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FOREWORD
To gel myselfin the mindset of telling an Underdark—
themed story srt In the Forgotten Realms. 1 went back
and read Exile by RA. Salvatore, one of my favorite
Drizzt novels. ll tells lllc‘ story ofthc dark elf‘: initial
ascent to the surtaee world. Along the way. Drizzt
encounters weird Underdark characters. including a
deep gnome with hamniers {or hands, n pech (a small
earth creature) polyinorplietl into a hook horror, and a
Crazy wizard with a Daerns instant furrrr '5.

After reading the book again, I was reminded
ufAliCc'5AdVe1ltures in Vi/mlderlatld and Through
the Looking Glass. That's when I decided that our
Underdark tale was going to draw inspiration from
Lewis Carroll‘s works. We would paint the Untlcrdark
2: tin insanely wondrous domain into \’\Iili(7l'l our heroes
must descend.

First, we needed a villain as deranged as the Queen or
Hearts. Lolth was an obviouschoice, as was Zuggttnoy.
In rese rching thr- latter, 1

was reminded of the Demon
Queen or Fungts ongoing {end withJuiblex. That's
when it nrturred to mt: that we could be bold and tell all
underdark story featuring not just one demon lord, but
several of them. Maybe CVCJ1 all of them.

We knew that our dcmoninfcstod tale would have
two Drizzl novels as bookcndsr so we asked R.A.
Salvatore to help us ltreak the story. we also asked Troy
Denning, another one of our tulttntcd authors. tojoiti us,
since he was writing a novel about Orcus. Out of those
discussions came the Rage of Demons storyline, which
we presented to the folk I Green Ronin. Calloofl,
Galley!They agreed to t. llahurate with US on a D811)
advcnture—this book you now hold in your hands,
Have fun with it. and may the stories of your players‘
harrowing exploits be as wontlerful and unforgettable as
any grcat novel!

Chri:.tt)pl'Ier Perkins
June 2015
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CHAPTER 1: PRISONERS OF THE DROW
Deep beneath (hr s'|H’[£I(‘,€ of the world lies the
U!I(1Pl”(l£H'k. 2| l'L‘£lhn nfrnrlless lab_ ifiihlnb tunnels and
L’£|¥C\'I\S \vhct'c [hr allll newt’ shtncs. Thr Underdark
ts fillet! wtxh T£!I’t‘s tttttt L‘I‘t‘a(ln”ES [00 rtumrtmua to
count or tisr. and furctttust amrtng the :: ‘L‘re: the dark
el\.Cs—tht- «lmw. Ilzxtcd and fcttrrd men Ln thett‘ ICHOVL

fl\.\‘C]1L‘1'5tH Lhirklk‘, the drmx rtttd tulle settlrmcnrs
in the Urttlrrrlttrk Ll» well as rht‘ S|lf[;l(tE wnr1d.taktng
])1”lSOI1t‘l'Shu\t1\\\ilhlhEInRvndured unconsCiou<
with <lt'ov\ p<:t.sutt. thtn collared ?U|da1l1iL’kl8d.[hCSf‘

prtsontrrs are P\‘9fl[l|flU) sold slaves or Efl[C1'[Eul'Hnt'llt

tn [hr dark elves sttbtt rrattratt rtties.
Thr ttrlmttturers hfl\.'!‘ .11] hurl the ntisfortune M

failing tn .nt;tt a late. C£\prurt',Kl by the dI'OW. they .».n~

prtsrrtlmw at one at mp dark elves‘ outposts, uwgtttittg
(r;ttt~t)nrl:ttiOn to xtmtznttmntmtt. the Cu}. otsnntens.
V\'l-mtltc-r lhe=_\'<‘am(‘ mm the L"ttdet'dark srrktng
kIIU\.\It‘dQL or rnnnne. ur vtcrejust in (ht: u rung place at
the- wrong: (‘m:‘\ flue}, were rtpe prcy for (I rlnm rand

The setup of Out UH/tr3.4b' 5 is ‘nth that the
rlttttm ters ncvd h£|\.F no Lt)fll]E2LllO\1S wtth rwttt.s in the
[fttderc|a|'k. nr wtflt HID]! other, prior In the start of the
zttlventttre. 't‘tn;\ «um meet and gel to know cztch other
as prisonc J the tlrow. Hay ‘ who vmultl Itke lhctr
cttnracm-s n» lune n strtmger L ntlcrtlttrk ttntltteclton can
choose from the bztckgmuttd opnuns. tn appendix A.

’Prisoners of [hr 1'7r-.,\\ " _t tt ~ tht rhtnrm lers start
at1~t1r\'e1.andth;ttihr}\tt1i:1(]’ttr\'rlnrltmeltitttot
3rd) h_\ the end nt'tht~ . |ld)Vlt! rt tht .'~ld\t Htufr‘. (jiten
the A Itztltettgcs of thr ;n1\»:tttttrt zmrt rhv ttftllgrfb 01 the
LntJet'dark ytttt t .m -tun the cltztntt ten at a higher lcvcl
(2nd or 3rd) in Hlakt‘ thtnqs tt but raster tut’ the players

ESCAPE!
The t-ttnnn let‘: goal H1 um ( hauter 01 mt» ;tr\\':'rtturr
ls %tr;«tIg1It1ut‘»\at‘d Psmtpr tnnn the dram 0\tt[)n>t nt
\'«tkttttnt\e. \~t(h an <‘_\.t‘ ltmattt rscaptnfl frorn the
UI|(1P!f1LH'k.liU\\'(I\'(’t’.HIl§ goal is c0ntph«'2tn‘:I tn the
zttlvHtturer:' lack 0ff;tmt]t:trtt_\‘with thctrsltrmulttlings.
Ettrn tr the pt‘ts0nL‘rs run get u\'\a\ [tom Iht‘ dmvt. vtlu-:t‘e

\’vt|1lhE»‘gD and htm nttt they snt-vtxtsa

RESTRAINTS
,\tt Ih(‘, L]rU\\ 5 pt‘ts0nI3rs inrhuling {hr cltar:tctr'r.\.
\\.('£H'¥l’UHa1LU.ECD“8l‘§along nntt tl\dI‘tat‘1csC0t1t1(‘L'tr*tl

(0 iron twtt. by n short1rrtg1I?tu!'t*}tutIt Thu: team
[hr prI\‘mIt‘,r:s t'e5trainL‘d. but «tn.-,.~n I meet thctr
mnwrmettt tn‘ speed.

tn atlthllun to being n1;\rI;H‘|e(L spetlcztstcrs rimft have
nny spell cntnpnnenn or hwuxrs. tnittatly Itmtttng lhetr
spt‘,]|4‘:I~sltI\g abtltu (\\t7urtJ1|tdI‘tu;tet‘s dotfr FI<‘t‘(1UlHh’

.~]J€1“3UUkS!0cast spntt. Imt wtll he Itnztblt‘ n» rhzmge
men ptepa|‘r?(lS1JCHs‘ wtthttul ttmn A: sttch, gtvr‘, vttzard
£‘hLir:1Clet'> sontr 1rt'vt'Lty nt (letermintng V\'htA'h ~pe|1s
thry had pttviousl} pmpttrrtl l1(1I)I‘L bctt1gr,ztplttretJ.)
MUfED\‘€r.SpCH(’}I~|lIIg|\HlpOSSi|J1(‘tl't<t(h‘VhP.tnte pen
bectxuse urn; rt1£Igtt’i!|WL\r4I:(xEt‘ arert 11)

Slipping: out of m2tn:4L'1r‘s r€qtItrr‘S n mm mnt DC
20 Dexteritychtit k. \\ht|ee breaking them rrttutres

I
u

I
1

uttuuuutuntunu



a successful DC 20 Strength check. A character
can unlock the manacles using thieves‘ tools with a
successful DC 15 Dexterity check. The manaclcs have
15 hit points. The iron collars can be broken with a
successful DC 20 Strength check. The collars have
12 hit points. A character who fails a check to break a
collar. break £1 set of rnanacles. or escape from a set of
manaclos can’: attempt checks of that ltinrl again until
he or she finishes a long rest. A character can still use
the Help action to aid another char ,r, however,

THE ADVENTURE BEGINS
The characters begin the adventure in the slave
pens oi Velkynvelve. Stripped of everything but their
underclothing, they are at the mercy ofthc dark elves
and in the company of other prisoners, many of who
aren't what they seem.

Captured by the drow! You wouldn't wish this rate upon
anyone. yet here you are—locked in a dark cave. the
cold, heavy weight ofmetal tight around your throat and
wrists, You are not alone. other prisoners are trapped in

here with you, in an underground outpost far from the
light ofthe sun.

Your captors include a cruel drow priestess who calls

harsclfmstress llvara of House Mtzzrym. over the
past several days, you've met her several times, robed
in silken garments and flanked by two male drew. one
ofwhorri has a mass orscars along one side orivs
face and neck.

Mistress llvara likes to impress herwillwith scourge in

hand and remind you that your life now belongs to her.

“Accept yourtatu, learn to obey, and you may survive."

Herwords echo in your memory, even as you plot

your Escape.

Assume that each player character has been a prisoner
in Velkynvelve for 1d10 clays. (Roll separately for each
character.) The characters spend most of this time
loclted in the slave pcn. crncrging occasionally undcr
heavy guard to perform rncnial chores for their captors’
amusement (sac “Hard Labor").

Feel free to play out any interaction between the dmvv.
the player characters, and the other prisoners. This is
an opportunity to reveal who the rhurattters are and to
flesh out their trackgrotnitls and personalities through
roleplaying. even as you introtlucc some of their fellow
prisoners, llvura’s new CUIISOYI, Shoor, wants to
impress his mistress, while Jorlan. her rnrmcr consort.
sullenly does his duty but casts a curious eye over
the prisoners. Any hostile move is met with poisoned
crossbow bolts [mm the draw. and possibly a strike
from llvar-ans scourge or aray ofsickness spell. The
giant spiders attaclt and poison anyonc who attacks
the draw. The draw don't kill any of the prisoners
(leaving them unconscious at 0 hit points) but have no
cnmpuncuon about beating them.

IN THE SLAVE PEN
\'clk_vnvclv s- slave pen I.‘ - )$€‘d with a heavy iron gate
bolted into the stone. ee urea 11 for more information
about the . ave pen. including optitnis for opening or
breaking through the gat

The prisoners are provided with clay chamber pots,
and one of the duties of slaves is to empty them into the
pool during their shift. There are no other comforts in
the slave pen. Prisoners must sit or lie on the stone floor.
and are let] only once each dny—a thin mushroom hroth
served in small clay bowls passed through gaps in the
bars of the gate.

S_(}Vé\/r_!_ZNGED PossEss1oNs_
The player tthziraclers have not been irile during their
captivity, Hztve eeicli player roll (I r|ZO, and add the
nurnhcr rlftlnys (M10) that player's character has been
irnprisonetl in Velkynvelve. The result determines What,
it anything. the ttliaracter has in his or her possession
when the adventure begins.

SCAVENGED POSSESSIONS
Result Item

2-9 —
lo—l2 A gold coin

1345 A living spiderthe size ofa tarantula
1543 A Scfootclorig strand otsrlt rope
19.21 A flawed carnelian gemstone worth in gp
2244 A rusted iron oarthat can he used as a club

2547 A flint shard that can be used as a dagger
2840 A hand crossbow bolt coated with drow potsori

(see “F'otsoris" in chapter 3 otthe Dungeon
Master's Guide)

FELLOW PRISONERS
Thc chant ers are held with ten other prisoners,
cnpturtzrl during vzlrlous raids and likewise awaiting
transportation to lttcnzoticrronzan. Some can expect to
be sold as slat ' while others await death at the hands
of the draw or their pets. Regardless of what they might
think or the ztdventurers and cacti othcr—outsidc the
slave pens, all the Nrcr. have good reason to cooperate
in order to escape and survive.

PRISDNERS or THE Dnow
auppido
Prince Derendil

Talkzttve and cunning derro
Quaggotll who claims to be a

cursed eltpnnre
Eldelli Feldrun Shield dwarfsmut

from cauntlgryrn
jimjar Deep gnome with a

gambling problem
itont orc hully
saritl-t Kxekarit Drow accused otrnurder
shuusharthe Awakened Kutrtoa hermit and mystic
stool Myconid sprout
Topsy and Turvy Deep gnome wererat twins

tn wit it: l‘l(l~(1I\EltS «'lF‘llll>_ nitoit
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Bu l>l>tDo
A male derro, Buppido is surprisingly gregarious and
talkative, demonstrating a keen mind and a disarming
manner. This pleasant facade conceals the soul of an
insane killer. Buppido sccrctly believes he is the living
incarnation of the tlerro god Diinkal-azan—an avatar
of murder offering bloody sacrifices to create a path
of carnage through the Underdark for his people to
follow to glory. He rationalizt-:5 any setbacks (including
his capture and imprisonment) as part ofhis "divine
plan." His killings are carefully ritualizcd. following

an exacting process of cutting open the victims and
arranging their organs.

Although ntad. Buppido is cunning and capable of
hiding his true nature to serve his own ends. Because
he believes he is a gotl. he is convinced that he cant
he killed (or at least that the death of his mortal form
means nothing to him), so he is completely fearless.
He assumeseverything is part of his divine plan, and
enthusiastically participates in any plot to escape from
the drow so he can continue his holy work. Buppido is
happy to consider his fellow pristirters allies until such
time as he no longer needs them. or becomes convinced
that the omens point toward the need for one or more of
them to be sacrificed to his greater glory.

PRINCE DEREND)L

This hulking quaggoth is the most menacingrlooking
prisoner in the slave pens, and the other prisoners
give him a wide berth. ii any at the characters speak to
him, however. the quaggoth replies in urbane Elvish.
He explains that he is not, in ft t, rt quaggoth. but a
gold elf prince polymorphed into quaggoth form by it

curse. He claims to be Prince Derendil of the kingdom
of Nelrindenvane in the High Forest. His crown was
usurped hy the evil wizard Tcrrcstor. who trapped him
in this form and exilcd him from his people.

Although Derendil ht-haves like the highborn prince
he bt ‘eves himselfto be, he responds to stress and
parti .ularly tlireats—liltr ii quaggoth: violently tearing
foes lilnb from limb and rending their flesh with sharp
claws and teeth. He comes back to himselfonly alter
battle, or when someone reinforces his “true identity"
to snap him out ofit. Derendil laments that he is

ril\i‘ll-kl l’Rl.\0.\Llt: or lHl rmmt

slowly but surely losing hirnseltto thc suvagery oihis
quaggoth form.

In fact. Derendil is simply mad, touched by the
delusions of thc demon lurd Fraz—Urb'luu.The kingdom
of Nelrindenvanc doesn't exist. and all in "Derendil's"
recollections and personality are an illusion created by
the Demon Prince of Deception. The ouaggnth refuses
to believe the truth, and any incontrovertible evidence as
to his real nature sends him into a murderous rage.

ELDETH FELDRUN
A ictnale shicld dwart scant tront Gauntlgrym, Eldcth
is high spirited and proud othoth her heritage and her
people's achicvemenl in reclaiming the ancient dwarvcn
kingdom; she suggests Gauntlgrym as a destination
to escape from the Underdark. Eldetlt is stubborn and
hates the drow and all other "corrupt tlark dwellers"
such as the dcrro and duergar.

Eldeth wants ll) get back home. but she is also defiant
and self sacrificing —and therefore among the most
likely prisoner to perish before getting the opportunity.
it that happe . Eldeth asks at character she trusts to
promlsc to carry word of hcr fate hack to her family in
Gauntlgrym, along with her shield and warhamnier
if they are recovered. This might win the characters
thc approval or Eldeths kin when they latcr v . 't
Ctanntlgryin.

_]lMJAR
A male dccp gnome spy. Jimjar is El reckless rogue
with a dcvil-rnayrcare attitttdc, a fondness for coin,
and an o .t- ion with betting on virtually anything
and everything. once he knows the character jimjar
regularly Offers them bets on things from their own
cfforts ("I bet you ten gold you can't get past that sentry
without being seen") to thc outcomes of random events
("I bet you twenty gold this tunnel is the right way"). He
sometimes uses betting to goatl others into doing things.
but characters can easily turn the tables knowing that
jimjar finds it difficult to refuse a wager. His behavior
is unusual for the dour deep gnomes. and others of his
kind (includingTopsy uutl Turvy) find _]imjar annoying at
best. and unstablc and potentially mad at worst.

jimjar is always true to his word. and he manages to
keep exact track olhis debits and crcdits in his head.



paying up on his bets (or demanding payment)as soon
as po. ible. lies not above pocketing a little extra coin
wheti no one is watching. and he has an arnazing ability
to scrret significant wealth on his person.

jiinjar leels as though thcrcs something odd about
the twins Topsy and Turvy. but he keeps his opinion to
himself unless asked. He does his best to get along with
everyone.although some find his gregariousness and
ranstant wagers grating.

RONT
A male ore from the lceshielcltribe. Rtmt [led from the
slaughter oia band of orcs at the hands of the dwarves.
falling down a shaft arid wandering in the Underdark
beiore being captured by the druw. He's ashaniecl or his
cowardly act and knows that Gruutnsh. the god of the
orcs. is punishing him. But he also doesn't want to die.
or at least not in draw captivity. Rtmt is mean. stupid.
and hateful. hut he also knuckles under to authority and
threats. He especially hares Eldetli. as his tribe is at war
with her people.

Ront engages in threatening behavior and bullying
toward the other prisoners unless someone stands
up to him.

SARITH l(ZEKARIT
A male draw, Sarith is ullen and keeps to himself.
rebuffing attempts to talk to him. He is disgraced by his
imprisoiimcnt but is resigned to his fate. since there
doesn't appear to be anything he can do about it. Sarith
is accused of murdering one nfhls fellow drow warriors
in a fit of madnr but he has no memory of it. He vari
betwccn believing the whole thing is a setup to dis -retlii
and destroy hitn. and tearing that it is all truc‘—which.
in fact. it is. He being held until he can he sent bark to
Menzobcrrallzait as a sacrifice to Lolth and an exaniple
to others.

Unknown even to the other drow. Sarith is infected
with tainted spores ti-om niycoruds Corrupted by
Zuggtmoy. the Demon Queen of Fungi. The initial
infestation of the spores caused S:trith's bout of
madne .and his health and sanity Continue to
deteriorate as the spores grow within his brain.

Snfilvu
Klii-‘lrtil

SHUUSHARTHE AWAKENED
A kuo—loa. Shuushar is likely to be Line of the more
unusual creaturesany of the atlwntiirt-rs have met.
The aquatic hermit is a cairn and peat-eiol presence.
He is aware of his people-'5well-de erved reputation
for madness. and Claims to have spent a lifetime in
contemplation and solitary mt-ditatioii to overcome that
legacy. He appears to have been successful exuding an
aura of enlightened halanrr. Sliuushar is cven calm and
accepting of his current iitiprisonment. merely sa iig
that it is what it is and who can say what end it ni ght
eventually lead ttiwartl?

Although Slluusltar is by far the most sane. stable. and
honest of the adventurers’ fellow prisoners, he is also
the most u ~el - to their immediate goals. The kuo-ma
hermit is t-otriplete pacilist. He doesn't fight on‘ .~

harm to arty other creature. even refusing to tleterid
hirriselror others. He gladly acconipariies the party it
perrniuerl to do so. however. helping them in any way he
can other than Violating his most s:.i<:retl vow.

Shuushar is familiar with Slntilzludop. the kuo—toa

town near the Darklake. and has navigated the twisting
routes of the Darklake for many years. He hopes
to share his enlightenment with his frzllnw kuti—toa.

although he isn't aware of recent events in Sluobltldop
(see chapter 3 for details).

STOOL
Stool is a rnyconicl sprout Capttlrrd by Saritll Kzekarir.
stool is lonely and frightened. naming only to return
to its horns in Ncvcrllght Grove. lfllefrielitled by the
characters. Stool gladly offers to guide them to its home.
promising them sanctuary with its folk. although it isn't
aware of the dangers posed by Zuggttnuys influence on
the rnyconids (see chapter _ .

Stool uses rapport spores to establish telepathic
communication with other creatures. and it does so
to communicate with t‘l'lLtraClet's who are kind and
friendly toward it. The niyconid will also help establisli
COI'l"l|T|U|'1If£I!lt)l1 with Underdark denizens with wlinni
the tzharattters dnri't share a language. Once it l)Ct'.0llleS

attached to one or tiiore oi‘ the adicntur ~rs. Stool
hchat. . otnewhat like an €I‘lKhuSI<’18itl(’.'~llIIJ curious
younger sibling. sticking closu to the t:lmrLtL‘tet’5 and
asking all kinds of questions.

imii ll’.l.\vl\lll*l7l
l ti lllla-Vt



5v4uuS>4AR

rue Aw/u<Ei~lEu

TOPSY AND TURVY
Twin dccp gnomes. Topsy and her brother Turvy
are originally rroni Blingdeustone in the Underdark.
They were aptured by the drclw while out gathering
mushrooms in the tunnels near their home. Like most
other svirlneblin, Topsy has a stringy rnop of hair while
Turvy only has a few tufts of hair atop his otherwise
bald head. Topsy is by far the more social oi the two.
Turvy constantly mumbles and mutters darkly, with
Topsy repeating or translating what her brother says.

Topsy and Turvy hide thc fact that they are wererats.
Infected with the curse of lycanthropy,neither deep
gnome has entirely embraced it yet, and they struggle
to control their wererat instincts and urges. They are
fearful ofwhat potcntlal allies might do if they learn
the truth, and are looking out for each other and their
own survival. With their transformations controlled by
the unseen cycle nfthe moon. you can use the twins‘
impending change as a wild card in the adventure.
They've been prisoners for less than a month, meaning
the full moon is coming.

4
A Monsy CREW
The other prisoners who manage to escape with the player
characters are likely to heroine their companions tor a
substantial part otthe adventure, so it is good to lay the
groundworkiorthosa relationships early on. Some of
the NPCS might not survive the initial escape attempt.
others might be lost to the dangers oftlie Uriderd2rkAor
might reveal their true colors and betray the party, A few
could become true companions. Keep in mind the other
prisoners have their own personalities and goals, but are
generally willing to cooperate fnrtheir own benefit. Their
knowledge ofthe Underdzrkshould encourage the player
characters to keep them around at least initially.

Since managingsuch a large eastofNPcscan be quite
involved, crilistthe aid ofthe players iryou wish, haying
each oltherri take on the role ofmanaging one or more of
the party‘: companions.The player generally decides what
that NPC is doing, with the knowledge that you, as Dungeon
Master, can overrule them as needed by the story. Not only
does this make the secondary characterseasier to manage,
it helps the players get to know them and strengthens the
bonds between the NPCs and the adventurers.
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WHAT THE _P1;l_so_NERs KNOW
Allow the characters to freely mingle and interact with
their lellow prisoners or even the drow guards, although
the guards rarely talk to the "surfatterdwellerscum." or
all the prisoners, only Eldeth and jlinjar speak fluent
Common. The others speak Undercommon (or at least
understand it). Rent knows some Common. while
Derendil speaks Elvish. Stool's rapport spores can
establish telepathic corntnunication to allow everyone
to speak freely. The guards aren‘t observant enough
tn notice.

