a DC 
13 Wisdom saving throw or begin 
hallucinating (later on, not 
immediately) once they are 
within the sacred tunnels of 
the catacombs. Speaking their 
name at any point will suffice to 
meet that part of the 
requirement for the 
character. 
 
As noted earlier, hallucinations 

in the Sacred Catacombs are all 
about blood, death, rust, and 
iron, and you will generally 
have to invent them as you see 
fit. However, their general 
effect is this: for any saving 
throw, check, or combat, a 
character has a 25% chance to 
suffer from hallucinations at 
the critical moment, and the die 
rolls will be made with 
disadvantage (this will apply to 
the character for an entire 
combat if the roll indicated 
hallucinations). 
 
 

26. Preparation 
Chambers of the Higher 
Priesthood 
 
Words are carved into the 
stone archway above the 
eastern door of the room, and 
a large bowl of silver pieces 
stands on an iron tripod in the 
center of the room. Some 
ceremonial items are jumbled 
in one corner, with 
reddish-brown cloths piled 
around them. 
 
The following warning is carven 
into the stone above the 
Eastern door: "In the name 
of the Iron God, beware, 
you who enter the Sacred 
Catacombs of the Dead, 
which the Iron God watches 
over. Be you not draped in 
respect, and do you not 
speak your name for the 
scribe of the dead, you 
shall suffer the wrath of 
the Catacombs." The items in 
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the corner are a ceremonial 
iron long-axe, a ceremonial 
lantern on a pole, a ceremonial 
iron incense burner on a pole, 
and six rust-brown devotional 
hoods. 
 
Anyone entering the catacombs 
without wearing one of the 
hoods, and anyone who does 
not speak their own name must 
make a DC 13 Wisdom saving 
throw or begin hallucinating 
(later on) within the sacred 
tunnels of the catacombs. The 
nature and effect of the 
hallucinations are up to the 
Game Master, but they will 

concern death and rusting 
iron. Speaking their name at any 
point suffices to "fix" that part 
of the requirement for the 
character, even if it's done 
after entering the catacombs. 
 
A large iron bowl in the center 
of the room contains 1,217 sp, 
but these should not be 
removed - after a short period 
of time their weight increases 
to 1 pound each. Each coin was 
the sacrifice for a body 
interred in the catacombs, and 
they are sacred to the god. 
 

 
 
 
 
 

Fear the Eater of the Dead; 
 

Stalker, Tomb-walker, 
Clothed in stone. 

 
They who find him cannot bind him, 

 
They who lead him soon feed him, 

 
They who see him free him. 
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Sacred Catacombs (First Level) 
 
General Features 
Anyone in these caverns (areas 
27-33) gets the sense of being in 
the presences of very 
powerful supernatural forces. 
This feeling goes away if they 
enter the catacombs of the 
second level - it's the caverns 
on the first level, around the 
Iron God and the Eater of the 
Dead, where mortals really 
sense the dangerous aura of 
immortal powers and sacred 
ground. Wandering monsters 
don't enter this area, but it's 
not a good place to rest - 
dreams keep people from 
sleeping well, and the on-edge 
feeling mortals get in this area 
means that long rests here 
have no effect. Short rests 
operate as normal. 
 

27. The Guardian in the 
Darkness 
 
All lights are suddenly blacked 
out. The darkness is absolute. 
 
 
The darkness in this room is 
impenetrable even by magical 
sources of illumination, and 
cannot be overcome by anything 
short of direct divine 
intervention. The characters 
will have to feel their way 
along. 
 
There is an iron three-headed 
dog that prowls the room; its 

metallic footsteps are quiet 
but audible. It does not attack 
intruders, but rather, it speaks 
to them: "Enter only with 
reverence to the quiet dead," it 
cautions in a rasping, quiet 
voice like iron moving on stone. 
"But the dead walk unquietly 
within the Sacred Catacombs, 
and the walking dead are an 
abomination to the Iron God." 
The dog does not answer 
questions, and if it is attacked it 
simply becomes an inanimate 
iron statue (and will not be 
able to attack the Eater of the 
Dead if the Eater comes 
through later on). 
 
If the Eater of the Dead (from 
area 23) passes through this 
room, the iron dog will attack 
it in the darkness. The dog will 
be destroyed, but the battle 
will reduce the Eater of the 
Dead to the Weakened version 
shown in the New Monster 
section. 
 

28. Cavern of Pain 
 
Three iron statues stand in this 
room near an open, wooden 
treasure chest. The warm glow 
of gold can be seen in the 
chest. Words are carved into 
the archway above the 
northern exit. 
 
The three iron statues in this 
room are renegade priests: 
humans in sacred vestments and 
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hoods, wearing lots of gems 
and jewelry (all iron, 
unfortunately). Each statue 
bears an expression of great 
pain, and if they are watched 
for very long, the observer 
might notice that the facial 
expressions are actually 
changing; but very, very slowly, 
like the movement of a clock's 
hour hand. One of the iron 
statues seems to have just 
taken a necklace from the 
chest, and the necklace is iron 
in the statue's hand. The 
treasure chest is open and the 
gold within is visible. 
 
A giant tick (See New Monsters) 
lurks above the treasure chest 
in the shadows of the ceiling 
and will drop on anyone who 
approaches the chest too 
closely. 
 
Treasure: The chest contains 
322 gp, 117 sp, a necklace of 
small pearls worth 300 gp, an 
iron goblet (worthless), and a 
wooden stick (worthless). 
 
Over the northern exit from 
the chamber, words are carved 
deep into the stone. They read: 
"You who live dare not enter 
here, for here resides the 
Eater of the Dead, imprisoned 
eternally and eternally to 
remain." 
 

 
 
 
 
 

29. Empty Chamber 
 
This room contains a set of 
priest-vestments, and a 
burned-out torch. The 
stalactites and stalagmites are 
thick in this room. 
 
The priestly vestments include a 
hood. 
 
Treasure: One of the 
stalagmites in the cave chamber 
has a hinged top concealing a 
hole in which there is a clerical 
scroll with 3 cure wounds 
spells (at first level) and an 
animate dead spell. This can 
only be found by checking the 
stalagmites specifically; it is a 
well-crafted hiding place, and 
finding the hole requires a DC 
15 Wisdom (perception) check 
even for those searching in the 
right place. 
 
Note: casting animate dead 
anywhere in the catacombs 
immediately incites the 
vengeance of the god, and if 
the character fails a DC 15 
Wisdom saving throw it results 
in being turned to iron like the 
iron statues in area 28. For 
purposes of removing this 
effect, it is considered a curse 
at level 10. 
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30. Chamber of Secret 
Inscriptions 
 
The badly cracked walls of the 
cavern are inscribed with 
ancient languages. There are 
also some pictures cut into the 
walls. 
 
 
The pictures are of a 
three-headed beast resembling 
a dog, a large amphora-like 
jar, and a priest wearing 
vestments and carrying a long 
iron axe. The writing is almost 
all just names (former priests 
and records of noble dead). 
 
The cracks in the walls contain 
6 poisonous snakes that will 
slither out and attack, 
although they do not all 
emerge at one time. Three 
snakes will come out initially, 
with an additional one joining 
the combat each turn. 
 

31. Chamber of the 
Eternal Guardians 
 
This room contains a row of 
three iron men-at-arms, all 
carrying long axes. The statues 
are badly rusted. 
 
These statues all have calm 
faces (these are normal iron 
statues, not people 
transformed by the god's 
wrath). They raise their weapons 
in salute to anyone wearing the 
vestments of the god, and will 
actually follow and assist any 
group carrying the ceremonial 
long-axe, incense burner, and 

lantern (from area 26). 
Otherwise, they remain as 
statues. 
 