You might wish to consult the social interaction rules
in the Dungeon Master's Guide, in which case the other
prisoners are initially indifferent toward the characters.
Handle the interactions using roleplaylng, charisma
checks, or a balance of the two as best suits your group
and the way the adventure unfolds.

The characters can learn the following things from
talking with their fellow prisoners. some of who have
been captives of the drow for a tenday or two:

There are nineteen draw at the outpost, including
Ilvara, shoor. and jorlnn, as well as another priestess
named Asha. There are also a dozen quaggoths and a
number or giant spiders.
Three drow guards watch the slave pen from the
hanging guard tower across the rope bridge, visible
through the locked gate.
The cell has some sort of antimagic effect on it (see
area 11 for details).
jorlan the drow warrior suffered disfiguring injuries
recently. Before then, he seemed more in llvara's
favor. Now Shoor seems to have displaced him.
jorlan used to have a wand that shot globs of sticky
material able to trap targets. Now Shoot carries it, as
another sign of their change in status.
It might be a matter of days or tentlays before 2 contin-
gent from lVlCl'lZ()l.)N‘l‘anZt'-In arrives to take prisoners
back to the draw city.

Additionally, the tlrow Saritli Kzekarit knows
the following:

. A gray ooze lives in the pool. its harmless, leading off
waste unless disturbed.

. A supplypatrol irom Menznberranzan is a levy days
overdue, which is unusual.
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The drow divide their prisoners into three roughly
equalsizedgroups and put them to work for a third
at the day. supervised by the quaggoths. Thcir menial
tasks include filling and hauling watcr barrels. operating
the lift, cleaning any or all parts of the outpost (whether
they need it or not), emptying chamber pots, food
preparation and service, washing dishe. anti latmrlry.
The prisoners are also given cruel or pointl asks to
occupy them, and for the dark clves' amu. merit. Such
labors include moving or staolting ror _ . coiling ropes.
and organizing supplies, with prisoners forced to redo
work that doesn't meet the rlrow's arbitrary staiirlartls.

Chzir-actors might or might not work together,
dcpending on how the (lmw split them up. Prisoners
known to be friendly to each other are usually kept
apart. and no more than two or three prisoners are
allowetl to work at a single task at once.

The draw and ouaggoths are cruel and capricious.
but also somewhat lmred and looking for amusement.
The quaggciths are poor conversationalists. hateful and
mistrustlul toward the prisoners. The drow are more
inttllnt-:tl to talk. if only to boast of their superiority.
Characters might trick them into dropping useful
bits olinlormation. such as how long the jottrney to
Meiizoberranzan is expected to take, or that the outpost
is relativelyclose to the Darklake.

BAD DREA S

The characters’ sleep in the slave pen trtiubled and
iitlul. filled with strange tlroains and tlisturliiiig images.
Dark shzltlows seem to move and reach out toward them
as the charactt wander lost through endless mazes ot
tunnels. Oily tentacles slide to brush up against theln.
while a great buzzing and howling rises in the distance.
Suppurating wounds liurst open in clouds of spores OI‘

crawling masses of maggots or insects. At least one or
more of the aracters should wake in a cold sweat from
these nightmares after every rest. feeling as though
something is out there in the dark l:lepths—somcthing
far worse, than the tlrow.

You need not explain the cause of these dreams and
images at this time. Characters can chalk them up to
the conditions in the slave pen. or to tho aftcreffects of
drow poison, but they are omens of what is happening
in the Underdark. Spellcastcrs. particularly rlt-,r s and
warlocks, might be most prone to those dreams. but
they can visit any or all of the characters.

FIGHT‘
Most of the other prisoners arcii t looking for trouble.
and even killers such as Buppido are carelul to hide
their time. Still, huth Derendil and Rent have quick
tempers and Sarith the drow is prone to bouts of
violence as Zuggtmoy's spores take over his mind. it's
possible the characters could provoke a fight. If they do.
some of the prisoners (including the deep gnomes) egg
on the lighters while others keep their distance or even
try to break up the brawl.

Any violent conflict draws the attention of the drtiw
guards. who initiallyorder any prisoners to stand down

from a fight, threatening them with hand rrosshows
from outside the gate. if necessary. they shoot prisoners
with poisoned crossbow bolts to lnrapa tate them.
(see chapter 8 oithe Dungeon Master's Guide tor
information on dmw poison.) The guards let any
fight play out for their own amusement as long as the
prisoners don't seem likely to actually kill one another.

E.EDII.~rG_T1ME
If a prisoner becomes too much trouble, or ifthc drow
need to mete out a lesson on thc price of disohedienc
they make a gruesome spectacle of feeding a inalt-unleiii
to the giant spiders in the webs bcncath V ynvelve.
Drow guards or quaggoth servants thmw the bound
prisoner over the edge intti the wells where the spiders
quickly converge to bite the victim, inyecting their
venom. Once the victim is paralyzed. the spiders wrap
their meal up in webbing.

This event is a convenient opportunity to get rid of one
or more oithe other prisoners helnre the escape attempt
iiyou don't want them around. As well, you can drive
home the uelty and threat or the drow by eliminating
an NPC with whom the characters have formed a bond.

THE DROW
The garrison at Vtrlkynvelve consists oltwelve di-ow,
five draw elite warriors, a junior dmw priestess named
Asha (use the priest stat block in the Monster Manual,
but add the Fey Ancestry, lnnato Spellrasting. and
Sunlight Sensitivity leatures of the draw stat block). and
the outposts Commander.is senior draw priestess of
Lolth named llvara. The drow have the assistance of a
pack or twelve qtiaggoths and SIX trained giantspiders.

PROMINENT DROW
Illnra Mizzvym otow priestess and commander

oftlie outpost
Aslia Varldvee luntot priestess
shoot vandtae Draw elite warrior. llvai.-rs lieutenant

and lover, and Asha’s distant cousin
lnrlan Dusltryvl Malmed drow elite warrior llvara's

Former lieutenant and lover

ILVARA MIZZRYM
The commander of Vclkynvcltc is an ambitious drow
priestess looking to rise in the esteem ofLollli and her
house. She considers command ofa rnerr‘. outpost a
stepping stone in her ascension. The posting is heiieatli
her, and she treats both it and her pr _ nets with
contempt. But she also knows the iiostiiig is temporary,
and she intends to wring every advantage from it in
the meantimt‘,

A member ola drow house with a long history as
slavers. Ilvara is a cruel mistress who enjoys taunting
and tormenting enemies and underlings alike. In
addition to a scourge. she wields a tentacle rad.
Although she has taken Shoor Vandree as her lovcrt
llvara cares no more about him than she did about
jorlan Duskryn, the lover she discarded ditc to his
(‘rippling injuries.

tH\\"TFRl PitiS0\[Ft>' or rllt DRUM
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AS}-IA VANDREE
A iunior drow pricstess tinder llvara's guitiance. Ashe
initially considered llvara an example to emulate.
That changed after she saw how llwira treated jorlarl
Duskr . a seasoned drtsw warrior who was the
commanders lover tip until he was lladly wounded.
"Varfl discarded jorlan without a. , nd thought.
showing Asha the foolishness otexpecting any reward
for loyalty.

Asha is ambitious enough to know she could assumectiinntunrl of the outpost if anything was to happen to
Ilvara, but not courageous enough to challenge her
superior openly. she also knows that she would have to
impress her superiors in the City of Spiders for any such
iield promotion to become permanent. As such. Asha
moves cautiously. fanning the tires of]nrlan's halrctl
while keeping her own hands clean otany plotting.
SHOORVANDREE
This drow elite warrior has assumed the role of llvaras
lieutenant and lover after the injuries suffered liy his
pre~,tlccessor,jorlan Duskryn. Slloor relatively young
and quite arrogant for a draw male. proud of his abilities
anti accomplishments. He is still flush with his successin winning the favor of llvzira anrl advancing his position

zztrti ii l l‘Pii\ll\'l'l'\t\Illlfl1}JUl’\‘

ROLEPLAVINC THE DROVI
The drew are arrogant, rriiei, arid vlcit1uS,vlewingtheir slaves
as little more than livestock and treatingthem with cold
disregard. Even the lowest draw understands the inferiority of
other creatures, behaving toward the prisoners like sneeringnobility. with their superiors. however, the drow are fawning
sycophants with 2 passiveaggressiveedge The males defer
to the females, the rank-andhlewarriors defer to the elite
warriors, and everyone deters to the priestess llvara

Twithin the outpost. which shows in his swagger and
tiie way he lurds it ov r every other male in velkynvelve.
particularlyjorlan. ll insecure in his position. Shuor
feels the need to demonstrate his skill and effectiveness
[0 his mistress and to find ways lu please her.

As llvara's lieutenant. Shclor carrics a Wand ofviscid
g-loos (see appendix B), which one helongeil tolorian
and is used to capture and restrain prisoners.

JORLAN DUSKRYN
_lorlan turned a talent for inflicting pain inln skill as
a warrior. and a certain roguish ciiiirm into a way to
ingratiate himselfwith his female superiors. He quickly
made himself useful to llvara Mizzrym as both the field
commander oi the velkynvelvegarrison anti her lover.
enjoyingall the benefits that came with both roles.

_]or|an thought that Lolth favoretl him, or at least
that hi - charms had deflectcd her malice, until he had
the m ortune nfa ruu—in with a black pudding on an
otllerw routine raid. [lvara's healing magic saved
his life but couldn't undo the tcrrible damage wrought
by the 00zt"s acid. With his tmcc—handsome face
mclted and scarred, and his sword hand twisted and
missing two fingers, jorlan was no longer the warrior
he once was.

Ilvara relieved_]0rlan oi duty during his recuperation,
replacing him with lhc young bravo shnor vantlree.
When she then took Shoor to her bedjorlan realized
his recovery would never be sufficient to regain what
he had lost. His heartbreak and loss has since becomc
a virulent hatred for llvara and Shoor that slowly eats
at hilTi.Jorlan finds the idea of suicide or reckless self—
destruction beneath him. howevcr—unlesshe can find a
way to take llvara and her new lovcr with him.

jorlari knows full well that the sympathy the priestess
Asha shows him is an attempt to manipulate him. But
he's willing to play along for the lime being. hoping to
draw Asha closer and potentially use her against llvztra
when the time is right.

Because oihis injuries, Jorlan has disadvantage
on attack rolls. Dexterity checks, and Dexterity
saving throws.

DROW WARRIORS
The rcmaining drow males garrisoning Velkynvelve
are named Baluk, Betneril. Guldor. Honemmeth,
Imhrosijaezredjevail,Kaiaiinar. Malagar,Nadal.
Nyin, and sorn.



sh’
id
ver.

VELKYNVELVE
The drow outpost is located high in it czivcrn. built
100 feet above rhc rocky Hour. The outpost consists
ofa series of small caves in the raverri walls and (nut
"hanging towe —hullowctl-out stalartiles ronnectetl
by walkways. s ins. and rope bridges. The towers are
concealed by the thitik webs uigi-ant spider. slrelt. ed
bclow thi .so that only the lowermost parts of the
stalactites are visible from the cavern lloor.

With the small amotini olrliin light used in the outpost
shicldtttl from the (7ZtVE:\’II floor below. one might walk the
€|1\lV‘t‘ It-ngth ttfthe cleft without becoining aware of the
outpost uverlieurl. hidrleu in the darkness above the range
ul torches and lanterns. The giant spiders also scrvc as
guards. dropping down on their web strands to pray upon
Creatures that liiid their way into the cavern. Similarly.
drow warriors can drop to the cave floor on lines of
spider silk [0 ambush enemies.

Three caves and two hanging towers silrmiinding a
platform make up the main part of the outpost for the
(lI‘(lW warriors. The largest oftlif‘ hanging towers .

reserved for the priestesscs and the shrinc of Lolth.
while the other is a guard towcr opposite the cave used
to hold slaves. North of the slave port is thr den Or the
outposts quaggoth servants. Watch pos lie at either
end of thc outpost. near the northern and southern
entrances to the cavern.

l._S__ou'l'l-IERN WATCH Pos'r
Near illt‘ southern passage from the cavern is an alcove
used as a watch post.

Two drow are stationed here at all times. keeping
watch over the passage and noting the approach of any
creatures. The duty is long and dull. so thc watcher. art-.
sometimes distracted. A successful Dexterity (Stcalth)
check made against the guards‘ passive Wisdom (Pen
ception) score of 12 allows characters in pa unnoticed.
Any light from the passage or the cavern below automat-
ically draws the guards‘ attention. howcvt .

The drow guards are IlI1(lf’T ordcrs to report iiiiriirlers
immediately.and to keep them iindcr cibS(‘r\'atit>n. They
take no other action unless ordered or un hey s .e
signs ofa significant thrcat. in that case. th v blow
a high, shrill note on A warning trumpet to alert the
whole outpost.

2 BARRACKS
Stone. steps lead lrom the watch post to a l—foot—thick

platturrri 0lLul’khW00d (see "Fiingi of the UnClCl'd;irk"
Carllt-‘.r in this chapter) extending bctwccn two of thr-

hanging towers and into three adjoining i'.;l\'€rns.
The two southernmost caves serve as barracks for tht-

ran1e;ind—lile drow warriors ofthc outpost. Six warriors
dwell in each barracks. cacti set up with a pallet, a small
zurkhwoctd chest for holding pi srinril pussessioris and
euuipineiit. and a side table. spider silk i-one \’l/elJl)ll\g on
the cavern walls is set with hooks for hanging lanterns
anti other items. but the barra are rarely lit.

One drow is present in rta h of the harrarlts raves at
any time. resting in a meditative trun. A resting drow
rises at any significant light or noise. ready to attack.

4
VELKVNVELVE:CENERAI. Fsnuizss
The roiiowing features applytliroughout the outpost.

Light. The interior spaces ofthe outpost are dimly
illuminated by lanterns containing phosphorescent fungi.
while the exterior is dark.

Saund. A small waterfall pouring into the cavern creates
a constant background noise. negating the caves tendency
to arnphry and carry sounds. Checks made to liear things
in the cavern are made normally

Stairs. These 5-fout—wide stairs are carved into the stone
sides otthe cavern between several ofthe cave entrances.

Bridges. Bridges ot’spider—silk rope connect the
walkways to the guard tower and the entrance to the
prieSteSs'5 tower. The swaying bridges are diititult terrain
for nori—drow.

Falling. A creature pushed orrthe Stairs. a bridge. or the
edge ofa platform must attempt a DC 10 Dexterity saving
throw. On a failure. the creature falls. landing in the webs
stretched beneath the outpost. on a successful save. a

creature grabs hold orthe edge and hangs there until it
can climb backup with a DC ll) strength (Athletics) check
made as part ofits movement. A failed Strength check

means the creature is unable to move and must check
again. while failure by 5 or more means a fall to the webs.

Webs. The dense webs utgiant spiders kept by the drow
conceal the outpost from below. A creature falling into the
webs becomes restrained. As an action. a restrained creature
can attempt a DC 12 strength check to break free from the
webs. The webs can also be attacked and destroyed lac l0.
l5 hp per ‘l0—foot section. vulnerability to tire. and immunity
tu iiludgeoning. poison. and psychic damage). Each toot or
movement in the webs costs l extra Foot. and any creature
other than a spiderthat enters the webs or starts its turn
there must succeed on a DC 12 strength or Dexterity check
to avoid becoming restrained. Any movement in the webs
attracts the attention ofthe giant spiders. which attack and
feed on trapped creatures.

A creature falling from the webbirigto the cavern floor
takes lodfi bludgeoningdamage.
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TREASURE
The equipment of the resting drow is stored tinder his
pallet: a shortsword. a hand crossbow with a t .of 20
hand crossbow bolts. a Cl'|E|ll1 shirt. and El l00-foot coil of
silk tone with a small grappling hook at the end.

Each of the six chests in each barracks contains
a llask of drow poison used to treat crossbow hulls
(see "Poisons" in chapter 8 utrhc Dungeon Masters
Guide). One flask has cnoiigh poison to treat 20 bolts.
Each Chest also contains two sols of tilotliing and
M4 items from the Trinkcts table in chapter 5 of the
Player's Handbook.

3. MAII§17HALI_
This rave erves as a gathering and eating place lot the
drow warriors ofthe outpost. it has four circular labl s
carved from zurkhwocid. each surrounded by five chairs.
Part oi the hall is used as a food prop-.irritioii and storage
area. containing stocks of dried and fresh fungi. dried
fruits. cheeses. prcscrvcd meat. and it lew clay-jars of
spices. A heavy irnn brazirr provides heat for cooking
along with dim light. biil rnui: oi the load is served cold.

At any timc. there is a 25 percent chance that 1d4
drow arc in the main hall eating or entertaining
themselves with dice ur card games. ll any drow art:

i>|\t»‘lll'l l|t|\lli\lN‘§4ll lill iiitiiii



present. 1d4 quaggothsare also on hand, serving and
cleaning. If there are no drow lI'| the main hall, there
is a 25 percent chance that a lone qttaggoth is here
performing its duties.

TREASURE
There is nothing ofvalue in the main hall apart from
what the drow have on them, but characters can loot
the larder for the equivalent of up to 30 days of rations.
limited by what they can carry. Each day oi rations for
one character weighs 2 pounds.
4». ELITE BARR_ACKS
The two hanging towers flanking the platform are the
quarters of the elite warriors of the outpost. except for
the commanderslieutenant (eurrcntly Shoor Vandree)
who has his own quarters in the pricstesss tower. Each
hanging tower has two chambers, with a rope ladder
running betwecn the upper and lower chamber through
a zurkhwood trapdoor. The elite warriors have liner
furniture, including zurkhwood chairs and small tables
around which they sit.

One otfduty drow elite warrior rests in one of the
chambers here at any given time. There is a 50 percent
chance that one quaggoth is also present, carrying out
chores such as cleaning up or delivering water. Either
reacts hostilely to intruders. but they might choose to
flee and warn the outpost rather than attack, depending
on the odds.

TREASUR E

The equipment of the resting drow warrior is stowed
beneath his pallet: a shortsword, a hand crossbow with
a case of 20 bolts, a chain shirt. and a 100»foot coil of
silk rope with a small grappling hook at the end.

Each of the chests in the four chambers contains a
flask of drow poison used to treat crossbow bolts. One
flask has enough poison to treat 20 bolts. Each chest
also contains two changes of clothing, 2dn sp, ld8 go,
and ]d4 items from the Trinkets table in chapter 5.
“Equipment," of the Player's Handbook.

5. LIFT_
Attached to the edge of the barracks platform is a winch»
andbasket device consisting ota large swinging arm
that carries a thin cord of strong spider silk. The cord
runs through a series of pulleys from a handcranked
horizontal spool to a heavy woven basket suspended at
the end. The basket is kept up on the platform except
when it is in use.

Two quaggothattendants remain by the lift to watch
for a signal from below for the basket to be lowered.
They are on guard in case anyone other than a drow or
one of their own kind approaches.

USING THE LIFT
Up to four Medium creaturescan tit somewhat snugly
in the basket, which is swung out over the edge of
the platform and lowered to the cavern floor below by
turning the spool using attached handles. This requires
a successful DC 18 Strength check. normally provided
by two quaggoth servants (one of which makes the
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check whilc the other assistswith the Help action).
Once on the cave floor. the basket can be loaded with
other passengers or up to 800 pounds of cargo, then
lifted back up to the platform in the same way. It takes 4
rounds for the basket to move between the platform and
the Hour undcr normal operation.

SHRINE T0 I_oL'rH
A steep rope bridge leads from the walkway ledge
to the uppermost level of the largest hanging tower.
called the priestess's tower, The floor ofthis circular
chamber is covered by dark silken mats with a pale web—

strand pattern woven through them in silvery thread.
In the middle of the chamber (at the center of the web)
stands .1 broad pedestal carved from zurkhwood. with
a 10-foot-high sculpted spider at its head. The carving
is so lifelike that anyone initially entering the chamber
and seeing it in dim light must succeed on a DC 12
Wisdotn (Perception) check to recognize it. On a tailure,
a character mistakes it for a real giant spider.

This place is a shrine to Lolth, the drows spider
goddess, and also serves as quarters for Asha. the junior
priestess. She tends the shrine, overseeing routine
rituals and offerings to Lolth.

Roll a d6 when the characters enter the shrine to
determine who they might meet.

SHIINE Acrlvnv
d6 Activity

1-2 Asha is in the room alone, resting
3-4 Asha and ldb drow are engaged in worship
5 6 The shrine is empty

The back half of the chamber, behind the altar. is piled
with a semicircle of pillows and cushions. Rcsting
among these is a giant spider trained and kept by the
priestesses. The cushions give the spider sufficient
concealment to hide from anyone entering the tower
from the front. A character must succeed on a Wisdom
(Perception) check contested by the spiders Dexterity
(Stealth) check to spot it before it moves.
TREASURE
The altar is flanked by a pair of heavy silver candlesticks
worth 25 gp each. They hold thick black candles. lit only
when a ritual is being performed in the shrine.

The eight "eyes" of the spider statue are eight pieces
of polished jct—four small ones worth 5 gp each and
tour larger ones worth 10 gp eaeh. Any non-drow who
possesses these gems falls under a curse from Lolth. All
spiders and spidcrlike creaturesattack the bearer of the
stones on sight. and such creatureshave advantage on
checks to detect the possessor of the stones. The curse
lasts until all the stones are given into the safekeeping
of a drow worshiper oi’ Lolth or the gems are subject to a
remove curse spcll.

7_-I’-VA_“E.‘_’£!?."“i._
A rope laddcr leads down from the shrine into this
chamber, which serves as private quarters to Mistress
llvara, priestess of Lolth and commander of Vclkynvelve.
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: agar v.-aenmlingfi'Dm a central spot on the
.‘I2:Ex an E chenls. then diapcd Clown like curtains.
Tit. ‘amen mam ccner the Hour. while a low platform
5 tiered I121 L‘L§lJ.|0l’E and pillows to make a broad.

ér _'(.e bed. One side of the chamber contains 3

iii
Zabie and two chairs. While the other holds a small

§_m2e IO Lolth. draped in white silk. A heavy chest of
blackrstained zurkhwood sits at the foot of the bed.

llvara retreats to her quarters for privacy, and
meditation. Roll a d6. On 1—2, the priestess i here. On
a roll of 1. Shoor Vandree is also here with her. llvara is
furious if anyone dares to enter her quarters unbidden.
If the characters catch her here. she casts web, conjure
animals. or irlseclplague to bedevil them while she flecs
and calls for help. lf Shocir is with llvara. he attacks to
cover her escape.

TkAr
The chest is locked, and llvara keeps the key in a hidden
pocket on the inside of her belt. The lock is trapped with
a poison needle tipped with draw poison (see “Poisons"
in chapter 8 or the Dungeon Master's ctiide). which is
activated it any attempt is made to open the lock without
the proper key. The victim takes 1 piercing damage and
must succeed on a DC 13 Constitution saving throw or
be poisoned for 1 hour. If the saving throw fails by 5 or
more. the target is also unconscious while poisoned in
this way. A successful DC 20 lntelligence (investigation)
check reveals the trap. A character using thieves‘ tools
can make a successful DC l5 Dexterity check to disarm
it. Picking the lock requires thieves‘ tools and another
successful DC 15 Dexterity check.

TREASURE
The side table holds a small silverlramed mirror worth
10 gp. The small shrine to Lolth is carved of zurkhwood
and bone. and inlaid with scmiprecious stones. It is
worth 50 gp ifthe characters can lind a buyer for it.

The chest Contains a variety of silken garments and
personal items. There is a silver Chain headdress set
with small onyx stones, worth 50 gp, and a drawstring
bag containing two potions ofhealing. A small leather
purse contains 24 gp. 30 sp, and a small moonstone
worth 20 go. while another purse is llvara's spare spell
component pouch.

Additionally, the chest contains any valuables once
held by the rharztcters and NPCS. including any
spellbooks. components, focu and magic items lost
to the adventurers.

8. SHooR’s UARTERS
The lowermost and smallest chamber of the priestess's
tower belongs to the commanderslieutenant. the leader
of the elite warriors of the outpost. Shoor Vandree.
llvara s current favorite. is the present occupant. The
area's former occupanl,jnrlan Duskryn, has been
displaced to the elite barracks after his recent injuries.

The chamber contains cushions lald out across floor
mats. a small carved table with two chairs, and a sturdy
zurkhwood chest.

ltnrrml
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Sltoor spends most of his off-duty time in llvara‘s
quarters. attending to his mistress or awaiting her.
Unless you wish him to be found here. his quarters are
unoccupied.

TRAP
The chest is locked. and Shoor keeps the key in his belt
pouch. The lock is trapped with a poison needle trap
identical to the one in llvara‘s quarters.
TREASURE
The table holds a pewter pitcher and a pair of matched
goblets, worth a total on gp.

The chest contains Shnors personal items and
clothing, as well as a small purse containing 20 gp.
a black velvet mask stitched with silver thread in a
spiderweb pattern (worth 25 gp). a set of bone dicc
engraved with Elvish characters (worth 10 gp). a small
black velvet bag containing a spidershapedonyx brooch
(worth 50 gp), and a flask of strong. syrupy blue liquor
(worth 10 go). The liquor leaves anyonc who drinks it
pleasantly poisoned for ld4 hours.

9. WATERFALL
Water vents through a crack in the ceiling near the
eastern wall between the stalactites ofthe priestess‘s
tower and the guard tower, creating a small waterfall
that pours down to the cavern floor and forms a natural
pool (see area 14). Quaggoths gather small barrels
of water from the head of the waterfall to serve the
outpost‘: needs.

The water makes the stone wall within 10 feet of it
difficult to scale. Any creature attempting to do so has
disadvantage on checks made to climb. Any character
who falls lands in the pool below. taking no damage.

10. GUARD TOWER
The fourth hanging tower, connected by rope bridges to
the slave pen and the walkway alongside the priestess's
tower. serves as a guard tower for observing the cavern.
the western passage. and the slave pen.

The lower chamber of the tower is occupied by two
draw and one drow elite warrior on guard duty. It
contains El zurlthwood table and three chairs, a smaller
side table, and spider—sillt wchbing set with hooks for
hanging equipment.

As at the watch posts. guard duty here is a dull affair.
and the guards are usually distracted enough (talking
or passing the time with dice games) that prisoners
can move or act unnoticed with a successful Dexterity
(Stealth) check contested by the guards‘ passive Wisdom
(Perception) score.

The towers upper chamber stores extra arms and
armor for the outpost. Characters who gain entrance to
the armory can easily loot it (see “Treasure").

TREASURE
The contents of the armory include the following:

- 6 chain shirts
. 6 suits of studded leather armor
- 6 shields
- 6 hand crosshows
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- 20 cases or hand crossbow bolts. each case C0lt—

taining 20 bolts
- 5 shtirtsworils and 10 daggers
- 6 bags nicaltrops (20 caltrops per bag)
. 4 l0o—ioot—long coils otsilttrope
- 2 building hammers (not usable as weapons)
- 2 bags or iron spikcs (l0 spikes per bag)

11. SLAVE PEN
This cave is built to hold captives ttntil they are sent to
Menzoberranzan to be sold as slaves.

The gate in the slave pen is kept locked. A character
using thieves‘ tools can pick the lock with a successful
DC 20 Dexterity check. A character using makeshift
tools can attempt the same check but has tilisadvantage.
A lQCk~pI(7l(lngattempt might draw the attention of
the giiarrts, requiring a Dexterity (Stealth) check
contested hy the guards’ passive Wisdom (Perceptitsti)

scorc to any it off without notice. Each ofthe guards
on duty in the other ar of the outpost has a key to
the gate hanging from a belt ring. Breaking the gates
lock anti forcing it open retpiires a successful DC 20
Strength eheclt.

MAGICAL WARDS
The drctw have placed powerful wards on the slave
pen to inhibit spellcasters and shield the area against
scrying attempts.

Spell. , st within thc slave pert have no cffect. and
any slot or magic item charge expended to cast such a
spell is consumed. The wards tlon't suppress or negate
spell effects that originate ntitsitle the slave port. For
example. it creature under the effect of an invisibility
spell remains invisible when it enters the‘ slave pen.

Creatures insidc the slave pen cant be targeted by

any ilivination magir or perceived through magical
scrying sensors.

12- Q.‘W3iTH.PLBeyond the lave pen and down it set of stone steps. this
cave is used as a den by the dozen quaggoths that SL'l'\’P

the draw of Velkynvelvc. The interior is littered with
nest—likc mounds of debris and the scattered bones Or

thc qtiaggt>t|is' past meals.
Thes Wants otthc itrow use the non only to sleep

and cat. wtlll 1d4 quaggoths resting here at arty given
time. The quaggoths attack any creattlru that comes into
their den that isn't a drow. 2| spider. or one of their kind.
They don't initially attack unknown quaggoths or draw
on sight. but they know all those assigned to the outpost
and will question strangers. Derenoit anti sartths status
as prisoners is known to them.

13. NORTHERN WATCH Post
This small .'tlCt)\'e just past and below the qtiaggoth tien
has thc same features as the watch post at area 1.

Two drow are stationcd here on watch. typit-ally
hating that duty for its proximity to the qtiaggoih (len.
the slave pen, and the pool.

l4. PO01.
Water pouring down from the waterfall at area 9
iorms a 20-fo0t—deep pool before flowing out into an
underground river that travels several miles before
spilling into the Datklnkt’. since the draw take the water
they necrl from the top of the waterfall, they use the pool
to dump waste and garbage. Although this fouls the
stlrfatte of the pool. the mttstant flow keeps the water
beneath the surface clear.

A gray ooze lurks in the pools shallows. blending
pcrfttctly with the dark. wet stone. lt feeds on the
waste dumped itito the pool, along with the occasional
creature that finds its way into the cavern or falls
into the pool.

The inhabitants of Velkynvelve rtzmnin unaware
that the recent arrival of the demon lord juiblex in the
Uttdertilark has matte this ooze particularly aggressive
and malevolent. Iii addition (I) attackiiig any creature in
the pool, the ooze. surges up to lo feet out ofthe pool to
attack crcattirr: at its edge. When it does so. creatures
within 30 feet of the ooze telcpathically sense a voice
cry out. “Flesh for the Faceless Lord!"

MEANS OF ESCAPE
Unless they want to spend the rest ofthcir lives as dmw
slaves. the characters should quickly begin looking
for ways they can t: ‘cape. Though the task will not
be easy. the chart can take advantage of certain
opportunities if they use their heads.

1\_cguls1TloNs
One or more ofthe charactc ' might have useful items

I‘ “Sravenged ]"osscssions"), and
ide the ave pen creates new opportunities

for the rliaractei-s to acquire antl hide small items.
inciiiiiing makeshift weapons or tools, or t- en litt a key
to the slave pen from a guard. What they can acquire
elepentls on the work they tin and when: they go. use
the (lost: ption ofthe tliflerent locations throughout the
outpost as a guide In opportunities. Taking something
without being noiicctt requires a successful Dexterity
(Sleight oi Hand) clietit (t0nlE!S[Ed by the wlstloni
(Perception) chct-ks otany active observers. or using an
tihservei-‘s pass e Wisdom (Perception) score as the
bass: DC. A prisoner that fails the rhettk is commander!
to relinqttish the item. on pain of death.

What equipment and treasures the characters claim
during their est-ape depend on how much of the outpost
they art‘ able to explore beiort‘ fleeing. For sornt‘
charaeti-rs. it might be a (tin rhalienge to escape into
the ljndei-dark with little more than the clothes on their
backs For others (includingspellrasters who need
spellbouks or components). consider placing the party-‘s

capturetl equipment (normally in llvai-as quarte s) in

an alternate location if the characters are intent on
cscaping without exploring all of the outpost. such as
the elite drow barracks (area 4) or the armory (area 10).

«ltti-ltv
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When the initial contact between the adventurers and
the other prisoners has been played out.]orl2ln Duskryn
arranges tn bring the prisoners their food duritig
his guard duty. (Shoor delights in giving jorlan such
menial work), Standing at the gate to the slave pen and
passing in howls, he tnutters to the nearest character:
"If I could give you a means to escape from here, would

you take it?"
If the answer is affirmznive.]orlan quickly and quietly

proposes to leave the gate to the slave pen unlocked.

as well as to create a distraction during the changing
of thc guards on duty. He tells the characters about the

armory. located in the chamber above the guard post in

the hanging guard tower in front of the slave pen. The

escapees can jump down into the webs below. then over
the edge into the pool, making their escape from there.

jorlan doesn't particularly care it the prisoners
actually escape, which is why he doesn't offer any
further help or warn them about the gray ooze in the
pool. li suits him_iust as well ifthe prisoners are killed
during their attempt to flee. He simplywants to create
an enlbarrassing incident for shoor and llvara.

Jorlan furtively glances around as he speaks quickly to
the characters. If they que ion him or ask for changes
to the plan, he insists it is all he can do. lf they accept. he

is true to his word, leaving the gate unlocked close to the

next guard shift change and delaying the replacement
guards tor a few minutes.

A Fuvfl 0;D1M91s

_ ._During a guard change, the prisoners hear a horrible
droning buzz echoing through the cavern. followed by

inhuman shrieking. Alarm horns sound out as four
chasme demons pursue a pair of vroek demons into the

cavern trorn the northern passagc. The demons swoop
and buzz around, initially ignoring other creatures as
both groups savagely assault earh other. The demons’

arrival catches all of the drow off guard.
The drow rush to defend the outpost from a possible

attack. The demons initiallybuzz past the hanging
towers, leaving the walkways and caverns out of range
or the effects ottheir droning and screeching. However.

drow and qtiaggoths in the towers are close enough to
be affected. The aerial battle eventually circles around
the platform and the towers of the elite warriors as the
demons savagely tear into each other.

The drow move to engage the demons and defend
the outpost, leaving the characters with an opportunity
to escape. You can combine this event withJorlan's
offer to leave the gate unlocked, making it easy for the
characters to slip away. Alternatively(or if they refuse
jorlan‘s offer). the characters can use thc distraction
to engineer their own breakout, then decide how to get
down to the cavern floor and where to go after that.

Describe the chaos of the demon attack and the
drow's response as the escaped prisoners try to flee.

The characters can follow ]orlan’s suggestion to drop
into the webs and then dive into the pool, possibly
dealing with a giant spider or two and the gray ooze
along the way. Alternatively, they can look for another

(.HAl‘lFRl i l‘klSUiVER:‘ or l'll| Dlluw

way down. Reaching the lift requires getting past the
druw clustered on the platform and then attempting to

operate it during the attack. which might prove difficult.

llyou want to provide an additional challenge for the
characters. a vrock tumbles almost in front of them as
they reach the cavern floor or move toward their chosen
exit. The demon is badly woundedi but even with only
11 hit points remaining and having expcndcd its spores
and stunning screech abilities, it is still quite dangerous.
It screeches at the characters, but it they do nothing
to threaten it for 1 round. the demon takes wing and
launches itself back into the fight overhead.

If the adventurers take on the fallen vrock and defeat

or escape from it, award them a quarter of its usual XP
value, or 575 XP. given its weakened state.

lfjorlan is alive when the demons attack, he might

use the distraction to free the prisoners (as described in
“_]orlan’s Gambit").Any character who asks Jorlan about
the demons gets a stern reply: “The demons are not my
doing. Fight them at your own risk."

LEAVING VELKYNVELVE
The characters have three choices for leaving
Velkynvelve: the north, west, and south passages.

NORTH PAssActi_
This leads toward Menzoberranzan (see chapter 15)

and, eventually, Blingdenstonc (see chapter 6). Most
of thc characters‘ fellow prisoners discourage travel
toward the drow city, and the deep gnomes suggest
Blingderistoiieas a route out of the Underdark. The
party can also follow a circuitous route westward
toward the Darklake (S(‘l’, chapter 3).

WEsT_1’s§s_AGE_
This lcads most directly toward the narldakc (see
chapter 3), although the party could eventuallyveer
south toward Gracklstugh (see chapter 4).

S 0‘£H_P_AS5£3E_
This leads toward the duergar city of Gracklstngh (see
chapter 4), following a southwesterly route. Charactcrs
might need to pass under the battling demons, but the

cavern floor is well out of range ct their droning and
screeching. Tlic demons locked in combat ignore the

escaping prisoners, with the possible exception ofa
fallen vrock (see “A Flight of Demons").

Whichever route the characters take. chapter 2 covers
their passage through the Underdark toward their
eventual destination.

XP AWARDS
in addition to the XP awards earned for overcoming the

creatures in this chapicr, escaping trorn Vclkynvelve

earns the characters a special award of 150 XP (divided

equally among all party nienihcrs).
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ON THEIR Own
In the event that none ofthe prisoners who manage to
escape with the party can navigate lrl the Underdatl<—
or none that the characters are willing to head at any
ratethe adventurers will be forced to wander.The party
remains last until the characters encounter creatures able
to give them directions or intent on capturing them. Such
creatures can lnclude kuu-toa from Sloobludop. duergar
slavers or merchants from Cracklstugh, the goblins from
the Sillten Paths encounter, or even their draw pursuers
intent on dragging them back to Velkynvelve.

ww—
- Jimjar can guide the party to Blingdenstone from

the north route out of Velkynvelvc. The svirinehlin
city will give the characters access to the surface,
although jimjar is fine with visiting other interesting
places along the way, as well as taking Stool back
to its home.
Rent is unfamiliar with the Underdark and can't navi-
gate. He's willing to stick with the adventurers as long
as they seek a destination that gets him back to the
surface world.
Sarith Kzekarit is the best potential guide in the
group, but also the most deceptive. He can navigate to
any region of the Underdark shown on the map. but
will encourage the rharactcrs to travel to Ncverlight
Grove (see chapter 5). He claims to want to take
advantage of Stool's olrer of sanctuary, but it is actu—
ally the influence of Zuggtmoys demon-tairltcd spores
upon his mind.
Shuushar can navigate through the Darklake once the
party is within three miles or any part oiii. He's wil1—

ing to travel with the characters and guide them. and
suggests visiting the kutrloa town of Slnohlutlop to
acquire boats. Shuushar wishes to return to his own
people in hopes of guiding them to the enlightenment
he has achieved.
Stool can'l navigate and has no knowledge of the
local area, but it desperately wants to return home to
Neverlight Grove, pleading with the characters to take
it there. It claims that its people will be grateful and
offer the party shelter and aid, and describes its sovere
eign as wise in the hidden ways of thc Underdark.
Topsy and Turvy can navigate to Blingdcnstone. but
they're reluctant to do so. As such, they are likely to
support any suggestion that will not take them to their
former home. Once they feel safer, they're likely to
strike out on their own. just as they were before the
drow captured them.

UNDERDARK TRAVEL TIMES

UNDERDARK TRAVEL
The Underdart-t is a vast network of caverns, tunnels,
vaults, and passages stretching from one end of Faerun
to the other. lts physical features are even more varied
than those of the surface world. Subterranean rivers,
fungus fields. deep gorges. underground cities, yawning
cl1asms—the adventurers will have to deal with all these
features and more.

Much ofthe party's travel through the Underdark
is handled abstractly, using the rules and advice in
chapter 8, “Advcnturing." of the Players Ilandbook,
The followingspecific guidelines apply to travel in the
Underclark during this adventure.

TRAVEL PA_cE

Travel pace in the Underdark IS sigtlificantlyslower
than for overland travel. Not only are the tunnels and
passages often difficult terrain with uneven surfaces,
but routes in the Underdark are rarely direct, and
the characters must follow available passages and
their various twists and turns. climbs and descents.
Creatures that can burrow through solid rock (such as
purple worms) move at their normal burrowing speed,
but this isn't likely an option for the party.
UNDERDARK TRAVEL Pace
Pace Miles PerDay Ettect
Fast 8 >5 penalty to passive Wisdom

(Perception) scores; no imaging
Normal 5 —
Slaw 4 Improved foraging. or able

to use Stealth

A fast pace makes it harder to spot ambushes or
items of interest and prevents the characters from
foraging,while a slow pace allows the characters
to travel steztlthily enough to surprise or sneak past
creatures they encounter. and improves their chances or
successful foraging for food and water.

The Unclerdark Travel Times lalilé: shows the time to
travel between the locations in chapters 1 through 6 of
the adventure. These times assume that the party moves
at a normal pace without stopping (other than for time
spent resting or becoming lost). For a fast pace, reduce
the travel times by one third; for a slow pace. increase
them by one third.

Location velkynvelve Sloobludop Ciracklstugh Neverlight Grove Elingdenslone Menzobevtanzan
Velkynvelve — 8 days 23 days as days so days 26 days
Sloobludop 3 days

_ 20 days 25 days 20 days 20 days
Gracklstugh 23 days 20 days — 12 days 20 days 27 days
Neverlight Grove 35 days 25 days 12 days

e
16 days 24 days

Blirlgderlstone 30 days 20 days 20 days in days — 8 days
Menzobenarlzan 25 days 20 days 27 days 24 days 3 days —

I8
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When an encounter occurs during the adventurers‘
journey. a utunber ct factors will play into its setup and
potential dificulty.

SPACE AND MARCHING ORDER
Ask the players to establish [W0 marching orders for
the characters—one for movingsingle me and one for
moving two abreast. Then when an encounter occurs,
roll 3 d6. On a roll of 1-2, the party is traveling through
a narrow passageway. so position the adventurers in
the singlesfile marching order. On a roll of 3—4, the
characters are traveling through a standard passageway
and can use the two—abrezist marching order. On a roll of
S—6, the encounter occurs in 2| large open area, so allow
the players to position the characters wherever they like.

ILLUMINATION
Roll a d6 to determine how an encounter area is
illuminated. On a roll of 173, the area is tlimly lit by
the phosphorescent moss and lichen common in the
Underdark, or by faerzress (sec “Faerzress"), On a roll of
4—6, the area is dark except for whatever light sources
the characters might have.

NOTICING THREATS
The passive Wisdom (Perception) scores of characters
in the party count toward noticing hidden threats only if
both the followingconditions are met:
- The characters are able to see the threat (due to lil|il~

mination or darkvision) or otherwise perceive it.
- The characters aren't engaged in other activities,

including navigating or foraging.
A fast pace imposes a —5 penalty to passive Wisdom

(Perception) scores to notice threats. You might also
decide that only characters in a particular rank of the
marching order are able to notice a specific threat.
SURPRISE
When an encounter occurs, determine if the
adventurers or their foes are surprised, as normal. The
adventurers can achieve surprise only if all the following
conditions are met:
- The encounter occurs while the party is moving (not

stopped or camped).
. The party elected the stealth option while moving at

a slow pace.
- At least one party member is capable of noticing the

threat and Communicating it to the rest of the group.
I_\{§v1GAT1No_
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Becoming lost is a serious risk in the twisting tunnels
ofthe Underdark, and travelers can wander in circles
without knowing it. Creatures unfamiliar with a
given region of the Underdark are automatically lost,
Wandering in a random direction for every 4 hours of
travel until they encounter an area they are familiar with
(which could be a very long time).

Even creaturesthat know the routes of the Underdark
aren't immune. For each day of travel, and any time
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the characters set out again after finishing a short or
long rest, the party's navigator makes a DC 10 Wisdom
(Survival)check. If the party is moving at a slow pace,
the navigator gains a +5 bonus to the check, while a fast
pace imposes a —5 penalty. A failed check result means
the characters become lost. wandering in a random
direction for 1d6 hours before the navigator can make a
new check to lind the right path.

MAPPING
A character not focused on any other task—includimz
watching for danger while traveling—canrecord the
groupsprogress through the Underdark and create a
map or the route. Such a map can be a useful resource
in later chapters of the adventure when the characters
retrace their steps. Having a map allows the party to
navigate that area without any chance of becoming lost.

FORAGING
Unless they obtain a supplyof food and water. the
adventurers must forage to survive on theirjourney.
Finding sustenance in the Underdark is difficult but
not impossible. Characters can gather food and water
if the party travels at a normal or slow pace. A foraging
character makes a Wisdom (Survival)check. The DC is
typically 15, but might be as high as 20 in some parts
of the Underdark, Food and water requirements for
characters are described in chapter 8, “Adventuring," of
the Player's Handbook.

In addition to foraging, spells such as create food and
water and goodberry can help provision the party, and
there's always a chance for the characters to encounter
others from whom they can buy or steal provisions.
Additionally, many creatures the adventurers might
meet and kill can be butchered. but the meat they yield
spoils after a single day if uneaten. Eating spoiled meat
might require a Constitution saving throw to keep the
meal down, aWisdom saving throw to avoid acquiring
a level of madness from the awful experience (see
“Madness" later in this chapter), or both.

CREATURE FOOD YIELD
Creature Site Food Gained
Tiny 1 lb,

Small 4 lb.

Medium 16 lb.
Large 32 lb.

The characters‘ need to forage and acquire supplies
serves as a motivator to drive them to explore and visit
different parts of the Underdark. The more desperate
their need becomes—as levels of exhaustion rack up—
the more risk players will likely be willing to take.

TIlvt§vKEl~:l=lNG_
With no sunlight, visible sky, seasons, or weather in the
Underdark, most characters can only track the passage
of time based on their periods of rest. Most Underdark
creaturesdo the same (if they care about timekeeping at
all), unless there is a local means of keeping time.
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EAERZRESS
An unusual magical energy the drow call faerzress
pervades much of the Underdalrk. The origin of this
mysterious arcane power is unknown. Legend claims
it is an ancient elven magic dating hark to the time
when the dark elves were first exiled from the world
abov ,. The drow and other Unrlerdark creatures use the
properties of areas suffused with [aerzress to protect
their settlements.

Areas suffused with faerzress can range in size from
a few dozen feet across to several lniles in diameter. and
feature the following effects:

Areas suffused with Ilacrzressare always filled
with Lllm light.
A creature in an area suffused with faei-zress has
advantage on saving throws against any divina—

tion spells. If a divination spell dtle n't allow a
saving throw, the caster must succeed on a DC 15

Constitution saving throw in cast the spell. Failing
this save means the spell is wasted and has no effect.
Any creature attempting to teleport intcl. within. or out
via [aerzresssuffllsed area must succeed on a DC l5
Constitution saving throw. On a failed save, the <‘r<‘ll—

lure takes ld10fclrce damage and the teleportatmn
attempt fails. Even if the save succeeds. the ti»leptirta-
titan attempt can suffer a mishap as ifthc d nation
was known only by n ription. regardless 0fl1(vVV

familiar the destination actually is. Soc the table in
the leleport spell for more information.
Areas suffused with faerzress have become tainted by
the chaos of the demon lords. When a spell is cast in
a faerzrcssrsufiused area. the caster rolls a C120. On a
roll of l. the spell has an additional effect. determined
by rolling on the Wild Magic surgc tahle in chapter 3.