32. Prison of the Eater 
of the Dead 
 
A thick forest of stalactites 
and stalagmites extend from 
ceiling and floor of this 
chamber — you can’t see much 
of the interior without 
venturing inside. 
 
 

 
The Eater of the Dead 

 
This room contains a stone 
statue of a hideous creature. 
It is manlike, but stands 7 feet 
tall with a misshaped head 
showing fangs at the mouth. Its 
fingernails are grown into 
long claws, and it is depicted in 
the act of eating a human arm. 
When any living person enters 
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the room, the Eater of the 
Dead, imprisoned in this statue 
form, is awakened and comes to 
life. The statue becomes 
animated with the Eater's spirit, 
and will follow the 
adventurers. Unless the party 
immobilized the iron dog in area 
27 by attacking it, the dog will 
attack and weaken the Eater as 
it follows the party through 
that area — in this case, the 
Eater will have the weakened 
statistics shown in New 
Monsters. The Eater of the 
Dead waits until the party 
enters combat with undead, and 
then attacks. Until it enters 
combat, the Eater of the Dead 
cannot be harmed by weapons 
of any kind, and it will not 
attack the party until they are in 
combat with undead. It simply 
follows them, invulnerable, 
unstoppable, and ignoring 
attempts to harm it. 
 

33. Sacred Chamber of 
the Iron God 
 
A massive statue of the Iron 
God dominates this room, giving 
forth a sense of tremendous 
supernatural power. An uneven 
staircase leads down to the 
lower level of the tombs. 
 
 
This sacred chamber is the 
heart of the Iron God's 
sanctuary, where the god has 
decided to remain entombed in 
his statue, guarding the 
corpses of his catacombs but 
no longer extending his 
influence to accept more. The 
statue of the god is, in 

essence, the god's physical 
location. A long, narrow, 
uneven staircase hewn from the 
rock extends downward into 
the catacombs below. The room 
is charged with a sense of 
tremendous supernatural 
power. If the Eater of the Dead 
passes through this room 
following the party, it laughs 
triumphantly as it passes the 
Iron God's statue.  
 

 
The Iron God 
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General Features 
Almost all the chambers in the 
Catacombs contain alcoves 
where the dead were buried. 
One of the greater risks in this 
area is wandering monsters.  
 
For each room searched, make 
a check for wandering 
monsters. On a roll of 1 on a 
d4, there is an encounter. 
However, there will only be a 
total of 3 such encounters 
— after that, the Catacombs are 
considered emptied of the 
wandering monsters. When the 
dice indicate an encounter with 
wandering monsters, roll on 
the table below: 
 
1) 1d6 Skeletons 

2) 1d4+3 giant rats 

3) 1d3 giant centipedes 
4) 1d4+1 zombies 
 
 

34. Interment Chamber 
 
A circular iron table almost ten 
feet in diameter dominates this 
room. An elaborate spike 
extends from the side of the 
tabletop parallel with the 
floor, pointing at the room's 
northern wall.  
 
Important Note: The secret 
door in the northeast corner 
cannot be detected unless that 

area is specifically searched. 
Finding the door with ordinary 
searching requires a DC 15 
Wisdom (perception) check even 
if the characters are looking in 
the right place. However, if the 
players themselves have 
realized that the pointer (see 
below) might be pointing to a 
door here, detection of the 
door is automatic if the area 
indicated by the pointer is 
searched for secret doors. 
 
The table is mounted on a 
circular track so that it can be 
turned, and it is graven with 
many runes. When the Tombs 
were operating normally, an 
embalmed body would be placed 
upon the table to see which 
catacomb the Iron God would 
assign to the body. If a dead 
body is placed on the table it 
still functions — the table 
circles around several times of 
its own accord, then eventually 
points to the north, southeast, 
or western archway into the 
catacombs. There is no 
discernible rhyme or reason to 
the assignments of the corpses 
- it is simply the whim of the 
Iron God. If characters turn 
the wheel, they will find that it 
has four points where it can 
stop and settle into a notch - 
three of these point to the 
archways, and the fourth points 
to the secret door in the 
northeast corner. The secret  
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door can only be opened from 
within if the table has been 
moved to point toward it. 
 

35. Oldest Chamber 
 
The walls of this chamber are 
carved with deep, square 
alcoves hacked roughly from 
the stone. 
 
 
Alcoves: 30 small, cubical 
niches (about 1foot by 1foot) 
 
Contents: Many of the alcoves 
are so filled with dust that they 
appear to be part of the wall. 
They contain skulls of some 
pre-human race with slightly 
elongated foreheads and a 
large cranium (one skull per 
niche). The skulls are so old 
that they disintegrate when 
touched. These are the skulls 
of true Vycenaeans that were 
interred approximately 1000 
years ago. 
 
Unusual Alcoves: 20 alcoves 
have 2 cp each, 4 have 2 gp each, 
and 6 have 2 sp (total for the 
room is 40 cp, 12 sp, 8 gp). The 
coins are very ancient, and on a 
DC15 Intelligence (History) 
check, a character may realize 
that if the coins are sold to a 
collector in a city or large 
town, they are actually worth 5 
times normal, for a bulk value 
of 46 gp). One alcove contains 
an ornate gold bracelet set 
with hematite (100 gp), and one 
contains a bag containing 3 
potions of healing and a scroll 
of cure wounds. Finally, there 
is one alcove that contains a 

wide crack behind the skull 
interred within, and a swarm 
of insects (beetles) pours 
out from behind the alcove if 
anyone disturbs the skull.  
 
 

36. Skeleton Lair 
 
The walls of this area are 
pockmarked with irregularly 
spaced, horizontal alcoves. 
Many of these contain bones, 
and other human bones are 
scattered on the floor, mostly 
close to the walls. 
 
 
Alcoves: The room contains a 
total of 30 alcoves. 
 
Contents: 10 alcoves are 
empty, 10 contain full, 
disassembled skeletons 
(normal), all of which have 
been disturbed and are jumbled 
up a bit, and the remaining 10 
alcoves are empty.  
 
Monsters: Each of the two 
side rooms of the chamber 
contains 3 skeletons (6 total), 
and these will emerge to 
attack, one per round. 
 
Treasure: One skeleton has a 
green gem in its eye socket 
worth 300gp. 
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37. Catacomb Chamber 
 
Horizontal, man-sized alcoves 
are cut deeply into the walls of 
this area. The contents of the 
alcoves are ghostly white, and 
you can see thousands of 
yellowed human bones in them. 
 
This room contains 97 alcoves, 
each of which contains a 
normal, un-animated, intact 
skeleton, wrapped in 
winding-sheets of varying ages 
(these winding-sheets create 
the ghostly-white effect). 
 
Treasure: one of the alcoves 
contains a jar of a 
sweet-smelling, waxy, substance 
which turns out to be worth 25 
gp. 
 

38. Catacomb Chamber 
 
Ten alcoves are cut deeply into 
the walls of this area. They are 
obviously intended to hold 
human remains, but all of them 
appear empty at first glance. 
 
 
Alcove contents: 1 alcove 
contains a jar of dust, 1 
contains a bag with 20 ancient 
gold coins, and 1 contains a 
trap that clicks but fails to 
function. This room has not 
been favored by the Iron God 
as a repository for many years. 
A DC15 Wisdom (perception) 
check lets a character notice 
that some human remains have 
actually been removed (or 
moved themselves) from two of 
the alcoves. 

39. Catacomb Chamber - 
the Deadpile 
 
This room contains a pile of 
bodies in the middle of the 
room. As with the other rooms 
of these catacombs, the walls 
are cut with horizontal alcoves 
for human remains. However, 
there is a huge pile of rotting 
bodies in the center of the 
room — the bodies are a 
strange hybrid of human and 
baboon. 
 