"Classes." of the Player's Handbook.
Ttioiigli faerzrcss cant tic dispelled. its effects are

temporarily suppressed in the area clan anrimagic field.

EQUIPMENT
Thc Cquiprnent the characters have on hand will depend
on what they were able to salvage or steal in their
escape lrcrn Velkynvelve. I nrleerl. tine of tlle primary
rc- (HIS [or the party to visit lrnnwn settlements in
the Unrlerdark is to acquire proper equipment and
provisions.

9_1_l:\FT1NG
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Characters can u. downtime during their travels
to craft equipment. provided they art: proficient with
the necessary tools and have access to them (see
"Downtime Anti in chapter 8 of the Players
Handbook). Having [r)in1pIClVlS(‘ tools doubles the
Crafting time. and some items rcqtlire materials that
are hard to find in the Undcrdllrlt. includingwood and
other surface—woi—li:l plants. Leather. bone, or zurkhwood
(scc Fungi or the Undcrdark" later in this chaptcr)
might substitute in some Cllses. (‘rafting can include
modifying scavenged or salvngerl items to hr ctticr
needs such as creating a make hilt suit olarrntir from
gathererl pieces of armor and other materials.

COMPONENTS
Spellcasters might be without material comportettts
for their spells (see "Components" in chapter 10 of
the Plays Handbook).They can acquire component
pou es and spcllcasting tociiscs from its-leated enemy
spttllrasters. settlements. and traders, or the ~ can
craft such items during their downtime act ies whilc
traveling.

MADNESS
At the best of times. the Underdark is a bizarre. alien.
and inhospitable world. but the infltterlt-e nfthe demon
lords has translornied it into a domain nl madness and
chaos. Faerzress acts as a catalyst. spreading the demon
lorrls' madness throughout the Untlerrlark.

Onre the party escapes Velkynvelteand strikes
out into the Underdark. begin taking into account the
effectsof demonic madness on the characters‘ sanity
(see “Madness" in chapter 8 of the Dungeon Master's
Guide). At various timcs in thc adventure. characters
will he called upon [0 make a saving throw to resist
some madnesslnduclngt-Ffecl. ln addition. you can have
tine or more characters rrlakc .aving throw against
madness whenever one of the following events occurs:

The characters encounter or witness something par-
rirularly alien or disturbing (sin-h as a demon lord).
The characters stay in a f.tt:r7ress—sulfused area for a
long time (eight or mcrc cons-ct-nttve hntirs).
A character takes psychic darnage. particularly in an
area suffused with faerness.
In Out ofthe Abyss. madness is moastlretl in

three levels:

MADNESS LEVELS

Level Effect
1 Bout of short-term madness (lasts ldlo minutes)
2 Bout oflorlgrtelm madness (lasts ldlo X to hours)
3 Bout ofindefintte madness (lasts until cured)

A creature's madness level starts at 0. When the
(‘r't‘atul’e fails a madne s saving throw. its madness lnvnl ‘

was by l. and the creature immediately suff s the l

's effect (as clctcrmltletl in rolling on the Short-Term
l

Madness. Long—Tl:rm Nlzlrlne .or lnclefinite Madness
‘

table in the niingcnn ll.-ism Gttidc. as appropriate).
When the effrcl cntls. the creatiit-e'sntadncss level

‘S levelt|m=sn't change, Any time the creature‘: marln
increases. it sttllrrs the effect (if the new lL‘VCl.

lfa creature with level 3 madness fails a madness
saving throw its rrlarltless level becomes I. In this vlay.
characters n potentially accumulate multiple lnrms

l

of madness.
Bout. nfshnrt- and l0ng—term ntarlnt-.

l

as desrriherl in the DllIl,Qr‘On Masters Guide. GIVCII l

the tlemmlir source of il’IC matln s. retrieve CtlI'S(‘
l

l

l

an be cured

anti dispel evil are also cffcctlve as cures. A grcatcr
rcslnratinn spell or more powcrlul magic is needed tn
cure inrlertnite madness and also resets a creaturt-‘s
madness level to 0.

I .l,trlllt 1‘l\TlJl3,\IviK\'FKS



DEATH
Allowing the chips to tail where. they may in combat
emphasizes the challenging nature of this adventure.
However. ifthe characters start tallingjust as last. you
might want to give the players some opportunities to
return dead characters to llfl‘ during the lower levtnls of

their prngrc s through Our ulthc Abyss.

. A spttll scroll niraise dead can turn up among some
treasure, either when it is needed or for the iaraetei-s
to save for liIlE‘.l". A successful DC I5 spel sting iihil—

ity check is required for a lower—lc\lel char; .ter to use
such a scroll.
A strange faerzress effect can bring a fallen cl1arat:—

ter back to life. btit not witliout a cost. 'l'he restored
characters tnadne -s level inc ca: by l upon being
restored it) life (se atlnes arlier in this chapter).
lfa fallcn char r's body is lost or left behind. the
party's tltow piirsuers find it. The drew high priestess
casts raise dCr'l(l on the rorpse so that tlte charae—

ter can he out-stioncd.The character might escape
later, or can be reunited with the other advrnturers
ln a later chapter of the adventure when the draw
catch up to them.

lta player character is permanently slain. think about
the ways a player might introduce a nevi tzhai-acter to the

party in the midst ofajoilrneythrough the L‘ndt-rdark.

Convert one of the group's existing nonplayer char
acter allies including fellow escaped prisoners from
velkynvcive—into a player character. Drtiw. dvvati.
and deep gnome characters are all easily playable.
You can even allow a player to take control ota more
unusual NFC until a new character can join the group.
This is particiilarly suitalile itthe playcr has already
been nizinztgitig that NFC (see "A Motley Crew"
in chapter 1).
A creature encounter could reveal a potential new
party member. such as a surface dweller lost in the
Undcrtlark or sent there to investigate rumors of

strange happenings. An escaped slave trom iinothcr
Undertlark settlement is another pos bility.
A monster encountered by the party might be held
ing other victims or hostages (a giant spider with a
stillhving victim wrapped up in its web. or troglodytes
holding prisoners destined for lhdr larder, for exam-
ple). Once the inonstt-xrs arc defeatctl. a former captive
mightjoin the group.
Characters might meet up with new party members in

any oi the Undcrtlafk scttleinents they visit during the
adventure. particularly Visiturs or locals with a strong
r on to leave in a hurry.

FUNGI OF THE UNDERDARK
The Unclerdark is home to a tremendous variety of
fungi with a variety ofdiflerent us .s. Characters can
encounter diffnreiit examples of the Un(lerdark's flora
in their travels. Identifying a species of fungi anti its
potential uses requires a successiul DC 15 intelligence
(Nature) ch lk but Untlerdark inhabitants are familiar
with many ofthese species automatically.

‘lHl7|l'7? : l\IT(l l1\l(k\L~\
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Edible tungi provide food and water. Bast food and
water requirements for characters are covered in

chapter 8. "Atlvennirlng." or the Players Handbook.

BARRELSTALK
A bartelstalk is a large. Caskrsliaptttl iungiis that can be
tapped and tlrainctl otthr fresh water stored within it A

single barrttlstalk contains 1cl4 t 4 gallons of water and
yields 1d6 + 4 pounds oi rontl.

BLUECAP
Dubbed the "grain of the Untletttlarlt." a bluecap is
inedible. but its spores can be ground to make a
nutritious. lJl£Il‘tCl flour. Brcritl made from hluecap flour

is known as sporcbrend or hluebread. One loafis
equivalent to 1 potind oi‘ tond.

FIRE LICHEN
Pale orange-wliitc in color. fire lichen thrives on
warinth. so it grows in regions of geothermal heat Firc
lichen can be ground and fermented into a hot. spicy

paste. which is spread on sporebr ad or added to soups
or stews to flavor them. Duergar also it-rment fire liehcn

into a iiercely hot liquor.

RIPFLEBARK
Ripplebark is a sheirlilte fungus that resembles a mass
of rotting fit-sh. it i. surprisingly edible. Though it can
be eaten raw, it taste. better roasted. A single sheet of
ripplebark yields ld4 + 6 pounds ni lood.

TRILLIMAC
A trillimac is a mushroom that grows to a height of
four to five feet. and has a broad graygrecn cap and a
light gray stalk. 'l‘nt- caps leatliery suriare can be nut
and ttleanetl for use in inalting maps. hats. and scrolls
(its surlacc takes on dyes and inks well). The stalk can
be rleanctl, soaked in water for an hour. then dried to
make a palatable food akin to bread. Each trillimac stalk
provides l<l6 + 4 pounds of food.

WATERORB
Awiiierorb is a bulbous fungus that grows in shallow
water. A mature vvaterorb can be squeezed like a
sponge. yielding a gallon of drinkable water and a pound
at edible (lfchew) and somewhat tasteless) lood.

ZURKHWOOD
Ztirkltwood is a massive mushroom that can reach 3
height oi‘ thirty to forty t'et-.t. Its large grainlike sprites
are edible and nutritionally equivalent to M4 + 4 pounds
of food. but zurkhwood is more important for its hard
and woody stalks. Zurkhwttocl is one of the few sources
of timber in the Underdark. used to makt-. furniture.
containers. hridges. and ratts. among other things.
Skilled crafters can use stains. sanding. and polishing
to bring out diffcrctlt patterns in zurkhwood.



' nd

EXOTIC FUNG1
Tm fungi sp('Cic< dcsrrlhrxl m [1115 sccnon haw ~|r.'mge
§)mpeI'(ies um nu mu rumnal \.a|ue.

\'1c,uTLIuH r
X nighthghl is 3 (all and (ubv shzumd bxumnwinnscrnt
mushmmn that grows In n he ht of hit) ' 4 ice! and
V‘Y'I1|l§ bnghi light H1 :1 15 foot xadius and dim hghx fur
an addmonal 15 Fm-1. A mgluliglu (hat is uprmnerl or
rlestrnyed rzocs dark after] round. lfa Hung mghthgm
v~mucI1ed,c'vthrrh_» u Ltreulure or an nbJC('r,IL~1Ighl

glues out until u us mu(:hEr| again.

,\'n.nocc's Nos:
A N1l|mgg'sn0sc\< A small rmxslxmom that gran
r‘rv21|ure thateat=1t2\dv;\|\tugF<>x\Wisdon1 (Pr*r(*rp1mx1)

Pherks based on <nw1Ifmm4hours.uowm-r. me
rreulure suffers d\sarI\';\n(2|ge on savmg rhrow< agmum
effevls based on xrnrll fnr [he .~amC anwum of time.

nu

ORM U

.\ hn>lunnnesr‘cm gm-on musa that grow: m warm
and (lamp areas‘ ornm :5 particularly corn mun near
atemn tunnels and \s,m> IL Sh€(1s dim Hghr H12 . foot
rarhus. and can he harvvsled, dried. and mud? mm :1

phnsphorsscvm povvd:-r or pigment.

T1 x1 \x l\ i 5
Also knmkn as "(hr z(«wx1'~ u\u~|mmn.
L\mu—1'ooI—mH mnrlsmnl mm nmnae and mi «mp.-,.
Luruss 11$ mg.» rnp L';.mum.g ... (lCRlr‘O\H'vQf|VI[T|Il|(\<1»\

causes u m (‘,\’p('l 2: 15 mm mdlus c1nur{nf|vms(\:\.'vus
spores. Crenmrrs m |hz' urea must sucr‘I:*mV -» ;. IN‘
1-1 Lonsmminn mung throw ur br~ pm<nnv‘d. \/Vhfle

poisonrtl in lhwn _ me Crealnrr1>un(h-rlhe »rrmm‘
a Confuwmn ~pr‘|1\Hlha tiurmion nfl nnnuu=.\\f1u=n\hr-
spC1|cfi'c'rI ends‘ lhé‘ pni_sm1e(l cnndnum :a|.~n ends.

7 Hrnnmxk wk

I‘0\(;uL or \1,xD.\' rss
Tongur‘ of nmdn:-s~ |» 2m edlbli‘ flmaus that lmuka
SOInGVVh(I\|1kr‘.I large human mnzuc r\ k'|'P'L(lUft‘ (hm
eats alonglw U[H1dr1I\t‘>SHI\l5[ sum-mt rm ,. w‘ 12

Consximlmn ~';|\|ng lhmu or c0mp\IN\z'|_v ~nmk alnud
its cvrr) thought for the next hour Thr rffc-rt can I)?
endvzd mm :1 Ir: serrflszoranon spew nr wmnlar masts

'|'m<( HSTALK
A om» m Iwn fnnwnll mushroom u uh n vmnhusnhlc
Cap‘ a <Ing1rLurchslalkburnsfnrl-1 hourx mm? in
Then‘ is n Ir\n—(u chance that a mrrh~la1k explodm
when Ht. hursung into :1 cloud r,»9'fir‘r\' \1m\’r‘\ ( rrralurr-x
wnhm 10 feel nfan r=xp|oding1mr<'hsmlk take NW6)
fin‘ dnlrmgr-.



NARRATING THE JOURNEY
,-\s the adventurers make their way through the
Underdark. it helps to improvise descriptions rifwhzit
they experience to add flavor to the journey. As you do.
try to stress two key points.

First. the trek is long and arrluous. The party is
traveling underground. over incredibly difficult and
rough terrain. without any of the comforts of the surface
wnrld. Food and water are scarce. Tllr,‘ darkness
never ends. The players should feel as though their
characters are in peril throughout their travels. never
knowing when something is set to leap at them from
the shadows.

Second. the Underdztrk is an exotic, alien landscape
unlike anything found on the surface world.
Throughout its twisted passageways alitl impossibly
large ravcrns. charactersmight find bizarre reminders
of lost and forgotten ci Lotions. unearthly flora and
fauna, and incrcdible geography, Little is as it sccms,
and much is rllfficult to explain. or even to (.iES(!l‘ll’)C.

DROW PURSUIT
A party of drow lrorn Velkynvelve pursue their escaped
prisoners into the tlnrierrlnrk. The (lrow priestess llvarii
becomes increasingly obsessed with the adventurer -

believing they are involved in some setrrct conspirac
or perhaps some test ortier worthiness. The longer
the pursuit, the more determined she is to retake them
and have the opportunity to teach them the error of
defying her.

The drow party consists of llvara (drow priestess of
Lolth). the draw elite warriorsjorlan and Shoor, and
the junior priestess Asha Vanrlrce (use the priest stat
block in the Monster Manual. but add the Fey Ancestry.
Innate Spellcastirig, and Sunlight sensitivity ff'c'I(I1r€S
of the drow stilt block). The hunting party also includes
four drow warriors who serve as forward scouts.
If any of the drow NPCS did not survive chapter I.
replace them with newly arrived reinforcements rrorn
Menzobcrranaan under the command of llvara. or
another priestess ofher caliber.

L
NARROW Escapes
Ifan encounter with the drow is going badly and you don‘t
want the characters recaptured, you can always have rate
intercede on their behaltwith another encounter or event
otlenrig a distraction.

For example, a wandering stone giant, a purple worrn, or
a pack otsavage gnolls whipped into a frenzy by Yeenoghu
might show up lust as the drow have the characters
cornered. givlngthem a chance to vim. Likewise, a minor
earthquake (caused by instability from the demonic
incursionor a wild rnagic surge) rnight cause a (ave-irl,
cutting offa tunnel between the party and their pursuevs.
and dropplrtgthe pursuit level liy i or 2.

Don't do this so often that the players feel they haven't
earned it. but use it as an option to keep the pursuit going
rather than coming to an antlclimactlcconclusion
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TRACKING THE PARTY
Th: drow must track the party through the Underdal-k
on foot. as there are no mounts available at Vclkynvelve
and Ilvara doesirt wait for an already-lzltc relief
tlet.-icbnient from Menzoberranzan to at-riy This limits
how quickly the dark rlvcs can move to catch up. since
they must seek out signs of their quarry's passage.
occasionally doubling back to pick up their trail again.

PURSUIT LEVEL
The closene ' of the draw pursuit is mcasured by a
pursuit level. It begins at 4, with the drow not tar behind
the characters. If the pursuit level reaches 5, the drow
forward scouts ratt-li up to them and thc drow leaders
zirrivc not long tliercaiter (see ‘a ing up"). If the
pursuit level drops to 0. the party has eluded the drow
until circumstances bring both factions into contact
again (sce "Eluding Pursuit").

Characters can increase or decrease the pursuit level
in the following ways:

Decrease the pursuit level by 1 for cach day the party
travels at a fast pace.
Decrease the pursuit level by l ifii character spends
time covering up the party's trail that day, requiring a
successful DC 16 Wisdom (Survival) check.
Decrease the pursuit level by 1 each time the charac
ters cross or traverse some feature that obscures their
trail, such as a suhtcrranean river.
Decrease the pursuit level by 1 it the party splits into
two or more groups. Each group becomes a separate
party for purposes of determining ranrlom encounters
and whether or not the group becomes lost.
Increase the pursuit level by 1 each time the party
has a random encounter with one or more creatures,
unless the encounter is bypassed or avoided entirely.
lncreasc the pursuit lev by 1 for each day the advenr
turers travel at a slow pat,
Certain terrain encounte increase or decrease the
pursuit lev , . See the indi dual descriptions in the
"Random Encounters section.
The players might come up with arlrliiionat ways

of evading pursuit. Adjtldicate these as you sce fit.
For exrirnple, ittlie characters convince a randomly
elicnuiltercd creature to let them pass by telling them
about the wealthy drow followingthem. you might
reduce the pursuit level by l

as the drow are forced to
deal with the encounter before they can resume tracking
the party. Similarly. the atlvcnturers could lay traps
to slow down their pursue s, or thcy might convince at

friendly creature to lie to the tlrow about which way the
party went.

If you choose to skip over a few days of travel (as
described under “Summarizing Travel" later in this
chapter), the pursuit level doesn't change during
that time.

CATCHING Ur
When the pursuit level rt-:aches 5, the drow forward
scouts spot the party. At this point. the pursuit might
become an encounter iitlie characters spot tlic drow
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and engage them. The characters might try to run. at
which point a chase ensues (see "Chases" in chapter
8 of the Dungeon Masters Guide), or they might stand
and light. They might even try to set up some sort of
ambush. sincc the front ranks at the party are likely out
of sight of the drow when they first catch up.

It the adventurers flee and successfully escape. they
lower the pursuit level to 4 and begin avoidingtheir
pursuers again. ltthey right the drow. run the encounter.
The draw scouts focus on maintaining close pursuit and
peppering the characters with poisoned hand crossbow
bolts. After ld6 + 4 rounds. the remainder of the drow
party (llvara, Asha._Iorlzui. and Shoot) catches up and
joins the encounter.

ELUDING PURSUIT
If the adventurers lower the pursuit level to 0. the
draw lose the trail unless circumstances allow them
to locate the characters again. This might include the
characters spending a day or more in a place where they
are recognized. or where they talk openly about their
escape irctn velkyiivelire. If the characters p s through
an area watched over by drew scouts or spies, llvata will
inevitably hear word of the characters’ location. When
this occurs. increase the pursuit level to l and begin
tracking it again as the draw pick up the trail once more.

QAPTURE
The draw try to capture the escaped prisoners if at all
possible, since Ilvara wants the pleasure of teaching
them a lesson about diS()l)t)(ll6!!(‘e. If the dark elves
reduce any characters to 0 hit poiiiis, those characters
are knocked out rather tliuii dying (see "Knocking ti

Creature Out" in chapter 9 of the Player's Handbook).
Even itone or more or the characters are accidentally
killed, llvara is obsessed enough to cast raise dttad to
restore thcm to life (assuming the character's soul is
willing to return).

Capturlzd characters are disarmed, their hands bound
with spidcrsilk rope, and gagged. The draw march
them back to Velkytivelve unless Mcnzoberran .an is
closer. in which case Ilvara takes them thcre instead.
The characters will need to come up with a new plan
of escape, ideally before llvara has the opportunity
to torture them or sell them into slavery in the City of
Spiders. ltthey escape her clutches again, the drow
priestess continues her pursuit until she is dead or the
party leaves the Undcrdark (see chapter 7).

RANDOM ENCOUNTERS
Each day of travel through the Underdark, check twitte
to see it the characters encounter anything iiniisiial:
once while they are traveling. and again while they are
camped or resting. Roll a d20 and consult the Random
Encounters table to deteririine what. if anything, they
encounter. Characters might encounter special terrain.
one or more * eatures. or a combination of the two.

Any random encounter that oecurs while the party is
camped is automatically a creature encounter, in which
case determine the encounter by rolling a d2[) and
consulting the Creature Encounter table.

RANDOM ENCOUNTERS

dzo Encounter

H! No encounter
M45 Terrain troll onte on the Terrain Encounters table)
l6—l7 one oi more creatures (roll once on the Creature

Encounters table)
l8—20 Terrain encounter featuring one or more creatures

(roll once on the Terrain Encounters table, then roll

once on the creature Encounter table)

TEizRA_1_N ENCOUNTERS
W

The Uiiderdark contains dangerous hazards and
wondrous terrain. special terrain rules are explained
after the table.

TERRAI N Eucou NTERS
dzo encounter

1 scricyard
2 cliliaridlaclder
3 Crystal clusters
4 Fungus cavern
5 Gas leak
5
7

3

Gorge
High ledge
Homd sounds

9 Lava swell

lo Muck pit

ll Rockfall
lZ Rope bridge
13 Ruins
14 shelter
15 Stnkllcle
16 slime or mold

l7 Steam vent
is Underground stream
l9 Warning Sign
20 Webs

BONEYARD
The characters come upon an eerie cavern littered with
countless bones ofvarious creatures. Whether the site
is a natural graveyard for some Underdark species or
the former lair of ii fearsome predator, the characters
can potentially gather useful material for crafting among
the bones.

When the party enters a boneyard. roll a d20 and
consult the table to determine what creatures. ifany, are
present. The undead rise up out otthc bones and attacir
when the first characters are halfway across the cavern.

BONEVARD ENCOUNTER

ilzo Encounter
1-14 No encounter
1548 M4 skeletons
l9~2o id] mirtataur skeletons

ttiltrli-it 2
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-1'1 2tl«l ' ll? it it high blocks the party's passage. but

at drtlp rope lzttidcr is i-isihle at the top. it soineune
xii" C|liTtDll1t \ lifi rvtiuiring a su ssftll DC 15
St; iris hi«\1l1lr1lcs)t'hct'k—and It s tlovtn the ladder

rs can prui-t-eti. othervi . they lose ti da
tratei finding another rtiiue. ii’ the e araeters remove
the lutidei ontc the} tire: at tht- too. they dexrcasc the
(ln)\\ pursuit Inc] by 1.

CRYSTAL Cl Unitas
rhe adventurers pass through a laerzre suffused
area containing listusizred chunks oiqutirtz that shed
rlirii light in a lU—foni ratlitls. A sharp hlow to one of
the rystnls. including tiiruwing it so it i1lIpr'lt'[S a hard
sur UK‘. causes it to burst in 4 ]0—f00l'|’3(.l|USflash of
hlintling light. Any creature Within the radius must
succeed Ull a DE 1U Constitution saving throw or be
blinded for 1 minute. A crealurt‘ blinded by this cffcct
repeats rhe constitiitioii saving throw at the end or ceich
of1tsiur1l:s.OnLisucccssful save. it is no longer blinded.

The characters can harvest up to twelve of the t:r_vstals
in total. but taking the time to do so increases the draw
ptii-suit level by l.

FUNGUS CAVERN
The ddVFI‘il\lFL'|':i stumble upon it cavern filled with fungi
and mushrooms of all sizes and types See "Fungi of the
Underdark' and choose some inn-resting eitaniples.

Gas LEAK
The adrenttirt rs come upon .1 eovern with ti tiangcrotis
natural gas leak, Any member of the party with a
passive wisdom (Perception) .~t'tir(‘ of14 or higher
detects signs ttfthc gas. The cllLlractCrs' travel pact’
for the day is slowed ti halfas they circuintent
the area. but |ht‘rc ate no ill effects. If the gas goes
undetected. each character in tht- arca must iriake a DC
12 constitution saving throw. taking 5 (M10) poison
damage on a iailett szivc. or hall as much damage on a

successful one. .-\in 0[)Cl'I flames brought into the area
cause the gas to t‘XplU(lL‘. Each creature in the explosion
must make a DC 15 DrKtk‘l'l\_V saving thmw, taking
10 (3:16) fire damage on 21 failed save. ur llalfas much
damage on a successful onc.
GORGh
The characters must make a difficult climb down a
gttrgc 2d4 x 100 ieet deep and tip the ether sidc, or find
:3 way around it. Their travel pace for the day is slowed
by half unless they collie up with a plan in cross the
gorge quickly.

H [CH I. E DG E

The characters must walk along an 18—lnt‘h—Wid9 ledge
that skirts a i-avine 2tl6 x 10 feet deep. The party‘:
truvcl pace for the dztv is slowed by half. and Cach
character must succeed on a DC 10 Dexterity saving
throw to avoid a fall. Pretnutions such as roping
everyone together let each character make the savc with
advaiitiige. increase the pursuit level of the rlrovr by 1.

HORRID SOUN DS
For hours. the party's travci is plagued hy terrible
shrieks. moans. and it oherent gihberiitg echoing
through nearby pas. gcs. without any apparent origin.
Eat-ii (7he’t|'aL‘[eI‘ must make it successful DC I 1 Wisdom
saving throw, on a failed save. the cliar:it~ter's madness
level inert-ases by 1.

LAVA SWELL
As the party traverses a lung and winding corridor. a
tremor opens tip a lavtt-fillctl fissure behitttl thcm, Each
cliaracter must make a DC 10 Dcxterity tvirig throw
to avoid the lava swell. taking 21 (6d6) fire tlairiagc on a
iailetl save. Decrease the drow ptirsult level by l.

MUCK Fir
The adventurers must wade through a broad. 34.00?
deep pit ofslimy muck. The muck is dirricult terrain
and characters have disadvantage on Dexterity saving
throws while within it. but their travel pace for the day is
slower! by half if they go around it.

RO(‘KF.e\ LL
As the adventurers make their way through r’l long.
twisting cavern. a tremor sets ofl a mckfztll. Each party
member must attempt thrcc DC 12 Dexteri saving
throws‘. taking 10 (site) hludgconing tlairtage on each
failed save. Any incapacitated creature not moved out
of the area is buried under rubble. taking art ;.trl<litional
ltlo hlutlgeoning damage at the end or each of its turns
until the creature is dug out or dead. Decrease iht-, drow
pursuit level by 1.

ROPE BRIDGE
A ravine 2d4 X 10 feet wide and Zd4 ><10f dccp cuts
across the party's path. spanned by an old rope bridge.
ii’ the characters (3111 the bridge after they pass. the drow
pursuit levcl dccreases hy l.
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RUINS
The adventurers come across a small ruin hidden
in the Untlerdark. This might hr: the creation crfa
subterranean race or a surface ruin that collapsed and
Sank long ago. ltthe characters search the ruins. there
i. u 50 percent chanrc ofthcm finding 1:14 trinkets (see
chapter 5. "Equipment."of the Player's Handbook). Roll
on the Trinkcts table or choose appropriate ones.
SHELTER
The party stumbles upon a cave that is sheltered and
easily delended. If the characters amp here, they can
finish a long rest without any chance of an encounter
while they are resting.

SINKHOLE
One random party member steps on and collapses a
sinkhole, and must succeed on a DC 12 Dexterity saving
throw to avoid falling into a 20-foot-(lee): pit and taking
7 (M6) bluclgeoning damage. Climbing out ot the pit
requires a successful DC 15 Strength (Athletics) check.

SLIME on MOLD
As the adventurers pass through a small cavern. they
encounter a patch of slime or mold. Rull a :16 and
consult the table to determine what type at slime or
mclrl is present (see "Dungeon Hazard. n chapter
5 of the Dungeon Mastcr's Gurrie for details on
these threats).

SLIME on MOLD Encounrzn
d6 Encounter

14 Patch cfgreen slime

4.5 Patch ofyellow mold
6 Patch of brown mold

STEAM VENT
A hot steam vent erupts beneath a random party
member, who must succeed on a DC 12 Dexterity saving
throw or take 7 (2dt':) fire damage.

UNDERGROUND STREAM
A waterway 2d4 X 5 feet wide cuts across the party's
path. Thc stream is shallow and easily crossed, and the
character can drink and rcfrcsh their water supplies.
Edible fish inhabit the stream. so that the DC of any
foragingattempts for food in this area is reduced to 10.

Crossing the stream reduces the draw pursuit level by 1.

WARNING SIGN
The characters enter a cavern dotted with stalagntites
and stalat, tes. Those with a passive Wisdom
(Perception) score of 11 or higher spot the following
sigil carved into one ofthc stalagmrtes:

The slgil -n tlrow warning sign that mean
ahcndl" Any non—drow creature that touches the symbol
must make a DC 10 Wisdom saving throw. On a failed
save. the creature's madness level increases by 1.

if the characters take at long rest within onc mile of
the warning sign. roll .1 c120 and consult the table to
determine what. if.-rnything. they encounter at the end of
their rest.

Wnnmnc SIGN ENCOUNTER

dzo Encounter
M4 N0 encounter

lS—l6 1 Invisible barlgutz
1743 3d4 drekhes
1940 1:12 shadow demons

WEBS
Sticky webs fills a passage (see "Dungeon Hazards" Ill
chapter 5 ol the Dungeon Master: Guide). The webs
extend for hundreds of feet. Unless the characters
come up with a plan tor clearing the webs quickly,
the party’s travel pace for the day is halvcd as the
characters are forced to cut their way through or find an
alternate route.

Check for an encounter when the party enters the
webs. On El mllof1—2 on a d6. the characters encounter
1:14 giant spiders lurking among the webs.

CREATURE ENCOUNVTEEVSV
MKeep the partys level in mind when flashing out the

encounters, and allow the characters to retreat from or
avoid an encounter that is too great a challenge. Escape
should come at a cost. however. Characters fleeing their
camp to avoid a creature encounter might he forced to
abandon food antl water supplies, for Cxample.

CREATURE Encuunrens
dzo Encounter
l—2 Ambushers: reroll this encounter ifthe

characters are resting
3 Carrion crawler

4—s Escaped slaves
e—7 Fungi
s—9 Gtant fire beetles

1041 Ciant“rocl<tcpu§"

ll Marl creature
l3 Ochre lelly

1445 Raiders

l6 Scouts
17 Society at Brilliance .

la Spare servants
19-20 Traders

AMBUSHERS
Ont: or more creatures attempt to ambush the party
as it makes its way through the Untlerdark. Roll 2: d20
and consult the table [D determine what the characters
encounter.

'allr\,l‘ltt¢‘.’ lr‘<“It',vLHlil-sNE5r\
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AMausH:its
dzo Encounter
1—2 1 chuul lurking in a pool otwater

3 ids giant spiders clinging to the walls or (Ellmg
A~5 1 grell floating near the high ceiling

sea ld4 gricks hiding in a crevice or fissure
10-15 lda orogs perchlng on ledges
‘I647 lda piercers masquerading as stalactites
1s—2o i umber hutlr bursting out ota nearby wall

lithe ambush occurs in the monster's lair, there is
a chance that characters searching the area find
something ()i|I||l'E|‘4‘.5\ or value. Roll a d20 and consult
the table below tu see what. ilanything, they lino.

AMBUSHER LAII DISCOVERIES

d20 Discovery
1—1o None
1142 A humanoid skeleton or corpse clutchlng a

salvageable, rlonmaglcalweapon (yourchoice)
l3—l4 A humanoid skeleton or corpse wearing a

salvageable suit otnonmaglcal armor (youtchnice)
1s—i7 ldé so go gems
1349 A humanoid skeleton or corpse carrying a random

magic item (roll once on Magic Item Table E in

chapter 7 otthe Dungeon Mas:zI's curds)
20 A monster hoard containing zds so go gems and

one or more random magic items (roll ld4 times
on Magic item Table c in chapter 7 otthe Dlmgezm
Master’: Guide)

CARRION CRAWLER
The characters encounter a carrier: crawler scouring
tunnels and caves for food.

There s a 25 percent chance that the crawler is
domesticated and outfitted with a leather saddle and
harness, though lhereis no sign of the rider. A Cl1£|l’3L‘.l€l'

can approach and mount the carrion crawler without
being attacked by succeeding on a DC 13 wisdotn
(Animal Handling) chel; While in the saddle and
harness. a rider can remain mounted on the Carrion
crawler as it crawls across walls and ceilings.

ESCAPED SLAVES
These slaves have been wandering the Untlerrlarltsince
their escape from Gracklstugh or Menzoberroiizait.
They are scrounging for food and water. Roll a d4 and
consult the table to tleterinine what the characters
encounter. Ell’. riwarl, and human slaves are trieitdly; if
given food and water they'll join the party. Goblin slaves
are hostile and likely to attack.

Escuzn SLAVES

d4 encounter

in moon elfcommoners
id: shield dwartcornmoners
1d4 human commoners
ids goblins

b\uN—4
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FUNGI
Roll a d6 and consult the table [0 determine what kinds
of fungi the characters encounter.

FUNGI

ds Encou nter
1.2 N4 gas spores
34 id: shriekers
5-6 tdtt violet fungi

There él 25 percent chance that a gas spore carries ct

rneniory fragment from a dead beholder in i

(see the gas spores description in the ‘

otMorisrer M.-ritual). This mcniory can be or anything
you wish, or you can roll a d4 and consult the Beholder
Meniories tahle.

BEHOLDER MEMORIES
d4 Memory
1 Atense negotiation with drow, ending with the

beholder agreelng to allow the draw safe passage
through --the vast Obllvlum" ln exchange ror help
ridding its lair of: deep gnome infestation

2 Chasing svlrfnebllrl thieves through the tunnels of
its domain to recover stolen gemstones

3 A fierce battle against a wizened drow archmage,
ending with the beholder surtenng a grievous iniury

4 spying on a drow ranger with two gleaming
sclmltars and a hlacii, quadlupedal
animal companion

GIANT FIRE BEETLES
The characters encounter 3d6 giant fire beetles
scoiiring tunnels and caves tor totitl. Characters in
need oflight sources can harvest the glowingglands of
slain bCC[lCS.

GIANT “Rocl<‘rol>us"
This creature is a giant octopus that has cvolved to live
and thrive on land. It cart alter its coloration to appear
as at rock formation. and it tends to lurk in crevices
and fissures. attacking smaller creaturesthat wander
near. It has a walking speed of 20 feel and :1 climbing
speed of 10 feet, loses its Hold Breath fcnturc. and
replaces its Underwater Caittoufldge feature with the
following feature:

Camouflage.The octopus has advantage on Dexterity
(Stealth) checks.

MAD CREATURE
The party encounters a creature driven insane by the
influence of the demon lords. Roll a d4 and consult
the table to determine what appears. Then roll on the
Indefinite Madness table in chapter 8 of the Dungeon
Masters Guide to determine the nature of the creature's
madness. ltcurcd ofits madness, the creature behaves
in accordance with its alignment.
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MAD CREAYURE
d4 Encounter

1 1 deep gnome
2 l draw
3 1 duergar
A 1 stone giant

There is a cha that the mad creature has omething
of interest or value in its ptissessiuii. Roll 3 L120 and
consult the table below to see what, ifanything, it has.
The creature doesn't part with the item willingly.

MAD CliEA1'unE POSSESSIONS
dI0 Possession
l—1O None
11-13 A10 gp gem
14-15 A gold ring worth 25 go
16-17 An obsidian statuette of tolth worth 100 gp
13-19 A random magic item (roll once on Magi: item

Table A in chapter 7 olthu Dungeon Master's Guide)
20 A random magic item (roll once on Magli item

Table E in chapter 7 otthe Dlmgezm Master’: Guide)

OCI-IRE JELLY
As the characters move through a sari ~ of caves, they
attract the attention of a ochrejelly. The ooze follows
the characters, attacking when they stop to take their
next rest. Characters in the back rank ofthe marching
order who have :1 passive Wisdom (Perception) score of
14 or higher spot the ooze followingthem.

RAIDERS
This grouo or raiders from the surface vcnturcd into
the Underdark looking for riches and got lost. Roll a d6
and consult the table to determine what appears. The
raiders are initially hostile toward the party, though
clever characters might try bribing them for safe
passage or information

RAIDERS

ds Encounter
l—Z ldé human bandits aridl human bandit captain
3-4 zda goblins and 1 goblin bass
5-5 1:16 ores and 1 an Eye urcruiirnsii

There is a chance that the leader ofthe group has
something orititerest or value. Roll a (120 and consult
thc table below to see what. lrariytliiiig, the leader or the
raiders has in its pass yon.

RAIDER LEADER POSSESSIONS
dzo Possession
1-s None
6-l0 zds 10 gp gemstones in a pouch
11-14 Zdé so gp gemstones in a pouch
ls-17 1d4 torchslalks (see “Fungi orths Ur1derdarl<")
18~19 1d4 waterortis (see “Fungi ofthe underdi-tilt")

20 A random magic item (roll on Magic Item Table B in

chapter 7 ofthe Dlmgearl Master's Guide)

Scotrrs
Eat-,h tilthese groups is in the Underdark on a secret
mission. Roll n d6 and consult the table to determine
what appears.

scours
d6 Encounter
1-2 1 drow

3-4 1d4 myconidadults
s-a ld6 shield dwarfscouts

The drow scout is searching for escaped slaves. If he
spots the party. he‘ll attempt to avoid notice and take
away information regarding the group's location (see
“Draw Pursuit").

The myconid coins are indifferent toward the party
and unwilling to discuss their mission or their travels ,

with the adventurers.
Shield dwarf stzmtts are friendly if the party includes

one or mart urtacti dwcllt-rs. Thcy are willing to give .

the party 2| day or two's worth of food and water rations.

SOCIETY OF BRILLIANCE
‘

rhc characters stumble upon a member or the Society »

()fBrillian(tc, 11 srct or highly intelligent monsters that
have banded together to solve all of the Underdarlts
problems, The society is investigating areas suffused
with raerzress ltl ascertain whether it has something to

I

do with what Ihk‘ society fears i. stlmt: kind of "demonic
incursion." Roll 3 CH0 to determine which society
member the Characters ettcourtter.

l

Soclzrv or Bii1LLIANcE
‘

t-no Encounter

}

1-2 Y the dorm savant (see appendix C)
‘

3-4 Blurg the arog
5-is Grazilaxx the mind liiiyer .

7—8 Sltrlss the truglodyle
1

9-to Slooplduop the kuo-to: arclipriest

Every member of the Society oil3rilliance has an
alignment oriicutral, an intelligence of i8 (+4). and
fluency in multiple languages including Dwarvish.
Elvish. and Undercommon (although Grazilnitx

1

prefers to comntttnieatc using telepathy). Its statistics
are ilnthangcti otherwisei Members are erudite and
talkative, preferring diplomacyand dcbart‘ over violence
(though they defend themselves ifattacked).

Each society member can cast the tclcport spell once
per day, but the intended destination must he within 30
feet of another society member. This telepurt effer an
be disrupted (see Faerzres. earlier in the chapter).
which is how society members sometimes end up in far
corners of the Undrrtiark, separated from their fellows.

Members of the Society of Brilliance are aware that
paths to the surface world exist but haven't explored
any of them (their concerns are with the Underdark.
after a1l).1ltlie characters seem intent on reaching the
surface. a society member might suggest they look for
a guide in one of the Underdarks larger settlements,

l,‘lll\I'l\R : l l\‘l() ll\kki\.‘ESS
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such as Bliitgtlriistone or Grarltlstugh. The sot-iety
member can provide detailed vnrhal directions that
<:ltaractcrs can follow to reach whichever Untlerdark
Settlentcnt tltey desirc. However, the society tneniber
can't guarantee that the route s sale. lf chzirarters
are searching for something else, the society member
provides whatever assisxantze it can.
SPORE SERVANTS
One or more creatureskilled and reanimatctl by
Zuggiinoys spores observe the rharacters as they pass
by. The sport" servants don't ttornmunicatcand tltin't
attack except in self—clet'cnse. Roll 3 d10 and consult the
table to determine what the characters encounter.

SPORE SERVANTS

d10 Encounter
1—3 ldd dmw spore servants (see appendix c)

we ldé dusrgar spare servants (see appendix C)

74: M4 hunk hormr spore servants [see appendix c)

94 o 1:18 quaggoth spare servants

TRADtr: RS
These traders ply the tunnels of the Untlerdark.
traveling from settlement to settlement. Roll Ll d4 and
consult the table to detcrmine what appears.

TRADERS
:14 Encounter

1 2dA deep gnomes
2 2:14 draw
3 2:14 ditergar
4 M4 lruo-toa

Deep gnome and draw traders have a 50 percent chance
of having hall thcir number in giant lizards as mounts
and park animals. Duergar traders have a 50 percent

cn/tr-rgita l.\TO mittcxtsi
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chance of having half their number in male steeders
(. e appendix C) as pack animals. llthorr are male
steeders present, there l a 50 percent t-liance that the
traders are escorted by a duergar kavalrnchrii astride a
female steeder (see appeiidtx c for both).

The traderscarry goods worth 5d4 >< l0 gp plus ten
days of provisions per member of their party: they are
willing to sell up to 20 percent of either. it drow traders
see tht‘ adventurers and have the opportunity to report
it, increase [he drew pursuit level iiy l.

SUMMARIZING TRAVEL
Instead of checking for random encounters every day,
you can skip over or summarize parts of the characters’
journey. Roll ld6 + 1 for the number of days betwecn
encourirers, with the usual chance of the encounter
being a tcrrain encounter, a creature encounter, or
both (as dcscrihed undcr “Random Encounters"). For
example. it roll a result of 4, you would tell the players:
“You've been tnaking your way through the tunnels
and passages for four days before describing the
circums nties otthe cncnunter to them.

with th . approach. encourage players to describe
what their characters do— or even see and experiencc
during the intervening time. In addition to downtime
activities such as crafting, characters have plenty of
opportunities for interaction. If the players are handling
the roles of some or all of their nonplayer character
companions (sec "A Motley Crew" in chapter 1). ask
them to elaborate on the activities or those characters
as well, filling iri dctails as you scc fit. Players can
also suggest and spin out stories about things their
characters have experienced during the intervening
time, including arduous climbs, swinging across
gorges. or dodging piercers, and you can do the same.
This additional storytelling aspect adds color and
ha kground to the journey while keeping the pace
relatively brisk.
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SET ENCOUNTERS
You can use the followingfour encounters during the
party's travels in the Undcrdark between the locations
in chapters 3 through 7. inserting them as csired. They
provide more detailed challenges for the eharatntt-rs. as
vvell as giving them ehanccs to tlncounter some potential
allies. It’ the characters need an XP boost as they work
through subsequent chapters. these encounters can help
provide it.

THE SILKEN PATHS
The Silken Paths are a network of spider webs
crisscrossing a 500—iOOK—ClECp 2 00[)—foot— ide chasm
that stretches for nearly five mi 5. The major strands
of the webs are traversable but. due to the fact that
old webs disintegrate over time and the giant spiders
inhabiting the chasm are constantly spinning new ones.
the Silken Paths are evenclianging.

Tlie chasm has numerous passages at varying heights
leading away from it. it is rare for a web mind to
connect one opening with another on the same “level."
Characters navigating the Silkcn Paths neetl to lollnw
sloping strandsas well as climb and LT!) s river several
strands to reach their intentlerl destination. This is quite
hazardous. but tht sirnply isn't any easy way around
the chasm. The characters can easily get lost in the
nlass of strands stretlihing across the ehasin unless they
have help.

IHE WEB RUNNERS
The Web Runners are a pair of tl'irill—secl<ing goblins
named Yuk Yuk and Spiderbait. They have lived in the
tnrierriark for as long as either can rt‘mt:rrIl)cr, with
much of their time spent treasure hunting and surviving
in the silken Paths. The goblins are prone to daring
land often foolish) stunts. That Fithcr ofthem is still
alive is a testament to their luck and skill. Modify their
statistics as follows:

. Both goblins are neutral.
- Add /\<:robztt' s +6 and Athletics +3 to the goblins‘

list of skills.
. The gnhliiis have advantage on checks made to nvnirl

being surprised.
The goblins notice the adventurers as they approach

the Silltcn Paths and are willing to act as guides and
helpers—for El tee. nit: iirse. They'll settle tor 2 gp per
day cac . hut Yutt Yuk (who does all the negotiating)
is just as likely to ask for something flashy belonging
to one of the characters. He might also ask for some
unspct:il'letl favor, in he paid when the goblins and the
adventurers get to wherever they're going and part ways.
He might ask for lirst pick of any loot the party uncovers
in the Silken Paths, and will expect and ask for a share
ofthe treasure regardless.

Yult Yuk and Spiderbait each carry a gourd of grease.
which they apply to their feet so that they can "surfthe
webs." While sliding down wells. they move at twice
their normal walking speed.

The Web Runners arc; ' good as their word when
it comes to their servi nrl they can teach the

Vim mi and
sninsnuir

characters a thing or two. While they travel with the two
goblins. the characters have advantage on checks made
to avoid being surprised. The goblins know the Silken
Paths well enough not to become lost in them.

ll" the adventurers make a good impression on the
weh Runners and ifthe party's goals appear to om-r
interesting opportunities to do new and dangerous
things. the goblins offer to stay on after crossing the
Silken Paths. and to help guide the charatztc — through
the Underdark. The two won‘t leave the Untlerdark,
lmwevet. Yuk Yuk will try to negotiate a suitalllt: fee, but
the goblins might simply tag along. Contnnt to earn any
fair share of whatever the party acquir

4
SILKEN PATHS: Gznsiiitt FEATURES
As characters traverse the Silken Paths, keep in mind the
following iestures.

Difizult Terrain. Any creature with a climbing speed can
walk alongthe webs at that speed. For all other creatures,
the webs are difficuit terrain. Any creature that falls can
potentially become entangled in the webs (see “Fallirig").