 
This is where the undead of the 
catacombs deposit the dead 
bodies of intruders they have 
killed: so far, only barghoons. 
Any characters killed and left 
behind in the catacombs will be 
brought here and added to the 
pile. 
 
There are 15 alcoves (6ft long, 
1ft high, 3ft deep) in the room, 
each of which contains an 
ordinary skeleton wrapped in a 
decaying winding sheet of linen 
cloth. One alcove contains a 
necklace worth 40 gp. 
 
One of the barghoon bodies 
has a pouch containing 5 gp, 14 
sp, and a gilded rat's head (2 
gp).  
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40. Treasure Chamber 
 
Horizontal, man-sized alcoves 
are cut deeply into the walls of 
this area, which contains three 
ornate sarcophagi and a 
terrible stench. Lots of 
zombies are shuffling forward, 
carrying human bones to use as 
clubs. 
 
 
Of the various rooms in the 
catacombs, this one has seen 
the most recent usage, with the 
exception of the much-older 
sarcophagi. This will most likely 
be obvious to the players from 
the room’s less-decomposed 
contents. 
 
Monsters: This room contains 

10 zombies, which is a battle 
most likely beyond the capability 
of the adventuring parties that 
will encounter it. The trick is to 
fight and return, not to launch 
in and fight to the death. 
Zombies are slow, so this is a 
feasible approach. 
 
 
Treasure  

Alcoves: There are 104 
alcoves cut into the walls of 
the room. 20 of these contain 
embalmed corpses, not yet 
rotted into skeletons. 14 
contain assembled (normal) 
skeletons, and the remaining 
alcoves are still empty. One of 
the skeleton-alcoves contains 
a ruby gem worth 100gp, but 
the bulk of the room’s 
treasure is to be found in the 
sarcophagi. 

 
Sarcophagi: The room 
contains three ornately-carved 
stone sarcophagi, with contents 
as follows: 
 
Sarcophagus #1: Skeleton 
(normal) bedecked in silver and 
gold jewelry weighing 50 
pounds (1,500gp value). 
 
Sarcophagus #2: Skeleton 
(normal), with a necklace of 
copper worth 1 gp. The 
sarcophagus lid releases 
poison gas when opened. The 
trap may be detected (if the lid 
is closely inspected for traps) 
on a DC15 Wisdom (perception) 
check, and if it is discovered a 
DC 15 Int (investigation) check 
will reveal that some sort of 
air will be released from within 
the lid if the lid opens or is 
broken. The trap can be 
disarmed with a DC 15 Dexterity 
check using tools. The only 
other way to get into the 
sarcophagus would be through 
the sides, which are thick stone. 
 
The disappointing contents of 
the sarcophagus are not its 
only secret. It has a sliding 
false bottom that leads to a 
10x10 foot chamber 
underneath. If a character 
examines the bottom of the 
sarcophagus, which requires 
removing the skeleton, the 
character may make a DC 10 
Wisdom (perception) check to 
discover that the bottom is a 
sliding plate of stone that can 
be shifted. Sliding it to the side 
releases the 4 undead 
tomb-cats (see New Monsters) 
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that were interred here as 
guardians for the spirit of the 
deceased. 
 
The sub-chamber under 
sarcophagus #2 contains an 
earthenware jar containing 50 
gp and a crumpled scroll of 
detect magic. 
 
Sarcophagus #3: Skeleton 
(normal), wearing lapis lazuli 
necklace worth 700gp. If the 
necklace is removed, the 
skeleton animates and begins 
to glow (the glow has no 
combat effect). 
 
 

41. Catacomb Chamber 
 
 
As with the other rooms of 
these catacombs, the ceiling 
here is low, and the walls are 
deeply cut with numerous, 
horizontal, burial alcoves. The 
ones in this room are filled 
with bones. 
 
 
There are 33 alcoves in this 
room, each containing an 
assembled skeleton (normal) 
wrapped in rotting linen 
grave-cloths. 
 
Unusual Alcoves:  
• Alcove 6: This alcove contains 

a poisoned needle trap that 
shoots up from the bottom 
of the alcove if the skeleton 
within is moved around. If 
anyone’s hand is in the 
alcove, the character takes 1 
point of piercing damage and 

2d10 poison damage, and must 
also make a DC 10 
Constitution saving throw or 
be poisoned for 1 hour. A DC 
15 Wisdom (perception) check 
allows a character to notice 
the hole in the bottom of 
the alcove, without even 
needing to look carefully. A 
DC 15 Dexterity check using 
tools will disarm the trap, or 
it can simply be tripped by 
banging around in the alcove 
with a sword or other 
object. 

• Alcove 15: This alcove 
contains a bag made of the 
same linen as the 
grave-windings, containing 
5gp. 

• Alcove 28: This alcove 
contains bones that suddenly 
catch fire and burn away 
when touched, although the 
flames do not generate heat 
or cause damage. Once they 
are entirely burned, the linen 
grave-cloth is still in place, 
filled with fine ash. 

 

42. Skeleton Barracks 
 
A small number of horizontal, 
man-sized alcoves are cut 
deeply into the walls of this 
area. A huge number of 
skeletons are assembled here, 
standing in ranks like soldiers 
and carrying rusted short 
swords. One carries a shield, 
as rust-covered as the swords 
of its fellows. 
 
There are 20 skeletons 
standing in these ranks, 
although only five of them are 
animated. All of the skeletons 
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carry rusted short swords, but 
one also carries a shield. 
These 5 skeletons will attack 
anyone entering the room. 
 
Only ten alcoves are cut into 
the walls of this chamber, and 
none of them contain 
skeletons. Some, however, still 
have interesting contents, since 
the barghoons have never 
chosen to risk entering a room 
with so many scary-looking 
inhabitants. 
 
Alcoves:  
• Alcove #1: Empty, other than a 

discarded winding-cloth 

• Alcove #2: Nest of mice 

• Alcove #3: Small wooden 
coffer containing 5 gems 
worth 25 gp each 

• Alcove #4: Bottle of spoiled 
wine 

• Alcove #5: Empty 

• Alcove #6: Potion of Healing 

• Alcove #7: Empty 

• Alcove #8: Wand of magic 
missiles containing 3 
charges. Upon expending the 
final charge, the wand 
explodes, causing 2d4 hit 
points of piercing damage 

• Alcove #9: Empty 

• Alcove #10: Wizardly robes 
that button down the front. 
The buttons are wood, and 
carved to resemble owls. 

 
Treasure: The rust-covered 
shield is a true +1 shield with an 
unusual quality – the rust. The 
rust cannot be removed by any 
method short of divine 

intervention, but the shield 
works just fine. 
 

43. Toad Pool 
 
 
A large pool of murky, black 
water blocks passage through 
this area. The walls are 
pockmarked with many of the 
horizontal alcoves used to 
inter the dead in these dark 
catacombs. They appear to be 
mostly occupied by skeletons 
wound in linen cloths. 
 
 
Alcoves: The area contains 48 
alcoves, 39 of which contain 
normal, human skeletons. One 
of the skeletons wears a 
necklace of lapis lazuli worth 
100 gp; another alcove 
contains a longsword and a suit 
of chain mail, both rusted and 
worthless. 
 
An enormous giant toad lives 
in this chamber, its bulbous 
eyes just above the water 
level, watching for prey. The 
eyes may be noticed with a DC 15 
Wisdom (perception) check if the 
characters stop to survey the 
room before entering. 
 
If the toad manages to swallow 
a character whole, it will 
immediately dive down to the 
bottom of the pool to drown 
its prey. The pool is 10 feet 
deep. 
 