Falling. Whenever a creature takes damage while
traversing the silken Paths, orwherleverthe webs upon
which it l5 walking break, the creature must make a DC

is Dexterity savingthrow.on a successful save. the
creature manages to avoid a rail by grabbing nearby web
strands. on at failure, the creature falls ldlo X 10 feet. lithe
distance Fallen IS less than the distance to the chasm floor.
the creature becomes entangled in webs and restrained;
otherwise, it hits the floor and takes damage from the fall as
normal. A restrained(reature can make a DC 12 Strength
saving throw at the end ofeach oflts turns, Freeing itself
and ending the restrained condition on a success. Another
creature can use its action to help a restrainedcreature
within its reach, granting advantageon that (features next
saving throw to end the effect.

Light. The chasm is dark. Carrying a light source attracts
hostile creatures. increasingthe chance otan eneounterto
l—3 on a de.

File. Webs hurn away when exposed to any attack or
etiect that deals fire damage. This causes several strands
to break, and all creatures within 30 feet ofthe affected
area m st rrlakea saving throw to avoid lalllng (see
"Falllrlg").

 r
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SILK_1iN Para ENC QUNTERS
For every 500 feet the party travels through the webs.
check {or a random encounter by rolling a d6. An
encounter occurs on a roll of 1 unl > s one or more party
members are carrying light sourcr in which case an
encounter occurs on a roll of 1—3. Roll on the Silkcn
Paths Encounters table or choose a suitable encounter
when one occurs.

SILKEN PATHS ENCOUNTERS
I112 Encounter

1 Cocooned Iightfoot naming

1 mi darlrmzntles
3 144 drum and M4 quxggath slaves

44; mo giant spiders
9 1 mimic
10 l spectator

11-12 Web break

Cocoomm HAL!-‘LING
The characters find a still—living lightfoot halfling
cocouned in webbing. He is poisoned and paralyzed for
the next hour.

Fargas Rumbleluot was a member of an adventuring
band looking for a lortgalust tomb when they were
attacked by a pack of mad gnolls. Fargas escaped,
got lost in the Silken Paths. and was attacked by the
spiders. lf rescued. he promises to show the characters
the way to the tomb in exchange for a share of its
treasures (set-: "Lost Tomb of Khaem" later in this
chapter). Fargas is a chaotic good halfling spy. in
addition to his armor and weapons, he carries a potion
ofinvisibility.

DARKMA NTLES
These subterranean hunters swoop down and attack
the party.

DRow AND QUAGGOTH Suvas
These hateful draw and their murderous quaggoth
slaves are navigating the Silken Paths on their way
through the Uuderdark. It Derendil is with the party,
he can use an action to make a DC 15 Charisma check,
turning the quaggoth slaves against their drow masters
on a success. If the draw are disposed of, Derendil can
repeat the check to turn the surviving quaggoths into
his followers. should Derendil perish, these quaggoths
can't be controlled and fight to the death.

it‘ any drow escape the encounter, increase the pursuit
level of the party's drow pursuers by l.

GlANT Srmt-:Rs
Giant spiders are the most common inhabitants of the
Silken Paths, and they are dra\vn to vibrations in the
webs that indicate potential prey.

Mtmc
This creature pretends to be an iron chest entangled in
the web When the characters draw close to examine it.

c:i.\1~i'rR 2 l.\lO DARl\,\t-SS

S PI-ZCTATOR
Freed from its service to a long—dead drow wizard. this
mad aberration now floats through the web-filled chasm.
lt connnunicates with the characters telepathically,
warning them about “demons rising in the dark." The
creature becomes incrrnsittgiy paranoid and convinced
that the characters are themselves demons, come to
bind it into servitude. at which point it attac s and tries
to destroy them.

WEE BREAK
A strand of web under one randomly determined party
member snaps Each creature walking on that web
strand must make a DC 15 Dexterity saving throw as
do ribed tinder "Falling" in the "Silken Paths: General
Features" sidebar. Immediately check for another
encounter after the saving throws are resolved.

HOOK HoRRoR HUNT
The Characters enter an area where a band of gnctlls
lured to the Underdark by the demon lord Yeenoghu are
hunting a mated pair of hook horrors. Having lett guards
at the main entrance to the lair (area 5), the gnoll pack
lord has split its remaining hunters into two groups,
both ut which are attempting to flush out the hook
horrors to win the right to tear them apart.

The adventurers wander into the area from a second
entrance to the caverns (area 1) and become embroiled
in the hunt. Whether they choose to avoid the hunting
party, aid the hook horrors, or negotiate their way out of
the situation is up to the players.

LHOOK HoRRo_Rs
The characters hear clacking noises as they approach
this point in the passageway. Suddenly, two hook
horrors dash from the side passage, movingfrom area
2A toward area 3. The hook horrors attack only in self—

defense and are more afraid oithe giggling, rampaging
gnolls than they are of the characters.

The gnolls are two chambers behind the hook horrors,
reaching this point on the following round, unless the
characters move toward them (in which case the two
groups converge in arcu 2A).

& QNQLL HUNTERS
Four gttolls move into this arezt the round alter the hook
horrors move past the party, then follow their quarry
into area 1 on the ioiicwing round.

The gnolls can't resist attacking any other creatures
that cross their path while shrieking "Sacrifices for
Ycenoghul" in their own tongue. (Evcn it no one in
the party speaks Gnoll, the name of the demon lord is
clearly recognizable.)

DEVELOPMENT
Sounds of combat or calls from the gnolls might attract
their pack mates in areas 2B and 5.



2B. GNOLL HUNTERS
The rest of the gnull hunters race through these caverns
in Search of the hook hormrs. Unless they are drawn
elsewhere. four gnolls and a gnnll pack lord are here.

TREASURE
The gttoll pack lord carries two bloodstones worth 50 gp
each and .1 brown tourmaline worth 100 gp.

3. CORNERED
The lleeing hook horrors make their way here. where
they wait in ambush for any crcatures that follow them.
The passage is narrow enough that Medium creatures
must move single tile through it. The cave appears to
be a dead end, and the hook horrors fight to the death
against any creatures that enter.

Characters who take the time to search the cave spot
a hole in the 10—foot—high ceiling (martted C on the map).
which requires a successful DC 12 strength (Athletics)
check to climb up into. It leads to area 4.

4-. HOOK HORROR NEST
The sandy floor of this cavern holds a clutch of four
1—fo0t—tliameter eggs with rocky outer shells, all half’
hiirierl in a shallow pit. These are hook horror eggs. and
any character that touches an egg can feel it trembling.

Eztrh hour, there is a 10 percent chance that one of
the eggs hatches. The infant hook horror that emerges
imprints on the first creature it sees. lt thereafter
follows that creature around like its parent, demanding
to be fed. lithe characters rnanztgt‘ (U keep the hook
hon-or alive. it eventually reaches adulthood after
six months. Track its growth using the Hook Horror
Maturation table.

4
HOOK Honor: LAI zczuztut Fznunzs
As characters explore the hank horror lair. keep in mind
the foilowirtg features

Light. The tunrreis are completely dark, WHKH doesn't
hinder either the grtolls or the hook horrors.

right Passages. Tunnels marked w" an the map are
narrow enough that Large creatures such as the hook
horrors must squeeze through them, spendtngl extra foot
of movement for every (act of passage Medium or smaller
creatures can move through such areas normally.

_
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GLABBAGOOL

‘
THE OOZING TEMPLE: CENERAL Fzarunss
As characters explore the 001mg Temple, keep in mind the
following reatures.

Light. Except where specified otherwise, the tunnels and
chambers are dark.

Air. The air is stale and pereeptihly thin. The temple
contains enough airiorthe oozes, plus loo hours of
breathable airfor one creature, divided by the number of
creatures present. For example, a party offour adventurers
has 40 hours ofair. Characters who are at rest and not
undertaking activities such as moving or fighting consume
halfas much air.

Once halfofthe breathable air is consumed, the
characters suirer one level orexhaustiori (see apperldixA
ofthe Player’; Handbook). For each additional l0 percent
ofthe air used up, the characters suffer one additional
level of exhaustion. At 90 percent, the characters are
unable to move when the air is used up, they die. once
the first level ofexhaustion sets in, the characters become
aware that they are running out ofair, and know roughly
how much they have leit.

A lit torch or its equivalent uses up air as a character
does. Briefer but hotter magical effects consume i hour oi’

air per die ortire damage per round. For example, afireball
spell that deals we fire damage consumes 3 hours ofalr,
while afirz bolt that deals 'ldl0 fire damage consumes

1

hour cr'ai1 per use.
Water. in addition to running low on air, the characters

become aware that the tunnels and chambers are filling
with water flowing in From area 6. The water rises at a

rate ofl foot per hour, meaning most ofthe tunnels and
chambers will be completelyFlooded within 10 hours
Areas filled with waist-deepwater are difficult terrain (or
the characters. Once the water is over their heads, they
have to swim.

—
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HOOK HORROR MATURATION
Age Size Notes
Infant Tiny AC to; 4 (‘ld4 + 2) hit points;
(up to 1 month) speed ‘I0 ft, climb in ft.; Slr

9 (-1); no effectiveattacks;
challengeo (0 XP)

Young small AC ii; ll (Zd6 + 4) hit points;
(l—3 months) speed is it , climb is it : str ‘l2

(+1); hook attacks are +3 to hit.
have a reach or‘: it , and deal 3

[M4 + i) piercing damage on a
hit; challenge 1/4 (50 XP)

Juvenile Medium AC 13: 39 (ads +12) hit points:
(376 months) speed 20 t't., climb z0t't.;Str1S

(+2); hook attacks are +4 to hit,
have a reach ofs Ft., and deal 5

(ids + 2) piercing damage on a
hit; challenge 2 (450 xv)

Adult Large See the Monster Manual
(6+ months)

5. GNOLL CAMP
The gnolls have a small camp setup here to prevent the
hook horrors from fleeing in this direction.

Three gncllls guard the camp and attack any creatures
cmcrging from the tunnels that are not of their kind.

THE OOZING TEMPLE
A tremor causes a cave—i'n and traps the adventurers
in a maze of tunnels with no obviousway out. With a
dwindling air supply ainrl water rising in the tunnels,
the characters are forced (I) find a means of Cscapc.
Complicating matters, part of the maze belongs to a
forgotten temple that now serves as tho lair of servants
olthe denion lordJuihlex.

1- BOXEHN
As the haracters make their way through a 10—foot—high

tubular passage, a tremor shakes the area and drops
part or the ceiling on them. Each party member must
succeed on a DC 13 Dexterity saving throw or take 5
(ldlo) blutlgeoningdamage from falling debris.

Once the dust clears, the characters realize that fallen
rock lias buried both ends of the passageway. However,
a new passage has opened in one of the walls, orlering a
possible escape route. It's clear that the route the party
was following has been permanently blocked by tons of
rubble. and runs the risk of triggering another collapse
it‘ the characters attempt to dig out.

2. DRIPPING DEATH
Whether finished stone ur rough rock, the walls of these
10-foot-high are s glisten with dark, dripping water.

Each or these heyerl areas holds a gray ooze that
pours through cracks in the ceiling to attack any
creatures that enter.
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3. GLABBAGOOL
This area contains the skeletal remains of 21 drow.
along with a dark metal mace and 2| scattering of coins.
However, the characters are quick to native that these
ttems appear to hover above the stone floor.

All the visible items are trapped Wlll1Il'I the body ofzl
gelatinouscube named Ctla|:tbagt)ol— or at least. that's
what it has liosen to call itself. Unlike most gelatinous
cubes. this monster has an Intelligence of 10 (+0) and
telepathy out to a rarigc of 60 feet (see the Monster
Manual introduction for telepathy rules).

juiblexs arrival in the Underdark has granted
Glabbagool senticncc and awareness. The ooze is
genuinely curious about other creatures and wants to
learn more about thn world. It defends itselfil’ attacked.
but doesn't othnrwisc try to harm the characters.
inste asking who they are. where they come from, and
why they have come to the temple.

Other oozes won't attztck Glallhagool. so it can block
a passageway to help the adventurers fend them off.
However. the cube can't safely move past characters
in a passageway. Glahhagtml might ask to accompany
the adventurers if it likes or is intrigued by ll|t‘rl'I.
L’n{t)rtunately, the 001 . si)eetlul'15 [eel means

that characters arruntpttnietl by it can travel only at
a slow place (see "Travel Pace" at the beginning at
this chapter).

TREASURE
Glahliagools body contains a mace along with 14 ep and
the mostly digested body ofa drow. It will disgorge the
items for the chant. 5 ifthey win its trust.

The mace is a common magic item. While atmnccl
the weapon. its wielder can use Ell'IElCli0|1KO make the
head ofthe mace alight with green flame. or use an
action to extinguish the fiztme. VVhilc the matte is ‘.li‘4"

it glows as brightly as a torch and (lr,‘£llS an extra l fire
damage on a hit.

4. PUDDING PITS
This chamber is tlivltlecl into four hallways and floored
with heavy llagstnnes. the walls carved with worn
and faded bas—reliel's. These show strange. swirling
shapes that might he waves, tentat;lr=,s, or some
combination thereof.

ThAP
The squares marked on the map have been undermined.
leaving a 1D—foot—deep pit heneath each one. A

tH\l'ltk l\Ir\.I\Ri\.Vl'3i$
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successful DC 1*’: VVisdom (Perception) check enables a
character to notice. that the stone is weakened.

More than 50 pounds of weight on an undermined
area causes it to collapse. A creature standing in the
area must Su(:<:t-ted on a DC 11 Dexterity saving throw
to grab the edge of the pit, after which the creature
must succcctl on a DC 11 Strength(Athlettt:s)checl<
to scramble out. On a failed saving throw or a failed
check, the creature falls into the pit and takes 1d6
hludgeoning damage.

At thc bottom of each pit is a blackpudding. which
attacks any creature that falls in. If denied it victim, or if
it devours a tallen creature quickly, the pudding climbs
up the sides to attack any dangling creatures, or to move
into the hallway in search ofprcy.

5. FOUNTAIN or MADNESS
This room contains a stone fountain with a raised edge.
The hasin contains shallow, hr.'.ickish water. At the
center of the pool. the rubble of a broken statue rest atop
a pedestal. All that remains recognizable are a pair or
clawed stone feet clutching the pedcst.'ti's top. Carved
into the walls are seven niches. Water seeps into one
niche through a crack in the wall. The two niches that

LHAVTER 2 l l\‘l'O oatzkxtss

flank it are empty. Strange, tormlcss sculptures occupy
the four remaining niches.

The "sculptures" are actually four gray oozes held in
magicu .-tasis. they liquefy and attack when any one or
them is touched or damaged.

TREASURE
l-liddcn beneath the dark waters ofihe fountain are 112
5p, 41 go, three grccn-gold hracclcts worth 25 gp each. a
drow +1 dagger (the hilt has a spider design). a potion of
greaterhealing, and u Vlal containing oil oislipneriness.

6. WATER CHAMBER
characters approaching this roughrwalled cave hear
the sound of pouring water. The water enters through
cracks in the 10—fcot—high ceiling. Given the rate at
which the water flows in. the charactcrs can easily
conclude that the cracks were caused hy the tremor they
experiencctl, and it's only a matter of time beiorc the
water floods the entire complex.

The water rises at a rate of 1 foot pet hour until the
tunnels are completelyflooded. However, chipping
away at any oithe (‘ranks causes more of the ceiling to
collapse, doubling the amount ofwater pouring into the
complex but also revealing a diverted underground river
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that is the sourec of the water. Once the water level rises
to the ceiling, the flow is slowed and the characters canswim upward for 30 leet to reach the waters surface.
They find themselves in a larger cavern froln which they
can resume theirjourney.

DEVELOPMENT
lf Glabbagool is with the party, the intelligent gelatinous
cube lltrars upward as the water rises and squeezesthrough a crack in the ceiling to escape the llooded
temple and remain with the characters,

LOST TOMB or KHAEM
In ages past, at the height of Faert‘in's great empires
of magic, the halfelfsorcerer Brysis of Khaem wasinterred in a floating tomb. Alter the fall otthe empire of
Netheril and its flying cities, Brysis’s tomb plummeted
into a crevasse and wound up in the Underdark, where
it has remained for centuries. The rise of the demon
lords has awakened Brysis from the eternal sleep of
death as a wraith, served by spcctets who were oncel:ier loyal retainers. Brysis yearns to accumulate enough
life force to leave the confines of her tomb. to which her
spirit is bound.

The adventurers might discover the tomb by accident
or with the aid of Fargas Rumblefoot, the halfling from
the Sillten Paths encounter. Either way, when they're
nearby. read the following to the players:

A soft rsrninine voice sounds out in ytlurmlnd suddenly,
raint and distant.

“Hello? Is someone there 9 oh please, l need your
help! I have been trapped in the dark forso long so
very long. Please. won't you help to free me?"

The characters receive an impression of the direction
to the entrance of the tomb, but the mysterious voice
doesn't respond to any queries, As they follow the voice,
a narrow side passage takes them to a dirty marble wall
with a deep—set door made of bronze-encased stone,
green with age (see the “Lost Tomb of Khaem: General
Features" sidebar).

1. ENTRANCE RooM_
A stone diorama stands to the right of the entrance.
depicting the sorcerer Brysis Khaem as a Netherese
noble in her prime. surrounded by attendants, slaves,
and other trappings of wealth and power. A vista of
fantastic floating cities covers the wall to the left of
the entrance.

Sntmcnsn AN or LAN DING
Across from the entrance. empty stone torch sconeflank a dusty staircase descending 20 feet to a landing.
Set into the back wall ofthe landing is a Netherese
calendar stone. Beyond this landing, the staircase
resumes its descent, stopping at three more landings
ofbare stone and descending a total of 100 feet before
arriving at area 2.

LOST Tour: or KHAEM: GENERAL Fsnultzs
As characters explore the Lost Tomb of Khaem, keep in
mind the following features.

Ceilingx. Room Celllrtgs are 15 rest high. The hallways
connecting them are 10 Feet high.

Dims. Each door in the tomb ls a l0-loot—by—l0-Foot
slab of solid marble encased in a thin layer ofbeaten
bronze The bronze has turned green with age, The door
pivots on a central axis, creating narrow openings oneither side while open. The door is also heavy and tight-
fitting, requiringa DC is Strength (Athletics) check to
npen or close.

Light. Except as otheiviiise noted, the interior ofthe
tomb IS dark.

Chaotic Magic The tomb was crafted during an age of
high magic. and it has become siitriisedwith fizzrzrzss. The
ancient and chaotic energy now permeatingthe structure
eatises any spell east within the tomb to trigger a roll onthe wild Magic Surge table in chapter 3, ‘‘Classes,’' ofthe
Player’: Hnndlzoak,
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2. SI-IRINE
The stairs lead down to this shrine. where shreds of
dusty tapestries lie scattered across the floor. Friezes onthe walls are defaced with deep gauges, making them
unrecognizable. An altar nr pale gray marble stands
gauged and cracked against one wall.

A successful DC 13 Intelligence (Investigation)check
reveals that the damage to this room is relatively recent,
and that the creatures that caused it left no tracks ofany
kind in the layer of dust on the floor.

3. SERVANTS’ SARCOPHAGI
Four stone sarcophagi mark the resting places
of Bry5is's most faithful servants. The lid of each
sarcophagus bears the sculpted image ofa robed
human figure in repose. Erysis's lour servants have
arisen at her command as speeters. If anyone touches
or otherwise disturbs a sarcophagus. all four specters
emerge from their sarcophagi. howling in rury, and
attack. The specters can pursue their prey beyond the
confines of the tomb, if necessary.

Opening a sarcophagus lid requires a successful DC
17 Strength check and reveals treasure within (see
“Treasure").

A character inspecting the northeast sarcophagus
and succeeding on a DC 15 Wisdom (Perception) cbeclt
notices that the sarcophagus is built on hidden stone
rollers. It can he moved aside with a suceesslul DC 10
Strength check to reveal a 4—loot—sqt.tarehole in the
floor, and in the ceiling ofa similarly sized chamber
directly below this one (area 5). lithe characters
move the sarcophagus but leave the chamber without
exploring the tomb below, they hear the same telepathic
voice that called out to them initially, saying. "Please!
Don't leave! I'm here. below!"

TREASURE
Each sarcophagus contains mummified remains. the
tattered remnants of ancient burial garments, and
treasure of Netherese origin.

CHAPTER 2 l
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Tho northeast sarcophagus contains two gold
bracclets worth 50 gp each and a ceremonial wand
(nnntllzlgicitl) iiiaoe ofchiseled ivo ‘worth 25 gp.

The northwest sarcophagus contains an onyx ring
worth 50 gp and a silver nccklacc SCI with two u7uritt‘.s
and a carnelian worth 250 gp.

The southwest sarcophagus contains 21 i-wt~r rmitle or
beaten gold worth 25 gr) and a walking Shfk worth 75
gp. The walking stick is riiatle iii iariiislieil yew with it

golden ltantllc shaped like a srorpiolt.
The suurhv; tslirt-ttpttagtis t-tmtains a gold censer

with platinum Ftllgrrt: worth 250 gp.

4. FALSE Toma
Stone blocks standing against the \\ ,

walls are carved with l'Il{‘l'I( .lrl5ltIc which rust H tl07.('ll
clay oanopic jars Containingclrs . tcd organ .Th ,.

organs belong to Br}. sisk nu-rvnnts, who are ertttittttwtl
in area 4.

ln (ht: mitltlle ttfthe mom re. s a wide stone sarcnpha—
gun atop ll hlack marble bier. The lid of the sarcophagus
is inhtitl with tlttsl-t‘,t')\‘PI’&tl mos. ics depicting great
floating (it '.s high Blltnét a beautiful landscape. The lid

or the siirciipliagiis looks mcrctlihly heavy but is maili-
leghrtr tiy aii Ltntienl spell that has StIt‘\ ietl to this day.
Thr ltd ran he pushed asioo turn a soot-ossful DC lo
sireiigili cllerk. The sarcophagus contains 2| his .

KI.&tl

Str’tl|1t‘UlBi’_\>l:. sctilpteo and painted to miilit it opp.-,ar
that she is sleeping coiiilmahti. ‘I he statue is zlffixtttl It)
the iiisirte oi the sarcophagus with SoVL%rt‘i{,-in glue aiitl
ciiiri be moved. There is no tl'(‘,ZlSIil’K‘ to l)r‘. roiiiiil.

TRAP
Opening the sarcophagus triggers a magic mouth spvll
that halls out in a booming voice. --Yoti haw tlisturtietl
the tomb oi Brysis 0l'Khaen15 Accttrsctl art‘. you. most
miserable oi" creatttrcsl" Each Crratttrc tn the room.
whether it hears the booming VOi(‘C or not. must make
a DC 15 Charisma savingthruw. On a fatlur . the
Creature is ctii-sett with (‘liS2l(‘l\.£lTItLtgL‘ on art: it rolls
and SaVtl‘l[Z throws. The creature can repeat the sorting
throw aftrr 24 hours have eta, -ail, r‘.n(lItIg the eltett on
itself with a sut . fttl save. Otherwl a remove curse
spcll orirlsthis effe t. as does destroying the wraith
in area 5.

It Bris . . wr-.iith is destroyed. hotli the magic mouth
and tht: cur :tln the s plmgus .e-‘ase to function.

5. TRUE TOMB
Bt'ysls's true tomb is hidden below area 3 and has
murals on the walls decoratetl with rich pigiiieiiis £In(l

iiilais otseiriiprotiotis. stones. A gildcd so 'oph2|gus
stands atop a stone bier along tht: west wall -’-\n in . ble
stone chcst rests at tht‘ foot of the sarcopttagus. Ctiarao
ters searching the aroa thorutlghly locate the chest. The

Cl'lCS(l'JCCO\'I1CS visible within an ztntimagtc field, and a
SHCC ssiiil dispel rnagic (DC 19) also eiirls the lH|r'i5l—

bility cffvct.
Bi-ysis of Khaem has arisen as a riiiirrleroiis

wraith. bound to her tomb ulttil she I] steal
enough life ftxrtie to leave it She arit es from within
th I't'.0]!lILtgLtS and attacks when creatures enter
this rllanlller. She gloats about how the charac—

te . death will free her from this prison. and
how her \ ictims will serve her even in death.

On initlati\e count 1 in the round tn which
Brv. . attarks the rharacters hear the telepathic
voice that first called to them rt the sarcoph—
agus! I can help you!" See "Treasure" for more
iniortnatitln.

TREASURE
The thin gold sheath covering Brysiss sarcoph—

agiis can be pried loose and is worth 250 gp.
In. tie the stone sarcoplmgus. lying atop Brysis's
willtered and iriuniiniiiecl corpse. is a magic
svt ord called D8W11bl'im_§e1‘(seE: appendix B).

This intelligent weapon is the suttrce of the telc—

pathic messages.
The stone chest tS unlocked and contains

the other treasurcsBrysis took with her
into the afterlife: 1.000 sp. 1.200 gp. clcvcn
zircons (worth 50 gp each). a rtccklattc of
fireballs. a philtcr oflavc. and a potion of
grcarcr hcalt 11,9.
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TRAVERSING THE MAKESHIFT RmCharacters ,-an also t-onstrut-r makeshift rafts using
DARKLAKE materials at lland. For t-‘\atnplr,‘. the rap ota giant

zurkhwotld ntushrooni ,. n lll‘ hollowcd ottt to make
a coracle equivalent to u l'0\I\l)U2l[.but with halfa
rowboars hit points (see the Airborne and waterborne
Vehicles table in chapter 5 of tlte Dungeon Master‘s
Guide). This is a downtime erattittg activity requiring
one day's work per raft.

An even more makeshift cratt might involve a
MODES OF TRAVEL character sitting in a floating barrel or otlter wzlrcrtight

T? -:—j-
containcr. cithcr steering witll ct paddle or flowing
with the current. Such a vessel has a speed ofl mph.
requires a crcw or 1. allows tor no passengers or cargo.

The adventurers need to find a way to cross the
Darklake on the way to their ultimate destination—
out of the Underdark and hack to the surface world.
They might attempt to find a guide or hire passage in
Sloobludop, but other possibilities could also present
lhemselvcs.

The adventurers might find tllffcrcnt ways to cross the
Darklake, depending on how long they traverse it and
‘"ll° °’ Wha‘ they e"°°“'“e' **l0"E the WHY‘ and has AC ll. hp 20. and damage threshold 0.

since there is no wind in the Underdnrlc all water
travel involves either rowing at ll/2 rnilcs pcr hour, or swnmmcfloating with prevailirll; currents at 1 milc per hour. swimming in the Darklake is a poor choice given the
Characters can work in shift: to row more than 8 nurnhcr of dangerous creatures inhnliittng tt. chcclt
hours per day. but crcwing a boat for longer than that is for 3 cams Cncournef each rm, my ('ha'" ,

Confiidfirhd ii fvrcccl march (569 Chapter 3 Ollhe Pl<'iy€r'5 are swimming. rather than every 4 hours or travel.
Haridbuvkln A swimming character must succeed on a DC 10

1;

BOAT Constitution saving threw for each hour of swimming or
r gain one level ofcxhaustioil.3 M05‘ 0”“ “a"‘h’3““g ‘he Wale“ (‘WC Darklake “*5 characters not actively swirnmiug hut simply clingingzurkhwuod vessels piloted by the kuo-tun or the duergar. lo Someming ‘hat floats (including me wreckage Ora

“"355 l3°a‘5 1“? 5<1“l"3l5'“ }0 l“ell’°¢'l5 (556 ll“ hoat or raft) can drift with the current at a speed or 1

”‘l'l’°’“° “ml W?“9’l>_°m€ Vehlcles ‘able '" “l“P‘°' 5 0‘ mph. check rut creature encounters each hour that“'5 “"300” Mam” G‘“'d9l- characters lloat in the water. and call for constitution

 —
checks against exhaustion for every 8 hours oftravel.

THE DARKLAKE: GENERAL Fznunzs
The rolldwing features commonlyapply to the OTHER OPTIONS
Darklake regian. Traveler. ,c'ln mix and match modes ctftravel, and

Di1rkrlzss.Truete its name, most otthc Darklake exists a sizable party might need multiple boats or rafts.
in pitch blackness. The only light available is whateverthe A creature with 2} swimming speed (includingacharacters are able to provide pdlytnorphcd character) can travel without risk or

Caves and Tunnzls. The Dzrklake IS a giant labyrinth of mg“ ,0, up ‘D 8 ho“,S_ and can even serve .3lakes, waterways, and canals that connect myriad caverns
arid chambers. Some ofthese caverns are massive. with
immeasurablydeep water and vaulted ceilings tar outside
the range prany light. Others are narrow, with only a raw

l feet of space between the ceiling and the surface ofthe
water. Some are completely submerged, navigable only by

i

those able to breatheuriderwzter. RANDOM ENCOUNTERS
Navigation.without the sky orthc stars to riawgale

by‘ any successful passage prthe Darklake relies on
one's familiarity with its intricate network cfcaverris.

mount for a creature smaller than it. Waterbrearhing
(or nmibreatlling) creaturcs can swim underwater or
even walk across the bottom of shallow sections of the
Darklake, but need tiilrkvisionor a source ofligln to see.

Every 4 hours that the eharaete . are on the Darklake.
roll at C120 and consult the Darklake Random

passages, and Experienced navigators know how Encounters table to detern-ine what. it anything. they
to find and read ancient ducrgar runes carved along the encounter. lithe characters aren't moving—anch0rer:l or
Darl<lalte‘s tunnels, though most afthese “road signs" are ashore, for examp1e—auy encounter is ullttlmatically anearly worn away by the passage arttmc. such knowledge creature encounter.
l5 something that takes years, if not dccad-cs, ofwandenng
"'9 Dalklake '° 354"“ DARKLAKE RANDOM EncoumznsThose without the skill to navigate the Darklake
(including the adventurers) must employ maps or
guldeS.|ftl1e characters manage to acquire a map, they 1-13 No encounter
Cari make Wisdom (Survival) checks normally to avoid 14-15 Terrain (roll a dlo arid consult lhe Darklake Terrain
becoming lost.

Foraging. The characters can forage for food while
traversing the Darltlalte, primarily by iishing and gathering

d10 Type or Encounter

Encounters table)

1547 one or more creatures (roll a dlz and consultthe
edible rung. lscc “Fungi ptthe Uriderdark" in chapter Darklake Creature Encounters table)
2). Much ofthe water ufthe Darklake lS unsafe to drink. 'l8—2O Terrain encounter featuring one or more creatures
making it important to seek out springs and other clean (fell a dig and Consult the Darklake Te,.,a,,,
sources ofwater reading into it. Encounters table, (lien roll a d'l2 and consult the

Darklalte Creature Enzouriter tapiel
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Isl.AN D

A small island rises from the water ahead. An island
with no hostile creaturesmakes a good place for the
party to take a long rest. There is a 50 percent chance
that the island has one or more types of fungi growing
atop it (see “Fungi of the Underdark" in chapter 2).

Otherwise, the island is barren rock.

Low CEILING
The clearance of the cave or passage lowers suddenly to
3 feet above the water's surface. Each Medium character
must succeed on a DC 10 Dexterity saving throw or take
ld4 ltludgeoning damage from hitting the ceiling before
the passage ends.

R0CKFALL
Loose rocks fall from the ceiling above. Each character
must succeed on a DC 12 Dexterity saving throw or
be hit by a Chunk of falling stone for 2d6 hludgeoning
damage. If the characters are traveling in a boat or raft,
their vessel takes 2d6 hludgeoning damage for each
sue gful save: in other words, each rock that misses a
character hits the boat or raft instead. Roll the damage
for each rock striking a vessel separately to see if it
overcomes the vessel's damage threshold.

ROUGH CURRENT
The waters here are especially turbulent. If the
characters are traveling by boat or raft. the crew must
succeed on a DC 13 group Dexterity check to maintain
control. If the group check fails. the vessel takes 2<l6

hludgeoning damage, and each occupant must succeed
on a DC 10 Strength or Dexterity saving throw to avoid
falling overboard.

RUN AGROUN D

This terrain encounter occurs only if one or more party
members are traveling hy raft or boat. The vessel hits
a shallow area or sandbar and runs aground. The
characters can push the vessel back into the water with
a successful DC 10 group Strength (Athletics) check.
While characters are pushing their boat free, there is
a 50 percent chance that one or more creaturesattack
them: in this event, roll on the Darklake Creature
Encounters table to determine what attacks.

STONE TEETH
This terrain encounter occurs only atone or more party
members are traveling by raft or boat, and there's a
strong current. Stalagmitcs jutting up from the bottom
ofa tunnel arc hiddenjust below the waterline. Spotters
must succeed on a DC 13 wistinm (Perception) check
to notice the “stone teeth," allowing the vessel's crew
to attempt a DC 12 group Dexterity check to navigate
through them. If the group check succeeds, the vessel
passes through unscathed. Failure to notice or navigate
through the stone teeth deals 6d6 piercing damage to
the boat or raft.

TIGHT PASSAGE
The adventurers encounter an especially tight passage,
requiring a successful DC 12 group Dexterity check
to navigate a boat or raft through it. If the group check
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succeeds, the hoat slips through. Otherwise. the boat
gets stuck, requiring a successful DC 14 group Streng1h
(Athletics) cheek to push it free. While characters are
pushing their boat free. there is a 50 percent chance
that one or more creaturesattack them: in this event.
roll on the Darklake Creature Encounters table to
determine what attacks.

WH l R LPOOL
An underwater crevasse or drain creates a small vortex
in this area. much like the whirlpool effect ofthe control
water spell (save DC 14).

DARKLAKE CREATURE ENCOUNTERS
The se tons that follow the table provide additional
information to help you run caeh crcaturc encounter.

DARKLAKE CREATURE ENCOUNTERS

an Encounter
l I aquatic trail
2 2d4 darkrnarules
3 M4 + 2 duergar in a lteelbnat
4 l green hag
s t grell

e—7 lds + 2 ixitxaehitl [see appendix C)

3 ld4 Into-to: in a keelboat
9 M14 marrow
10 ads stirgcs
ll l swarm ofquippers
72 V waier weird

AQUATIC TROLL
An aquatic troll swims up from the depths. It has the
abilities ofa normal troll. but can also breathe water
and has a swimming speed of 30 feet.

DARKMANTLES
These creaturescling to the ceiling as the adventurers
approach. cloaking themselves in darkness as they
uhfurl and attack. A creature in a boat or on a raft that
tries and fails to detach a darkmantle from itself or
another creature must succeed on a DC 10 Dexterity
saving throw or fall out of the ve

l and into the water.

Duncan
A keelboat crewed by duergar is traversing the
Darklake on business. The gray clwnrvcs putley with
the adventurers—or attack them if the opportunity
looks ripe to capture them and sell them as slaves in
Graeklstugh. If the duergar surprise all the characters.
they turn invisible. making it appear that their boat is
abandoned so as to lure the adventurers on board before
they attack.

Roll a d20 and consult the Duergar Keelboat Cargo
table to determine what, if-anything, the duergar are
transporting in their keethnat.
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DUERGAR KEELIOAT Cuzco
d2O Cargo

H0 None
1143 ldlflx 100 pounds ofunrelined iron or:
14-16 id4 zurkhwoad crates tilled with miningtools
1749 M4 ziirkhwood casks of harvested fungi lsee

“Fungi otthc Uriderdark" in chapter 2)

20 A locked iron chest containing 3d6 x we gp and a

random magic item (roll once on Magic item Table
B in chapter 7 of the Dungeon Master’: Guide).

GREEN HAG
Nanny Phinit is a green hag who likes to taunt and
lead travels astray. She might instead bargain with
the characters with her knowledge of the Darklakc.
especially if her life or freedom is at stake. lf this
encounter occurs again, it might be with Nannyor one
of her sisters. Maven Delve or Dame Spidcrwort.

GRELL
A grcll dcsct-nds from the cavern ceiling, attempting to
grab and paralyze one party member. then fly offwith
its victim.

IXITXACHITL
These creaturesattach any party members in the
water. Otherw‘ e. they follow the party and wait for an
opportunity to strike. Ilclenied a meal for too long. they
begin to gnaw on the hull nfa boat or the underside of
a raft. hoping to sink it (this tactic is iiietfective against
craft with a high damage threshold).

K170 —"roA
These kuo-toa pole a keelboat toward Sloobludop (or
awa 'from the town if it has been attacked: see the
end of this chapter). If the characters have not been to
Slciobludop. the kuo—toa might try to capture them and
bring them there. See “The Day's Catch" for details.

Roll :1 (H0 and consult the KuortoaKeelboat Cargo
table to determine what. if anything. the ducrgar are
transporting in their keelboat.

KUO-TOA KEELBOAT Cuzco
dzo Cargo

I-15 None
l6—i7 ld4 nets, each net has a 50 percent chance tit

Containing sde dead, edible quippers
ix-l9 1d4 nets: each net has a so percent chance of

containing 1214 living stir-ges
20 H4 pieces ofbroken, harnacleencrusted statuary,

each worth 50 gp; each weighing id: x 5 pounds,
and each depicting a weird alien creature, a lung-

iorgotten god, or fragment thereof,

MERROW
These worshipers of Demogorgon have been driven
into a frenzy by his arrival in the Undcrdark. They
it-nmediatnly attack, trying to capsize or wreck boats as
they uttcr the war cry, "Blood and salt for the Princt: of
Demons!" in Abyssal.

A rncrrow can use IlS action to capsize a boat or
raft within 5 feet of it. Anyone in the boat can thwart
the rnerrow by using a reaction to make a Strength
check contested by the mermw's Strength chcck. lfthc
merrow wins the contest, the Vessel capsizes.

STIRGES
The-se stirges cling to the ceiling like bats. If the party is
aware of the stirges, the characters can make a DC 13

group Dexterity (Stealth) check to slip past thc stirges
without disturbing them. if the group check succeeds.
the stirge. ignore the party. Otherwise. the stirgcs
descend and attack the nearest party mcmbcrs.

SWARM or QUIPPERS
A swarm of quippers keeps pace with the characters.
attacking anyone in the water. if an hour passcs and no
riieal has presented itselfi the quippers stop following
the party.

WATER WEIRD
Bound to some long—l0st site beneath the surface of the
water, this neutrnl evil elemental rises to attack when
the characters pass by.

Roll a tit’: and consult the Weird Discoveries able to
determine what the water weird is guardiu g.

WEIRD DISCOVERIES

as Discovery

14 sunken altar dedicated to a forgotten deity
3—4 Sunken statue with 500 gp black pearls for eyes; a

thiefwho removes one or both gems becomes the
target ofa contagion spell (save DC Ml.

5—a Sunken, sealed sarcophagus containing a iriiiirirriy
and M4 art obiects (roll on the 250 gp Art Objects
table in chapter 7 units Dungran Master‘: Guide)

SLOOBLUDOP
Population:500 kuo-ma
Government: The archpriest Plonpplnopeen once

ruled in the name of the Sea Mother. the goddess
Blibdotilponlp. He was recently challenged and
dispiateii by his daughter Bloppblippodd.archpricst of
Leenionggoogoon the Deep Father.

Defense: All kuo—tcla rally to the villages defense.
iiichidiiig whips and monitors serving the prir‘ -thriorl.

Commerce: The kuo—toa trade with Various l‘fl(7l‘S of the
Underdark near the Darklake. in addition to pruviding
ferry service and navigation.

Organizations:Two major shrines and several
other minor ones.

Sluoblutlop is a kuo-toa village on the eastern cdge of
the Darklake. From a distance, it looks liktt a mas 've
tangle pl reeds stretching up into the darkne ~- lit
by glowing spots ofphosphorcscence. Upon closer
approach. a series of rickcty towers can be seen, lashed
together by rope and plank bridges set in haphazard
patterns. Evcn above ground, the kutrtoa build in line
with their thrt:c—dimensiunal aquatic sensibilities.
constructing their “great city" as if it were underwater.

ri-urrrrt 2
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Sloohluriop simmers with religious fervor and
sectarian tension. While many or the kuo»toa still
worship the goddess Blibdoolpoolp, a faction has
shifted its worship to Leemooggoogoon the Deep
Father, a vision iiifiut-nced by the manifestation of the

l

demon prince Demogorgon from the depths of the
l

Darklake. liii "ally, the archpriest oiBlil:l:loolpnolp
y tolerated this—hutthen his own daughter declared
y herself an archpriest of Leemooggoogoon.and the Cult

| began to grow.

SLOUGHING TOWARD SLOOBLUDOP
The characters can choose to go to Sloobludop for
several reasons:
- They need a boat (and possibly a guide) to navigate the

Darklake. Travel along the waterways oi the Darklalte
is an excellent way to throw off their dmw pursuers
(see chapter 2 tor details).
Staying a short while in Sloobludop can provide
a respite from pursuit, since the drow are reluc-

tant to provoke the kuo—teti needlessly. Reduce the
pursuit level by 1 while thn characters consider
their next move.
The characters need supplies and equipment, and
hope the kuo—toa might be willing to trade for what-

ever they can offer. Alternatively. the characters might
l try to steal what they need from the kuo-toa.

Shuushar might point out any of the previous reasons
or wish to go to Sloobludop to rejoin his people, feel
ing he has important guidance to offer them,
Shuushar might not he the only one with “higher
guidance.‘ One or more characters might expe-
rience dreams or visions guiding them toward

.a
SLOOBLUDUP: GEN ERAL Fzuu ass
Sloobludop spreads out along the rocky shore orthe
waters ofa broad cavern lake, with high fences ofwoven
netting to the north and south ofthe village boundaries,

Light. S|ool>ludop’5 cavern is almost entirely dark except
tor a few spots dtdim light from phosphorescent fungus
and coral, ortrom glowing cave—fish glands. The kuo—toa

recall from areas ofbright illumination. becoming hostile
ifhright light is brought among them.

images and Platfiirms. Bridges and platforms are
haphazardlystrung throughout the city, connecting various
levels of structures with each other as well as crlsscrossmg
open spaces. Characters can move at a normal pace
across the platforms and bridges, but this puts strain on
their poor construction. Wheneverone or more characters
move at normal speed across a bridge or platform,
roll a d6. On a roll of i. a bridge rlips or breaks to drop
characters to the platform below. or a platform tilts to tip
the characters into the water. These areas can be navigated
safely by treating them as diflicult terrain.

Language. None otthc inhabitants otsloobludop
speak Common or any surfacerworld language, which

might present a challengefor the characters. The fish»folk

speak Undercommori,and Stool the myconid sprout can
establish communication using its rapport spores ifit is

present. Shuushar the kuortoa monk can also translate if
he accompanies the party.

CHAPTER 3
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Slclol:llut:lol:l»nt'>t realizing that such dreams are sim-
ply iurther rnaniiestntions otihe madness growing in
the Underdark.

NOTAELE KUO-TOA IN SLOOBLUDOP
A number of important kuo-toa have the ability to
influence the adventurers’ fate in Slooblutlup.

PIIOMINENT KUO-TOA
Ploopploopeen Archpriest otthc Bliladoolpnalp

("Ploop") the Sea Mother
Bloppblippcdd Ploopploopeen’s daughter, now
(“Blopp") calling herseltthc archpriest of

Leemooggoogoon the Deep Father;

demon tainted
cloogiugogg P|oopplanpeen’s son, kuo-toa whip,

(“Glnog") and loyal worshiper ofthe Sea Mother
Kllbdoloogut Kuo—toa whip and keeper ofthe altar of
(“Kllb") the Deep Father

SHUUSHAR CONNECTION
If Shuushar accompanies the party, the kuo—toa monk
can be helpiul in communicating with his people at
Sloobludop. However, keep in mind that Shuushar is
either a heretic or a holy man depending on which ltuo
toa he's speaking to, and how they view things at that
particular moment, The mysterious monk could serve
as an ace in the hole to help the party out, or he could
just as easily cause trouble with his stubborn refusal to
acknowledge his fellow kuo—toa's religious obsessions

4
ROLEPLAVINC THE Kuo-ma
Though the kuo-toa are mad, at least some ofthat
madness comes from an utterly alien mind-set. Although

amphibious air dwellers, the kuo—toa still largely behave as
aquatic creatures. Thus, much ofwhat they do on land is a
bizarre approximationoflife under the water.

Kuortoa names are a long series otgargling syllables,
and theirvoices have a bubbly, gargling quality. However,
the kuo-toa communicate as much through gesture as
speech.They have dlfficulty standing still. and are prone to
quick, darting movements. They pace constantly, walking
in circles around creatures talking to them. A kuo-toa

priest speaking to a group offollowers doesn't stand at a
podium but wanders aimlessly while the crowd follows like

a school offish.
Kuortoa prefer their leaders to be physically above

their subordinates. (lfno dais or platform is available tor
leaders, they have been known to literally stand on top of
prostrate underlings.) However, leaders tend to dwell on
the lowest levels of buildings because these are considered
the safest areas in a settlement, due to their proximity to
the water.

Since the kuo-toa are fishlike, they lack eyelids. This
isn’t only unnerving in conversation (a kuortoa never
blinks), but it also means that kuo-toa all look the same
sleeping as awake—and virtually all kuo—toa slecpwalk.

makingthings even more confusing.There is a 25 percent
chance that any individual kuo-toa the party encounters in

sioobludop is sleepwalking. ignoring everyone around it

and moving in a shuttling gait rrom place to place,
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as anything other than "dangerous illusions." etnnhitred
with his tireterertce ter nonviolentsolutions.

THE DAy’s CATCH
\\ hen thr‘ adw-nttrrerssome within an hour's trawl of
Sloobludop. r , entzttunter a party of eight kuo-toa
led by at kuo-teamonitor. The fish—t'olk tl'l"lIT\r‘,(Il2|lé:1_\

attack. but their tar ties show that they are atternpting
to capmrr the nmcters. The ktIO—t0a leave any fallen
upponcms mi in us at 0 hit point tntentling to
hrrng thrnr batik to Sloobludop as the offerings to the
Deep Father. They bind prisoners with tough rtirds of
gut, each with 2 hit points and reqrrrrrng a successful
DC [7 Strength check [0 break.