Treasure: Most of the toad's 
treasure is at the bottom of 
the pool - the water is too 
murky to see underwater, and 
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diving in to find treasure may 
bring up items in random order. 
 

• Earthenware pot (5 pounds, 
worthless but a 50 gp 
malachite gem is baked into 
the clay) 

• Rotting leather bag with 12 sp 

• Large (4ft tall) iron idol of 
the Iron God with jeweled 
eyes (2 emeralds worth 10 gp 
each) - the statue will need 
to be hauled out with rope 
and mechanical leverage, 
although the eyes could be 
identified as gems and 
removed underwater if a 
character attempts this. 

• Leather boots (worthless) 

• A pair of rusted swords 
(worthless) 

• Skeleton clutching a potion 
of healing 

• Silver candelabrum (25 gp) 

• Magical brass cockroach, 
animates one per day at 
noon, scuttles around in a 
circle, then de-animates. 

• Tall, delicate glass tube (10 
gp) containing 15sp and a +1 
arrow. There is no opening in 
the tube, so it must be 
broken to get to the arrow 
and the silver. 

• Treasure chest containing 
ruined scroll, ruined potion, 
142 sp, and 3 gp. 

• Suit of rusted +1 chain mail 
containing a skeleton that 
animates if touched. 

 

44. Catacomb Chamber 
 
The walls of this chamber, like 
the others, are incised with 
burial alcoves, all of them 
containing skeletons wrapped in 
decaying linen winding-sheets. 
 
Alcoves: There are 41 alcoves 
in the chamber, almost all of 
them containing skeletons 
(normal). 
Unusual Alcoves: One alcove 
contains 6 pebbles arranged in 
a circle, 1 contains a clay bowl, 
and one contains a 1gp coin with 
tooth-marks on it. The coin is 
two-headed, identical on both 
sides except for the almost 
unnoticeable difference in 
tooth-marks. A DC 20 
(Perception) check is required 
to tell the difference between 
the two sides, although it is 
immediately obvious that this is 
a two-headed coin if anyone 
picks it up and looks at it. 
 

45. Catacomb 
Skull-Chamber with 
Priest Statue 
 
The walls of this chamber are 
incised with small, square 
alcoves about a foot high. An 
iron statue of a hooded man in 
priestly vestments stands in the 
room. 
 
Alcoves: The alcoves in this 
room contain skulls, not 
complete skeletons. All 38 
alcoves are occupied by a 
skull., and none contain 
treasure or other items. 
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As with the other renegade 
priests turned into living iron, 
the monk's facial expression is 
horrified and changes very 
slowly. The statue is not 
dangerous. 
 

46. Catacomb Chamber 
 
The numerous grave-alcoves in 
this room appear to contain 
jumbles of bones rather than 
intact skeletons. 
 
Alcoves: There are 197 alcoves 
in the room, which contain full 
skeletons, but the bones have 
been moved around at some 
time after the bodies 
themselves rotted away. 
 
Unusual Alcoves: One alcove 
contains a flint and steel set; 
one contains a bag with 5 gp; 
one contains the stone figurine 
of a bluejay; one contains a 
plain electrum ring (5 gp); one 
contains a golden eyeball in the 
skull’s eye socket (50 gp). 
 

 

47. Ghoul and Skeleton 
Lair 
 
This room resembles the other 
chambers of the catacombs 
under the temple, with deep 
horizontal grave-alcoves cut 
into the walls, all of which 
contain skeletons lying in their 
final resting-places. However, a 
grey-skinned, humanlike 
creature with a feral 
expression crouches near one 
of the walls. 
 
Alcoves: There are only 10 
alcoves in the chamber, 9 of 
which contain intact skeletons 
(normal), and one of which 
contains a skeleton that 

animates to assist the ghoul in 
combat. 
 
Unusual Alcoves: The 
skeleton in one of the alcoves 
is gilded with gold. It is worth 
200gp. 
 
 

48. Another Catacomb 
Chamber 
 
The walls of this low-ceilinged 
chamber are filled floor to 
ceiling with alcoves containing 
human skeletons. 
 
Alcoves: There are 53 alcoves 
in the room, 41 of which contain 
intact (normal) skeletons. 
 
Unusual Alcoves: 

• Alcove #3 contains a metal 
disk in the winding-sheet of 
the skeleton lying in the 
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alcove. If the metal disk 
touches flesh, it will 
immediately dissolve into acid, 
giving off poison gas as it 
dissolves. The acid inflicts 
2d6 points of damage. The 
poison gas fills an area 20ft 
x 20ft x20ft, inflicting 20 
points of poison damage, or 
10 if the character makes a 
DC15 Con save. 

• Alcove #22 is one of the 
empty ones. It contains an 
empty leather wineskin, a 
fork of wrought iron, and a 
flask of oil. 

• Alcove #49: This alcove 
contains a skeleton wearing 
a silver pendant with a a 
small sapphire, worth 100gp. 

 

49. Ghoul Lair 
 
 
Horizontal, man-sized alcoves 
are cut deeply into the walls of 
this area, but instead of 
containing skeletons, these 
contain much more recent 
cadavers. Many of which appear 
to be incomplete or 
dismembered. The room smells 
horrible, a reek of 
decomposition and rotting 
flesh. 
 
 
This chamber is the most 
recently used of the entire 
catacomb area, although none 
of the bodies are particularly 
fresh.  It is the lair of 2 
ghouls that have been feeding 
upon the bounty provided to 
them. 
 

Alcoves: There are 39 alcoves 
in this room, 14 of which 
contain decomposing cadavers, 
all of which have been partially 
eaten by the ghouls. 
 
Unusual Alcoves:  

• Alcove #7 contains 12 human 
hands but no complete 
cadaver 

• Alcove #14 contains 80 sp in a 
neat pile 

• Alcove #31 contains a wooden 
box inlaid with ivory (5 gp). 

 
 

50. Iron Treasure 
Chests 
 
There are no burial alcoves in 
this room, but there are two 
very deep side-rooms cut into 
the wall. The ceiling of the 
chamber is low (just higher 
than 6ft), and the ceiling is 
covered with droplets of 
condensation. 
 
 
Each of the northern 
side-rooms contains a massive, 
iron treasure chest, weighing 
1000 pounds. If the iron 
men-at-arms (the Eternal 
Guardians) from area 31 are 
with the adventurers, two of 
them can lift and carry a single 
chest. The chests themselves 
are a solid (but hollow) iron 
shell around the treasure they 
contain; the "lid" is marked with 
a groove, but the groove does 
not cut all the way through the 
iron, so the chests are single, 
unbroken pieces of iron. No 
particular skill is required to 
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cut through the iron, but a 
blacksmith’s tools are needed: 
it is unlikely that the 
characters will be able to open 
these without removing them 
from the catacombs. 
 

• Chest #1: This chest contains 
207 gp, a charred wand 
(depleted and worthless), 5 
holy symbols of the iron 
god (1gp each), a bag of 
candies (worthless but tasty), 
a bag of 3 cursed candies 
(glue the mouth shut for 48 
hours, no saving throw, but 
still quite tasty), and 1 ruby 
(50gp). 

• Chest #2: This chest contains 
20 glass globes, with 
effects as follows:  

 
8 explode when broken, in a 
10ft diameter, causing 3d6 
points of damage;  
8 explode when broken, in a 50 
foot diameter, causing 1d6 
piercing damage;  
1 cures 2d6 hit points in a 20 
foot diameter when broken;  
1 releases poison gas in a 20 
foot diameter when broken, 
which inflicts 2d10 poison 
damage (DC 15 Constitution 
saving throw to avoid), and also 
requires a DC 10 Constitution 
saving throw to avoid being 
poisoned for 1 hour;  
2 release steam mephits that 
attack whatever person is 
nearest when they emerge. 
 

51. Catacomb Chamber 
 
There are 15 alcoves in the 
walls of this chamber, smaller 
than the more-common alcoves 
cut to contain an entire 
skeleton. The empty eyes of 
skulls seem to be peering out 
at you from the darkness of 
the niches. 
 
Each of the 15 alcoves contains 
a skull, one of which appears 
to be covered with unmoving 
golden beetles (of normal 
size). There are 10 of these 
gold beetles, each of which is 
worth 5 gp. 
 

52. Trick Floor and 
Giant Tunnel-Ants 
 
Note: this is a complicated 
room with a trick floor and 
monsters underneath - it 
requires careful reading 
ahead of time.  
 
This is an empty chamber, with 3 
human-sized alcoves in the 
northern wall.  
 
Characters who stop at the 
entrance of this chamber and 
examine the floor before 
entering will notice that there 
is a wide crack running between 
the hallway and the chamber's 
floor - it is about an inch wide. 
The crack extends along the 
entire length of the southern 
wall, separating it from the 
floor (there is a similar gap 
between the northern wall and 
floor, but this probably can't 
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be seen from the room's 
entrance). 

Alcove #1: The skeleton in this 
alcove wears a Cloak of 
Elvenkind, but the cloak only 
operates if worn with the clasp 
found in the next alcove; 

Alcove #2: The skeleton in this 
alcove wears a normal cloak 
with an ornate iron clasp 
(needed to make the Cloak of 
Elvenkind work properly); 

Alcove #3: The skeleton in this 
alcove is tangled in golden wire 
(5 gp) which is the tripwire of a 
trap, extending at one end into 
a hole in the bottom of the 
alcove. Spotting the tiny hole in 
the bottom of the alcove 
requires a DC 20 Wisdom 
(Perception) check unless a 
player states that the 
character is spending time 
carefully tracing the wire to 
see if it is attached to anything 
other than the skeleton. If the 
wire is pulled out, the front 
stones of the entire northern 
wall fall forward from the top 
down, doing 4d10 hit points of 
damage to anyone nearby. This 
reveals a second wall behind 
the first, and depending on the 
floor's position might hold the 
floor in place (until a major 
stone-moving operation 
commences) or provide a way 
for anyone below to climb out. 

 
Trick Floor Trap: The floor 
of the room is mounted on an 
axle running across the middle 
of the room from east to west. 
If anyone steps onto the floor 

anywhere south of the midpoint, 
the floor will "flip over" 
around this axis, dropping the 
character fifty feet into some 
very soft dirt below (only 1d6 
bludgeoning damage due to the 
softness of the ant-churned 
dirt). The floor swings very 
quickly to a vertical position, 
but it takes a full minute to 
complete the downward swing 
into a closed position. Once the 
floor has turned over 
completely, it can only be 
turned back by putting weight 
onto the northern side of the 
floor (and if it is turned over 
again, weight must then be put 
on the southern side to turn it, 
etc.). The chamber underneath 
the false floor is 50 feet 
below, and has very soft dirt 
churned up by the giant ants 
who nest beneath it. There are 3 
giant tunnel-ants on the 
surface, and another will climb 
from the dirty approximately 
every thirty minutes.  
 
Treasure: This chamber was 
constructed to house certain 
valuables of the monastery, but 
the avaricious monks have 
removed most of these. Digging 
around in the loose dirt of the 
under-floor allows the 
adventurers to find a golden 
jar (100 gp), a jade-and-silver 
necklace (50 gp), and a very 
fragile porcelain statue of a 
tree (100 gp). Additionally, the 
cache contains 2 potions of 
healing, a flask of alchemist’s 
fire, a vial of antitoxin, and a +1 
mace inscribed with the word 
“Halanor.” 
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53. Stair Chamber 
 
The ceiling of this chamber is 
low and looming, supported in 
places by irregularly-placed 
stone pillars. The walls contain 
numerous alcoves, long but 
not tall, containing human 
skeletons wrapped in decaying, 
linen winding-sheets. There are 
approximately 30 alcoves in the 
walls. 
 
Alcoves: All of the alcoves 
contain skeletons (normal, not 
animated). Three of the alcoves 
also have unusual contents, as 
follows. One of the skeletons 
in an alcove is made of solid 
iron rather than bone. In 
another alcove there is a nest 
of cockroaches that will swarm 
over anyone disturbing the 
skeleton, although they 
represent no threat. A third 
alcove contains a skeleton that 
has been gnawed upon by 
something considerably larger 
than a rat. A DC 15 Intelligence 
(Investigation) check reveals 
that the tooth-marks are 
human, and a DC 20 Wisdom 
(Perception) check allows the 
observer to realize that these 
“human” tooth-marks are 
actually those of a ghoul, not 
a living human. 
 
The stairs in this chamber lead 
up to area 33 above. 
 

54. Catacomb Chamber 
 
The ceiling of this room is low 
and claustrophobic. The walls 
contain approximately a 
hundred burial alcoves, with 
skeletons in winding-sheets 
lying in them. 
 
Alcoves: There are exactly 
100 alcoves in the room, 80 of 
which contain skeletons 
(normal). One of the alcoves 
contains a copper bracelet 
worth 1 gp, but the room is 
otherwise empty of treasure. 
 

55. Spider Lair 
 
Horizontal, man-sized alcoves 
are cut deeply into the walls of 
this area, filled with 
human-sized cocoons of white, 
and are barely visible behind a 
cloudy film of cobwebs that 
cover the walls from floor to 
ceiling. Webs drape down from 
the ceiling like ragged curtains. 
 
This room is the lair of 2 giant 
spiders, both of them lurking 
on the ceiling, waiting for prey. 
 
Alcoves: The room contains 20 
alcoves, all of which contain a 
skeleton (normal) cocooned by 
the spiders. One of the 
skeletons interred here wears 
a golden coronet, a magic item 
that improves Armor Class by +1 
if worn. To find the coronet, of 
course, the characters would 
need to cut open the cocoon 
of spiderwebs. 
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56. Catacomb Chamber 
 
Numerous burial-alcoves are 
carved into the walls of this 
room, almost all of them 
containing intact skeletons 
wearing grave-wrappings. 
 
Alcoves: There are 50 alcoves 
in the room, containing 43 
skeletons in total. Each of 
them has been interred with a 
pair of silver coins over the 
eyes (86 sp). One of the empty 
alcoves contains a necklace of 
rat skulls; another contains a 
vial that releases paralyzing 
gas into a radius of 20ft when 
opened, requiring a DC 15 
Constitution saving throw to 
avoid paralyzation for 1 full 
day. 
 

57. The Crocodile 
Guardian 
 
Horizontal, man-sized alcoves 
are cut deeply into the walls of 
this area, which smells faintly 
of rot and lingering incense. 
The bodies interred here are 
not fully reduced to 
skeletons, although they are 
not recent, either. 
 
This is the lair of an undead 
crocodile zombie (see New 
Monsters), mummified and 
placed into the catacombs as a 
guardian. Three of the bodies in 
the alcoves are actually 
zombies. If anyone attacks the 
crocodile zombie, the zombies 
will begin crawling from their 
alcoves to defend it. 

 
 
Alcoves: There are 30 

alcoves in this room, each of 
which contains a 
still-decomposing body 
interred with silver pieces over 
the eyes (60 sp). Some of the 
bodies have been laid to rest 
with grave-goods of some kind. 
In total there are a stack of 4 
silver plates (5 gp each); a +1 
axe (rusty until cleaned), 3 
rusted longswords 
(worthless), a necklace of 
jade beads (100 gp), 3 flasks 
of oil, and a set of thief’s 
tools. 
 

58. Catacomb Room 
(Psalter of the Iron 
God) 
 
Approximately 60 horizontal 
grave-alcoves are cut deeply 
into the walls of this area, 
containing piles of bones. 
 

Alcoves: There are 58 

alcoves in the room, all of 
which contain a full set of 
human bones, jumbled into 
piles rather than assembled 
into skeletons. One of the 
alcoves contains a small book 
of religious poetry entitled 
Psalter of the Iron God (see 
below); one contains a scroll 
case with a piece of parchment 
inside, but the parchment is 
blank. 
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The Psalter of the Iron God 
contains poems, some of which 
are illegible and most of which 
are uninteresting but 
well-rhymed praises to the 
god. One is quite different in 
tone from the rest, reading as 
follows: 
 
 

"Fear the Eater of the 
Dead;  
 
Stalker, Tomb-walker, 
Clothed in stone. 
 
They who find him 
cannot bind him, 
 
They who lead him soon 
feed him, 
 
They who see him free 
him." 
 
 
The characters might gain a 
useful clue from this 
manuscript, or perhaps might 
discover its meaning only when 
it is too late. 
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Barghoon 

 
Barghoons are the product of the 
forces of Ruination, chaos and 
evil, that has tainted normal 
baboons. They are far more 
intelligent than natural baboons, 
stand straighter most of the time, 
and are suffused with a terrible 
urge to do harm to nature and to 
civilization.  
 
Adaptable predators. Barghoon 
clans are found in several 
environments – open plain, light 
woodland, and hills. Although they 
are primarily surface-dwellers, 
barghoons are not averse to 
using caves or underground 
passages for lairs or hideouts.  
 
Agents of Ruination. Barghoons 
were predominantly hill-dwellers 
until 500 years ago, at which time 
they responded to the initial 
cataclysms by invading the 
lowlands in large numbers.   
Although barghoons are not 
individually very strong, they can 
be deadly in larger packs.  
Alongside the beastmen and ogres, 
barghoons are one of the forces 
responsible for the slow retreat 
of civilization toward the coasts.
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Barghoon 
Small humanoid, chaotic evil 
Armor Class 15 (natural armor and shield) 
Hit Points 7 (2d6) 
Speed 30 ft. 
STR  DEX  CON  INT  WIS  CHA 
14 (+2) 8 (-1) 10 (+0) 10 (+0) 8 (-1) 8 (-1)  
Skills Stealth +6 
Senses darkvision 60ft., passive Perception 9 
Languages Common, Simian 
Challenge 1/4 (50 XP) 
 
Pack Tactics. The barghoon has advantage on an attack roll against a 
creature if at least one of the barghoon’s allies is within 5ft. and the 
ally isn’t incapacitated. 
 
Actions 
Spiked club (Morningstar). Melee Weapon Attack: +4 to hit, reach 5ft., 
one target. Hit: 5 (1d8+2) piercing damage. 
 
Javelin. Melee or Ranged Weapon Attack: +4 to hit, reach 5ft. or range 
30/120 ft., one target. Hit: 5 (1d6+2) piercing damage. 

Barghoon Clan-Leader 
Medium humanoid, chaotic evil 
Armor Class 15 (natural armor and shield) 
Hit Points 23 (5d8) 
Speed 30ft. 
STR  DEX  CON  INT  WIS  CHA 
14 (+2) 8 (-1) 10 (+0) 10 (+0) 9 (-1) 10 (+0)  
Skills Stealth +6 
Senses darkvision 60ft., passive Perception 9 
Languages Common, Simian 
Challenge 1/2 (100 XP) 
 
Pack Tactics. The barghoon clan-leader has advantage on an attack 
roll against a creature if at least one of its allies is within 5ft. and the 
ally isn’t incapacitated. 
 
Actions 
Spiked club (Morningstar). Melee Weapon Attack: +4 to hit, reach 5ft., 
one target. Hit: 5 (1d8+2)  
piercing damage. 
 
Javelin. Melee or Ranged Weapon Attack: +4 to hit, reach 5ft. or range 
30/120 ft., one target. Hit: 5 (1d6+2) piercing damage. 
  
  



45 
 

Barghoon Mandrill-Shaman  
(First-Skull Rank) 
Medium humanoid, chaotic evil 
Armor Class 15 (natural armor and shield) 
Hit Points 17 (4d8) 
Speed 30ft. 
STR  DEX  CON  INT  WIS  CHA 
14 (+2) 8 (-1) 10 (+0) 10 (+0) 14 (+2) 10 (+0)  
Skills Stealth +6 
Senses darkvision 60ft., passive Perception 11 
Languages Common, Simian 
Challenge 1/2 (100 XP) 
 
Pack Tactics. The barghoon mandrill-shaman has advantage on an 
attack roll against a creature if at least one of its allies is within 5ft. 
and the ally isn’t incapacitated. 
 
Spellcasting. The mandrill-shaman is a 1st-level spellcaster. Its 
spellcasting ability is Wisdom (spell save DC 12, +4 to hit with spell 
attacks). The mandrill-shaman has the following cleric spells prepared:  
Cantrips (at will): resistance, sacred flame, spare the dying 
1st level (3 slots): bless, cure wounds, sanctuary 
 
Actions 
Spiked club (Morningstar). Melee Weapon Attack: +4 to hit, reach 5ft., 
one target. Hit: 5 (1d8+2) piercing damage. 
 
Javelin. Melee or Ranged Weapon Attack: +4 to hit, reach 5ft. or range 
30/120 ft., one target. Hit: 5 (1d6+2) piercing damage. 
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Eater of the Dead 
 
Eater of the Dead (Full strength) 
Medium monstrosity, chaotic evil 
Armor Class 15 (natural armor) 
Hit Points 40 (8d8) 
Speed 30 ft. 
STR  DEX  CON  INT  WIS  CHA 
16 (+3) 16 (+3) 10 (+0) 11 (+0) 10 (+0) 8 (-1)  
Senses Darkvision 60 ft., passive perception 10 
Damage Immunities Poison, necrotic 
Condition Immunities Poisoned, charmed, exhaustion 
Languages Common 
Challenge 2 (450 XP) 
Ghoul Infection. Anyone killed by the Eater of the Dead rises as a 
ghoul on the Eater’s next turn. 
Actions 
Multiattack The Eater of the Dead makes one bite attack and one claw 
attack. 
Bite. Melee Weapon Attack: +5 to hit (reach 5 ft.; one creature). Hit: 2d8 + 
3 piercing damage 
Claw. Melee Weapon Attack: +5 to hit (reach 5 ft.; one creature). Hit: 2d6 
+ 3 slashing damage and the target must make a DC 10 Constitution saving 
throw or be paralyzed for 1 minute 
 
 

Eater of the Dead (Weakened condition) 
Medium monstrosity, chaotic evil 
Armor Class 13 (natural armor weakened) 
Hit Points 30 (8d8 but wounded) 
Speed 30 ft. 
STR  DEX  CON  INT  WIS  CHA 
16 (+3) 16 (+3) 10 (+0) 11 (+0) 10 (+0) 8 (-1)  
Senses Darkvision 60 ft., passive perception 10 
Damage Immunities Poison, necrotic 
Condition Immunities Poisoned, charmed, exhaustion 
Languages Common 
Challenge 2 (450 XP) 
Ghoul Infection. Anyone killed by the Eater of the Dead rises as a 
ghoul on the Eater’s next turn. 
Actions 
Multiattack The Eater of the Dead makes 1 bite attack and 1 claw attack. 
Bite. Melee Weapon Attack: +5 to hit (reach 5 ft.; one creature). Hit: 2d8 + 
3 piercing damage 
Claw. Melee Weapon Attack: +5 to hit (reach 5 ft.; one creature). Hit: 2d6 
+ 3 slashing damage and the target must make a DC 10 Constitution saving 
throw or be paralyzed for 1 minute 
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Eternal Guardian 
 
The eternal guardians in the tombs were badly damaged during the god’s 
vengeance, despite the fact that they are still the loyal servants of the 
god. The damage is in the form of rust — the statistics below already 
take the effects into account. 
 

Eternal Guardian (Rusted) 
Medium construct, unaligned 
Armor Class 14 
Hit Points 11 (2d8 + 2) 
Speed 30 ft. 
STR  DEX  CON  INT  WIS  CHA 
10 (+0) 10 (+0) 13 (+1) 1 (-5)  10 (+0) 10 (+0) 
Skills Perception +3 
Senses Blindsight 60 ft. passive Perception 13 
Damage Immunities poison, psychic 
Condition Immunities blinded, charmed, deafened, exhaustion, 
frightened, paralyzed, petrified, poisoned 
Languages — 
Challenge 1/8 (25 XP) 

Actions 
Long-axe. Melee Weapon Attack: +3 to hit (reach 10 ft.; one creature). 
Hit: 1d6 + 1 slashing damage. 
 

Giant Tunnel-Ant 
 
Giant tunnel-ants are essentially just larger versions of their tiny 
cousins, but they can be formidable adversaries in large numbers. 
 

Giant Tunnel-Ant (Worker) 
Small beast, unaligned 
Armor Class 13 (natural armor) 
Hit Points 39 (6d6 + 18) 
Speed 40 ft., climb 20 ft. 
STR  DEX  CON  INT  WIS  CHA 
14 (+2) 10 (+0) 16 (+3) 1 (-5)  13 (+1) 8 (-1) 
Senses Darkvision 60 ft. 
Damage Immunities Poison 
Condition Immunities Poisoned 
Languages — 
Challenge 100 (CR ½) 

Actions 
Bite. Melee Weapon Attack: +4 to hit (reach 5 ft.; one creature). Hit: 2d6 + 
2 piercing damage and the target is grappled. The worker ant can’t bite 
while it maintains a grapple. 
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Giant Tick 
Giant ticks are horrible, insect predators, almost the size of a human 
being. They attack by dropping from trees, in the case of 
surface-dwelling ticks; or ceilings, in the case of subterranean ones. 
Giant ticks kill their prey by sucking blood, swelling to as much as 150% 
of their normal size before being satiated, usually long after the victim 
is dead. 
 

Giant Tick 
Medium beast, unaligned 
Armor Class 14 
Hit Points 27 (5d8+5) 
Speed 30 ft., climb 30 ft. 
STR  DEX  CON  INT  WIS  CHA 
14 (+2) 16 (+3) 12 (+1) 2 (-4) 11 (+0) 4 (-3) 
Skills Stealth +7 
Senses blindsight 10ft, darkvision 60ft, passive perception 10 
Languages — 
Challenge 1 (200XP) 
Bloodsucking. After a giant tick makes a successful attack, it no 
longer needs to roll to hit that target. It automatically inflicts 1d8+3 
points of damage by sucking blood from the victim. 
Climb. A giant tick can climb any surface, including upside down, without 
needing to make an ability check. 
 
Actions 
 Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 
1d8+3 piercing damage. Target is automatically grappled, and takes 
automatic damage of 1d8 piercing damage from blood drain unless 
making a DC 14 Strength check. 
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Undead Tomb-Cat 
 
Recently created undead tomb-cats look almost identical to ordinary 
house cats, although they move more slowly and their eyes glow with 
eerie, yellow light. As the tomb-cat ages, it decomposes slowly, at a 
rate far slower than ordinary decomposition. An older undead tomb-cat 
appears very much like a zombie, with rotting flesh, pallid skin, and 
patches of remaining fur, 
although the glowing eyes and 
relative grace will immediately 
distinguish them from animated 
zombies to those who are familiar 
with the undead. 
 
Undead tomb-cats are created as 
the guardians of tombs, often 
being interred with the body of a 
person of note. In most ancient 
cultures, the more significant or 
important the deceased, the more 
tomb-cats might be buried with 
them. 
 

Undead Tomb-Cat 
Tiny undead, unaligned 
Armor Class 13 
Hit Points 12 (6d4) 
Speed 30 ft., climb 30 ft. 
STR  DEX  CON  INT  WIS  CHA 
10 (+0) 10 (+0) 10 (+0) 5 (-3) 3 (-4) 3 (-4) 
Skills Perception +6, Stealth +3 
Senses Truesight 60 ft., Passive perception 12 
Damage Immunities Poison 
Condition Immunities Poisoned 
Languages — 
Challenge 1/8 (25XP) 
 
Attack Yowl. On the first attack by any undead tomb-cat in an 
encounter, the creature utters a hideous, high-pitched yowl. Anyone in 
hearing must make a DC 10 Charisma saving throw or be incapacitated with 
shock for 1 turn. 
 
Actions 
 Claws. Melee Weapon Attack: +2 to hit, reach 5 ft., one target, Hit: 2 
slashing damage. 
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Zombie (Crocodile) 
 

Crocodile Zombie 
Large undead, unaligned 
Armor Class 12 (natural armor) 
Hit Points 25 (4d10 + 3) 
Speed 20 ft., Swim 20 ft. 
STR  DEX  CON  INT  WIS  CHA 
15 (+3) 6 (-2) 16 (+3) 3 (-4) 6 (-2) 5 (-3) 
Skills Stealth +3 
Senses Darkvision 60 ft., Passive perception 12 
Damage Immunities Poison 
Condition Immunities Poisoned 
Languages — 
Challenge 1 (200 XP) 
 
Undead Fortitude. If damage reduces the zombie to 0 hit points, it 
must make a Constitution saving throw with a DC of 5 + the damage taken, 
unless the damage is radiant or from a critical hit. On a success, the 
zombie drops to 1 hit point instead. 
 
Actions 
 Bite. Melee Weapon Attack: +5 to hit (reach 5 ft.; one creature). Hit: 
1d10 + 3 piercing damage and the target must make a DC 12 Wisdom saving 
throw or become frightened. 
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Ormstaz’s Dark Book 
Wondrous Item, common 
There is a chance that one of 
the characters has heard of 
the necromancer Ormstaz – this 
can be determined by a DC 15 
Intelligence check. If so, they 
know at least some of the 
history behind this magic item. 
Ormstaz was a necromancer of 
the Late Vycenaean Age, living 
roughly 700 years ago. He was 
a fortune-seeker who came to 
Jordoba from one of the 
true-Vycenaean fortresses in 
the Graven Hills. Ormstaz 
apparently managed to insult a 
number of the other Vycenaean 
technomancers in the city, and 
was forced to flee for his 
worthless life into the 
foothills of the Atropos 
Mountains. Building some sort 
of dwelling — only described as 
“strange” in Tchilla’s “Book of 
Necromancers” — Ormstaz 
reconciled himself to exile and 
engaged in an energetic 
program of necromantic 
research and composing short 
poems mocking the sorcerers 
responsible for his banishment. 
He was eventually hunted down 
and killed by iron golems in the 
service of a number of these 
technomancers, but before his 
death he penned a number of 
volumes detailing his 
necromantic research. The Dark 
Book is the first of these, 40 
pages of thin vellum bound in 

owl-skin. The subsequent books 
are numbered as the “Second 
Dark Book,” the “Third Dark 
Book” and so on. No one knows 
how many Dark Books Ormstaz 
wrote before his demise, since 
his house vanished into thin air 
after his death, before the 
offended technomancers could 
loot the wreckage left by their 
iron golems. The second and 
fourth Dark Books are not 
lost; there are copies of them 
in the City of Jordoba: in the 
library of the Council of 
Liches, and also in the hands of 
spell casters who choose not 
to admit it. Neither of the 
known books is considered to 
be particularly insightful, but 
they are useful works for a 
beginning practitioner. 
 
The book contains the spell 
animate dead. It also describes 
how to turn a corpse into a 
ghoul, although the 
instructions are not sufficient 
to actually accomplish the task. 
 

Potion of 
Plant-Speaking 
Potion, common 
This potion is usually an 
extremely bright green, and it 
has the consistency of ordinary 
water. After drinking it, for 30 
minutes you are affected with 
the same properties granted by 
the spell speak with plants. 
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This product contains Open 
Game Content, which may only be 
Used under and in terms of the 
Open Game License Version 1.0a, 
distributed by Wizards of the 
Coast, Inc. 
Open Game Content includes all 
new monsters and all game 
mechanics (including the 
methods, procedures, 
processes and routines to the 
extent such content does not 
embody Product Identity). 
Product Identity includes 
“Mythmere Games,” “Uncle Matt’s 
RPG Studio,” “Uncle Matt,” 
“Weirdling World of Jordoba,” 
“Jordoba,” “Tomb of the Iron 
God,” artwork, cartography, 
and all logos and trade dress 
contained herein. 
 
OPEN GAME LICENSE 
Version 1.0a 
The following text is the property of Wizards 
of the Coast, Inc. and is Copyright 2000 Wizards 
of the Coast, Inc ("Wizards"). All Rights 
Reserved. 1. Definitions: (a)"Contributors" means 
the copyright and/or trademark owners who 
have contributed Open Game Content; 
(b)"Derivative Material" means copyrighted 
material including derivative works and 
translations (including into other computer 
languages), potation, modification, correction, 
addition, extension, upgrade, improvement, 
compilation, abridgment or other form in which 
an existing work may be recast, transformed or 
adapted; (c) "Distribute" means to reproduce, 
license, rent, lease, sell, broadcast, publicly 
display, transmit or otherwise distribute; 
(d)"Open Game Content" means the game 
mechanic and includes the methods, 
procedures, processes and routines to the 
extent such content does not embody the 
Product Identity and is an enhancement over the 
prior art and any additional content clearly 
identified as Open Game Content by the 
Contributor, and means any work covered by 
this License, including translations and 

derivative works under copyright law, but 
specifically excludes Product Identity. (e) 
"Product Identity" means product and product 
line names, logos and identifying marks 
including trade dress; artifacts; creatures 
characters; stories, storylines, plots, thematic 
elements, dialogue, incidents, language, 
artwork, symbols, designs, depictions, 
likenesses, formats, poses, concepts, themes 
and graphic, photographic and other visual or 
audio representations; names and descriptions 
of characters, spells, enchantments, 
personalities, teams, personas, likenesses and 
special abilities; places, locations, 
environments, creatures, equipment, magical or 
supernatural abilities or effects, logos, 
symbols, or graphic designs; and any other 
trademark or registered trademark clearly 
identified as Product identity by the owner of 
the Product Identity, and which specifically 
excludes the Open Game Content; (f) 
"Trademark" means the logos, names, mark, sign, 
motto, designs that are used by a Contributor 
to identify itself or its products or the 
associated products contributed to the Open 
Game License by the Contributor (g) "Use", "Used" 
or "Using" means to use, Distribute, copy, edit, 
format, modify, translate and otherwise create 
Derivative Material of Open Game Content. (h) 
"You" or "Your" means the licensee in terms of 
this agreement.   
2.  The License: This License applies to any Open 
Game Content that contains a notice indicating 
that the Open Game Content may only be Used 
under and in terms of this License. You must 
affix such a notice to any Open Game Content 
that you Use. No terms may be added to or 
subtracted from this License except as 
described by the License itself. No other terms 
or conditions may be applied to any Open Game 
Content distributed using this License.  
3. Offer and Acceptance: By Using the Open Game 
Content You indicate Your acceptance of the 
terms of this License.  
4. Grant and Consideration: In consideration 
for agreeing to use this License, the 
Contributors grant You a perpetual, worldwide, 

royalty‑free, non‑exclusive license with the 
exact terms of this License to Use, the Open 
Game Content.  
5. Representation of Authority to Contribute: If 
You are contributing original material as Open 
Game Content, You represent that Your 
Contributions are Your original creation and/or 
You have sufficient rights to grant the rights 
conveyed by this License.  
6. Notice of License Copyright: You must update 
the COPYRIGHT NOTICE portion of this License to 
include the exact text of the COPYRIGHT NOTICE 
of any Open Game Content You are copying, 
modifying or distributing, and You must add the 
title, the copyright date, and the copyright 
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original Open Game Content you Distribute.  
7. Use of Product Identity: You agree not to Use 
any Product Identity, including as an indication 
as to compatibility, except as expressly licensed 
in another, independent Agreement with the 
owner of each element of that Product 
Identity. You agree not to indicate compatibility 

or co‑adaptability with any Trademark or 
Registered Trademark in conjunction with a 
work containing Open Game Content except as 
expressly licensed in another, independent 
Agreement with the owner of such Trademark 
or Registered Trademark. The use of any 
Product Identity in Open Game Content does not 
constitute a challenge to the ownership of 
that Product Identity. The owner of any Product 
Identity used in Open Game Content shall retain 
all rights, title and interest in and to that 
Product Identity.  
8. Identification: If you distribute Open Game 
Content You must clearly indicate which 
portions of the work that you are distributing 
are Open Game Content.  
9. Updating the License: Wizards or its 
designated Agents may publish updated versions 
of this License. You may use any authorized 
version of this License to copy, modify and 
distribute any Open Game Content originally 
distributed under any version of this License.  
10. Copy of this License: You MUST include a copy 
of this License with every copy of the Open 
Game Content You Distribute.  

11. Use of Contributor Credits: You may not 
market or advertise the Open Game Content 
using the name of any Contributor unless You 
have written permission from the Contributor 
to do so.  
12. Inability to Comply: If it is impossible for You 
to comply with any of the terms of this License 
with respect to some or all of the Open Game 
Content due to statute, judicial order, or 
governmental regulation then You may not Use 
any Open Game Material so affected.  
13. Termination: This License will terminate 
automatically if You fail to comply with all 
terms herein and fail to cure such breach 
within 30 days of becoming aware of the 
breach. All sublicenses shall survive the 
termination of this License.  
14. Reformation: If any provision of this License 
is held to be unenforceable, such provision 
shall be reformed only to the extent 
necessary to make it enforceable.  
15. COPYRIGHT NOTICE Open Game License v 1.0a 
Copyright 2000, Wizards of the Coast, Inc. 
System Reference Document 5.0 Copyright 2016, 
Wizards of the Coast, Inc.; Authors Mike Mearls, 
Jeremy Crawford, Chris Perkins, Rodney 
Thompson, Peter Lee, James Wyatt, Robert J. 
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Tomb of the Iron God, Copyright 2008–2016, Matt 
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END OF LICENSE  
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Where to find more Jordoba resources and other great 
stuff from Uncle Matt’s RPG Studio — 
 
YouTube Channel: 
https://www.youtube.com/channel/UCwQ6cSVDLklOoQ8VSMsxp5Q 
(or search for Uncle Matt) 
 
Other Jordoba Resources: 
http://www.drivethrurpg.com/browse/pub/12826/Uncle-Matt-039s-Gami
ng-Stuff 
 
Other Books by Uncle Matt: 
 
Swords & Wizardry Complete Rulebook 
https://froggodgames.com/frogs/product/swords-wizardry-comple
te-rulebook/ 
 
Tome of Adventure Design: 
https://froggodgames.com/frogs/product/tome-of-adventure-desig
n-2/ 
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