THE ENEMY or Mv ENEMY
On the way to Slttobludopafter the previous enmunter.
:he char.-terers rtrn into another kuortoa palm]. this one
made up of six kuo—toaand two kuu-toa monitors,
led by thc kuo-toa archpriest Plotippluopeert.If the
t ltaractct-- are prisoners of the firsr ku0~l0a patrol.
the newcumt-.r~ ambush them and fight to free the
charactrrs. otherwise (or aftcr the fight), Ploupploopecn
attempts to (‘0l'nn!uI)iCa[6 in Und(il'l',(ll'n man. then casts

Inngttrs if none or the eharaetrrs speak rt. Read the
following:

“l am Plaopploopeert, archprtest cfthe Sea Mother
Ellbdoolvpoolp.she answers my prayers by delivering

you. Help us. and you witi he rewarded tor your service,"

It the characters talk with Ploottplrmpeen.the eirchpriest
texplzlins his intentions as the kuO»L0a F§(‘OY‘l1h(‘[)£||’l_V to
Sloobludop. If the L’hEIl'H(,'[r)l'Srefuse. the kuo—(oz\ attempt
to uapture them, as v\ tth the previous patrol.

Pineppioepeen t-xptartrs that the inhabitants of
Sloobludop hztvt: lived in harmonious S(‘f\’I(‘.(‘ to the
will of the SP3 Mother for some limt‘. Oh. there were
occasional “vistonax "who stirrcd up trouble (at
this. he might cast a wztlleyed gtaner at Shuushar)
but nothing ohtny great concern. A few weeks ztgn.
Bloppblippotld,Ploopploopectfs own daughter.
exporientzeri a powerful vision of‘ Prlxititiggoogoon
the Deep Father,"prt)cla1minghm‘! the new god other
peopk‘ she has backed up her rlaims with a great
increase in her magical power, and new followershave
H0('k<!(] to her.

'H\P\Khr in: [MK/lr\L\kl



4
A Kuo-roan Kom
The tuotoa are aquatic creatures, As such, they have no
real need tor the boats they use to ply the Darltlake, even
as boating remains a significantpart oftheir culture.

it might well be that the kuo-toa's former masters——the

rnind flzyers—used them as ferry pilots and navigators in
the Uriderdark, and the fish-folk continue to do so out of
habit or some deepseated need. certainly, their relative
usefulness to the other races ofthe Underdarkhas served
the tuotea well. Only the duergar have shown any interest
in navigatingthe waters ofthe Darklalre on their own, and

not even they do it as well as the l<uo—toa.

There is a persistent myth among the inhabitants of
Sloobludopthat the maze ortunneis, passages, and pools
oithe Darklake is a kind oirneditatton—a Spiritual journey
Kuo—toa who navigatethat maze long enough will awaken
to a great revelation for their people. As with many oitlie
strange beliefs ofthe l(uo~toz, this one might only need

time to become a reality

mm
"we are split in two." Ploopploopeen explains.

"fighting among oursclv " The followersof the Deep
Father have been making an increasing nurnher of
oriei-ings on his altar~killlngblood sacrifices then
casting hlootly chum into the waters ofthc Durklake.
where it is consumed by something.

BAITING THE HOOK
The archpriest of the Sea Mother tells the charaere s
he wants to use them as bail. The archpriest of the
Deep Father needs humanoid sacrifices. and the
party represents a pri7t‘ collection in that regard.
E'loopploi>peen will offer the characters as a “token of

peace and reconctliatio to get closer to the arrhpriest
ofthc Deep Father—cxceplthe adventurers will not
be helpless prisoncrs, but inlilirators. Ploopploopeen
wants the characters to disrupt the upstart fat:tion‘s
rituals, allowing his true believers oithe Sea Mother to
cut off the head of the cult. The archpricst promises that
the characters will hr‘, “well rewarded" for their aid.

If the characters refuse. Ploopploopeen tries to turn
them over anyway, still using them as bait to get his own
kLl0'l(7a loyalists closer to his daughter's t'ult. However,
he no longer depends on or supports the characters as
allies, leaving them to survive on their own.

No matter whether the characters approach the final
encounter as willing participants or prisoners. thc kno-
toa make no effort to bind them or take their weapons.
believing in the power of their superior numbers and the
divine might or their competing gods.

_1. GATE
Sloolaludcip is enclosed to the north and south by outer
"walls" of heavy netting with sharp hone hooks woven
into them. in the middle of each wall is agate through
which creatures can safely pass. Any creature wishing
to crawl through the netting can do so with a successful
DC 15 Dexterity (Acrobatics) Check. On a failure, the
creature takos lrl8 piercing damage and hecornes
restrained in the netting, requiring a successful DC 12

Strength check as an action to break free.
Stationed outsitle each gate are four kuo—toawhips.

They confront anyone who approaches. Party rncrnhers
t=.sct\rt(',(l by other kuo—tuu can pass through the gate

t.rt\iti.~i< x i

iii: l'l\Fx'l\l \KF

unchallcngetl. If the Chara * ers are uncscortetl. any kuo—

toa they meet attempt to apture them. Hall a d2U. On a
1—7. captives are taken to area 3. On an 8 18, Captives

are taken to area 4. On a l9—2D. the guards are evenly
split and iinmedlatcly begin to brawl for the right to talu-
the characters as prisoners.

2. Docxs
HA ha1f—dozt-,n kuo—man kcclboats are moored h , .

Although kuo-tnawill negotiate terms for ferryiiig the
charactc s across the Darklalte. none leave without
permissiori (see below). Party members can attempt to
steal one or more otthc boots. but doing so requires a
successful DC 15 Dexterity (Stealth) check (anti the kuo—

toa ar able to sense invisible creatures). The kuo—toa

pursue any stolen boats. intending to capturi: the thieves
as offerings to appease their gods.

Five groups of thrce kuo-toa monitors led by a kno-
toa whip patrol the platforms at the water's edge. ‘they

ensure no vessel enters or leaves without submitting to
"auguries" to deterinine il’a crew's artiniis are pleasing
to the god ofthe hour—in this case. the Deep Fathcr,

The auguri ist ofa half—hotir riiilal. during
which the whip casts bones. shells. rintl other tokens
and reads the resulting omens. Roll a tl20. On l—8, the
whip finds tho, omens favorable: on 9 18, he finds them
ulifavorablc; and on 19—20, the uuguries are unclear,
and the whip feels the need to consult the archpriest of
the Deep Father (area 4).

lithc characters met or spoke with the archpriest
of the Deep Father before coming here. the whip
automatically refuses their request to leave.

3 SHRINE OF THE SEA MQTHER
V

When the characters arrive here, on their own or
escorted. read the following to the players:

A nine-foohtall statue stands here, its body is roughly

carved from some kind ofwood in the shape ofa
humanoid female. its head and forearms formed from

the severed head and claws ora giant albino crayfish.

These parts are lashed on with strands of gut, and emit
an overpowering stench at rotting shellfish. Shells,

brightly colored stories, mushrooms, and rotting fish are
piled atthe statues feet and strung in garlands around
its neck. Four stein kuo-toa slowly circle the statue. alert
and on guard, while a iew others rriill about, gazing up at
the statue and bowing repeatedly while chanting.

All creatures that come here are expected to make
an offering to the Grt-at Sea Mother Blibdoolpoolp. A

successful DC 13 intelligence (Religion) olieck recalls
that Blibdoolpoolpis a scavenger goddnss, meaning that
rliscarcled and recovered items are worthy ciiIeriligs—
and the more personal the better. Rogurgilating at the
goddess: feet nnsidered a sinccri> Show of faith
(and a bchaviorf tliiul kuo—to;i might di play if the
characters wait long enough).
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Six kllorloa work at the altar. clcaning up and arranging
offerings. Klibdoloogut.a kuo-toa whip dedicated to
the Deep Father. stands in front of the altar with two
kuo-toa monitors. offerings are usually living creatures
killed on the altar, although an offeringof ones own
blood also satisfies the whip. Humunoids other than
kuo~lna are immediately taken into custody to be
brought belore the arcllprlest of ilie Deep Father, who
summarily condemns them to be sacrificed.

Bloppblippodd.a female kuo—toanrchpriest or the
Deep Father, lives on the bottom floor of a squat hovel
near the altar. She is a bloodthirsty sarlist absolutely
assured that her divine vision will raise her in glory tn
rule her people. Bound and gagged against the for wall
is a duergar prisoner (set: “Thc Offering").

TREASURE
Bloppblippodds hovel contains wealth accuniulutr-d
since her rise to power; 1,000 cp. 500 sp. 290 gp, an
embroidered silk handkerchief with a spider design
worth 25 gpl three azurite gems worth 10 gp each. a
(luCrg£If—l'T|£|dE bronze cup worth 25 gp. and a silver
choker with a spider design worth 30 go.

Tile OFFERING
If allowed to do so. Ploopploepeeii brings the charactcrs
to his quarters near the Shrine of the Deep Mother.
There they meet Glooglugogg. who loudly tells his father
in Undercommon that he sees no need for outsiders to
be involved in sacred matters. The archpriest dismisses
his son's concerns with a negligent wave, telling
Glooglugoggthat he mtist flow with the rurrents of
the goddess's Visions The whip relents but throws the
characters a hostile glare.

Within the hour, twclve kuortoa led by a kuo-tea
monitor arrive at Ploopploopeens quarters. The
archpriest of the Sea Mother adtnits the monitor and
informs him that he, his whip, and the prisoners will
accompany them to see the nrchpriest of the Deep
Father. They are escorted to the altar of the Deep
Father near the docks. where Bloppplippoddawaits
them. De he the scene to the players as given in
that area, then read the following boxed text: if none of
the characters speak Undercommon. the exchange is
gibberish to them, though Shiiushar can translate.

The arehprlest ofthe sea Mother steps forward across
the span ofthe altar toward the kuo—toa waiting for
him there, “The time has come," he says, “for us to
acknowledgeyour divine vision and welcome it. l have

brought these as offerings." He gestures toward all of
you, standing within a circle ofguards behind him. "Will

you not actept them?”
"You are wise, rather," the younger archprlest replies.

‘‘I accept your offering in the name ofthe Deep Father.

Maythelr blood nourish and strengthen himl" A burbllng
cheer goes up from the surrounding lumen. their fists
raised in the air.

(ll-\Pl‘ER'5 THE nttaktxkt

The followersofthe Deep Father are already preparing
to sacrifice a bruised and bedraggled duergnr named
Hemeth—anarms smuggler who was looking to cut a
deal with one or both factions of the kuo—toa, but instead
found himself captured for his trouble. He's willing to
cooperate with the characters to save his own skin. and
will even return the favor given the opportunity (see
chziptcr 4, "Grack1stugh").

THE RITUAL
Kuo—toa parade around the altar in a wide circle as
they chant. Part of their path sends them splashing
and wading through the shallows of the Darklake. The
characters quickly can't tell one faction of fish—folk from
the other, but they see the archpriest of the Sea Mother
and his whip moving toward the altar.

Bloppblippoddcalls for the sacrifices to be brought
forth. and one ltuo-toa per character jumps to do her
bidding. They prod the characters with their spears to
herd them toward a slight depression 20 feet from the
altar, with a large grate at its center. The characters can
see that the stonework of the depression is stained with
the blood ofinnumerablo sacrifices, and they can hear
the gentle lapping of the Darklake coming up through
the grate, Thc chanting grows louder.

When the sacrifices are brought forward.
Bloppblippoddgestures toward the altarl whereupon hcr
lather suddenly attzirks, striking her with his scepter.
Kuo-toa loyal to him surge forward to attack, while the
guards that brought the characters forward stand in
shock. They are surprised and cant move or take an
action on their first turn ofthe combat, and they can't
take reactions until that first turn ends.

As the two archpriests and their followers light, the
characters can intervene on either side or attempt to slip
away during the melee.

On round 3 of the fight, charactersnotice kuo-toa
crying out and flailing in the shallows ofthe Dztrklake.
Several are pulled under or strike at unseen foes
beneath the surface. The water foams red with blood.

Dozens otixitxnchitl (see appendix C) are responsible
for the attacks in the water. They have been drawn
by the kuo—toa ritual and feast on any creatures they
can reach, including party members in the water. The
sudden frenzy sets a wave of panic through the kuo-toa.
Thc young archpriest calls out “Leemooggoogoon!"
just as her father strikes a final, fatal blow, dropping
her before the profane altar. (If any character is also
engaging the archpriest oi the Deep Father. allow that
character to strike the filial blow.)

DEMOGORGON RISESl
Although Blopphlippodtl rolls, the ritual still achieves a
terrible success. Read the following:



he
ttrn
‘-tar

‘H3.

Another sound rises above the burhhrlg cuss ottha tho.

zoa The davk surface ofthe water farther out bubbtes
and begins to foam A thick, city teritade bursts forth

(showed by zmuthev. Then two monstrous heads break

the sttttace, both vesembhrig hideous, arigvy babouris
with wickedly curved tusks. Both heads ave attached

to a sttigte torso. and the monster‘; red eyes burn with

htooaittst and madness The Creatuva using From the
Darktake must stand thtvty feet tzth ct more, with water
cascading down its hack and shou1derS.Upori reaching

its fut! height, the gveat demon throws bazk both its

heads and tears‘
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" tthtess (st hltitlttess“ in rhzspter J .
H11‘ kttthttta

> t-mrtc int tljiiifttaled for 1:110 tmnutes Cr} mg uttt
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D€t'n0g()rg()lt utxdezs t0Vt'HI'tl Sluobhldrlp.hEadSI'Oal‘tt1;l
.1 Etbbvrltlg. tentaclcs tittittttg and Sli1EXShiIIg the watt-r.

" Jrounds, hr CDIUCS within reach ofthr shorelinc and
Imhes 0ut.sn\a5htt1Li (IUl‘1v\s and sending hntt , ttyittg
. th each ~'t\Pep ofhis [t‘IIl2tI‘]E‘:. Whrri the demon lord

tits. <0mr‘ kuottoa t‘(‘t‘t»\rr their Vvtts tttnttgh [D fiat‘.
htle othnre. mtt-at-. partttuett with ffzlr.

.APl.\I(} T1IEDt.‘i1OI\' LORD
- the bt‘[(t‘l'[1&lrltJfattttetutitt. tht- pl‘t\)€t”S eX(‘rt

Lltur and flee as >00!) as tht'_\' see the dcmnn lord. ll

the '4‘Ol'|fl'Uf\lhtl71.[hF_y?l\‘(‘HIIHDSICEY‘[aiI'|I}'(1(.'OI]]€d.
t"t:trttthatet_t for thcm. D('m0gUrg(tl\ is tot-ttsett on
smashing the kuo—to;i ~etI1t>tnent and p.'ty- httlc head
[0 the ]i|H|_\‘ nreatttm fleeing trottt him. The character.
[MIR hate a gnarl thttttce at getting ;tw:t_\ ifthey art
qtttttttt. They might firsl need to that with Companlutls
U\(‘l'(‘0l‘HE‘ by |)Ollt>UfIHad\1CS§. hm\'r:i. .and th«'_\ tterd
ttt tIe‘(‘I(le how tht-y intend to t’§(‘£lpt‘.

Escape by Land. Fleeing b v iantt rettttitt-< thtttgittg
lf‘Fl’irtl‘d ktto—tmt. tmtl etcn fighting tiah—l’olk drtwn to a
hitting it-enzy against the characters tot 11E\\it1g(|l"ttV\.n

H1l~ tloom down ltpull them. Rnil .1 tl2U. Uri 2| 17 20. 2d1
kuo—toa attack the t hamctsrs during their as ape.

Escape by Water. Thc £td\'l"i1\’1tI’P)’§ can strut boats
fl'On1[ht'd(:t'k’» tttttt patttttt: thettt along the ahtirt
awa} truth the attacking d|’Jl\t)n lord. tht- tttttacttttt
attack anynnr in the \\'E\[t',‘t‘. hut most arc uttcttpied with
s1:\ughh‘i‘tl\gkutlrtfla ttccittg tnttt the nattthttte. A twat-
miss frtitn titte titpemogorgtttts tentacle‘: might r£‘(|\I\rf‘
each Fhétratflrr [0 makf. J DC 10 Strength or Dexterity
saving thttitt tntatet-3 Chultir), with thitttte ittthnatirttg
that Tht‘ rht\m<‘ter has bvttn tltmwtt ovcrhnztrd by a wave.

[)h\'ELOP.\1ET\T
The ad\'CJ'|HH'K-‘t'.~and this chapter V\il1"| a terrible
Yeallzationi Detttogorgon is I005?’ itt the Uttttetttarht
tttttiaity. thet might bla ITK‘ the kuO—l0a tttttttt U!’ the
ixttxztrhitl. But as [1’tC} learn more about vthttt has
happcrtett the ttccct to (‘NC he the Undt't'd1trkb€CO1‘|'|CS

even lTIt)t'(‘ urgent.

XP AWARDS
In .tttttttimt tn Iht‘ XP awards r‘.1l'n(‘,(I for the Fl‘K‘£|tu|’r:
the part) otctrtttne. tn K1113 chapter the t‘hat‘:t(7trrs earn
400 XPttIivtdr,t1 EquallyEl1‘r\Ui1gHH[)aI'IVn1L'rnhFI’S]f0I‘
!aut‘\'tVtl1£f(h(‘ (‘,!ILUuD[E1'\\'iYh thectthnt thv Deep Fathcr
tttttt their brush “I111 the Pl‘in(’('L>fDEt1W0n.~‘.
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CHAPTER 4: GRACKLSTUGH
along the Darkhlke. while xv, erzfl (‘,£\\‘lLrns and paaaagrfi
contmct Grzltklslufih In othrr1)2trls or the Ullflerdiirk to
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GOING TO GRACKLSTUGH
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fellcm escapees mu them.
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buy more useful equipment. Additionally. the iluergar
trade actively with other subterrancan and surl'art>—

dwelling races. Gracklstuglfs Blaclc Bazaar might be
the ideal place to find traders in explorers heading in
the surface world.

If Buopido or l-lemeth isn‘t with the party. others
can provide thtt £1l)U\/E information. Sarith resists
plans to travel tn the city at first, conscious of the low
regard the oluergar have for drow. He changes his mind
quickly. however, as Zuggtmoy's spores drive him to
seek a densely populated area where he can Spl‘(‘£l(i his
contagion.

it's also possible the party arrives at Gracklstugh
involuntarily. Duergar slaw; . . ur the Llnderrlark ttl
search of new "merchandl . and they might deceive or
outright capture the chara . ers and bring them to their
c’ ‘s slave markets. The random encounters in chapters
2 and 3 can easily set up this scenario.

gnécxcsruqn AND DROW Pultsuir
Taking refugc in Gracklstugh has its advantages. Each
day they spend in the duergar capital. the characters cart
attempt a DC l6 group Dexterity (Stealth) check to move
around cautiously, with success indicating that they
avoid drawing attention to themselves. The characters
can also attempt a DC 13 group wisdom (insight) check
to assess the mood in the city. with success allowing
them to avoid trouble before it starts. Characters who he
low for thu tlzty have advantage 0!! this Wisdom check.

Success with either check reduces the party's pursuit
level by 1 (see "Draw Pursuit" in chapter 2).

_iRR7IVlNG” I N GRAcl<LsTtJGH
The Darklake Distrit is a likely entry point [D the city
iorthe charactcrs. whether they arrive via the water or
travel one of thc many tunnels lcading to the districts
gates. Non—duCrgar arriving from tuttnels that lead to
other districts are stopped and escorted to the Darklakc
District under he’ vy guard. as every other district is
normally offlimils to outsiders. and trespassers risk
being confronted by an invisible patrol or four duergar.

The party's fellow escapees know that trying to
enter through the main entrances is a sure way to get
enslaved, unless one of the characters is an epic liar
who can convince the guards the party is a legitimate
diplomaticor trade delegation Anyonewith a merchant
or Criminal hackgrclundhas heard rumors that the
Zhentarin-i trade in thc Unrlerdarlt. hut ptlslhg as
Zhentarim has its own risks. as such claims are bound
an be t:1uesti<tued.Acharztrter who is actually a member
oithc Zl-tcntarim can buy the adventurers a couple of
dots inside the city before the dttcrg.-tr slavers start
taking their measttrc.

Arriving by way of the Dztrklakc Dorks is easier and
more discreet. If the characters are traveling by boat.
Buppido can guide them to a deserted pier where they

can dock quietly. He warns them that they have to
lteep a low profile and head tlir ty to the only inn in
{hi city devoted ti) outsiders. The Gholllbrorns Lair
is frequented by merchants, mercenaries. and other
roretgners who can offer information about traveling

4
Gtuctttsruc Gsnztut FEAYURES
Sweltering heat and eloying smoke cling to every corner
ofthe duergar city, spewing from smeltets housed irlslde

massive stalagmites and stalactites. These protrude
from the caverns floor and ceiling like the teeth of some
great maw.

Light. GraCltlstl.tg|'l'sglowing rcrges and srvllthles operate
continuously. Most etthe city IS dimly lit by a hellish red
glow, with patches etdaitness here and there.

Noise. The clarlglrlg and (lacking ofhammets and
machinery echoes constantly throughout the city. Wisdom
(Perception) checks made to listen in Gracltlstugh have
disadvantage.

Smnk: and Haze. Despite vents dug into the walls and
ceiling prthe city‘; great cavern, tuines treni srnsltets and
Forges linger Zl ground level (as does the gas lapped in

Laduguer's Furrow). Visitors might contract the illness
lmawrl as gr.-tetitelung (see the Grackle-Iurlg sidebar).

elsewhere in the Urtderd:lrk—or perhaps cvcn to the
surface wtlrld.

RANDOM ENCOQNTERS
with routine patrols of heavi armed gray rlwarves
who can turn invisible. Gracklstugh is a relatively safe
place for those who know where they belong and stay
there. However. tensions are rising because of the
influence of Demogorgoniand tlte characters have many
opportunities to participate in events unfolding in the
city. .-\t the end of each long rest. roll a C1202 on a roll of
17—20. an encounter takes pla . Roll another t.l20 and
consult the Random Encounte ti Grncklstugh table:
it the characters are outside the Darklalte District. treat
any entry marked with an - risk as a "nilfirgar Patrol"
cncountcr instead.

RANDOM ENCOUNTERS IN CRACKLSTUGH
dzo Encounter
l—Z Abusive duergar guards

34 Deep gnome merchants
s—7 Derro timers’

H Drow errllSSary*

1042 Duergar patrol

l3—l4 Mad duergar
‘lS—l6 Ore rnercenariess
'l7—l8 Slave caravan

19 Steeder handlers
20 Thembetcllaud

ABUSIVE DUERGARGUARDS
The tzltaractcrscome upon two duergar guards bcating
a duergar merchant and shouting accusations of heresy.
Any Llnderdarlt native accompanying the party urges
the characters nnt to intervene (tn the merchant's llehalf.
telling therri this isn't their busl and warning them
that any inrcrterenee might get them arrested or killed.
Bystandcrs limit a little surprised or concerned but don't
intcrvcne, nul even to aid the unconscious merchant
once the guards leave.

if the characters invcsttgute the circumstances
leading to the assault. bystanders tell them that one
of the guards noticed El golden pin the merrhanl was

l lli:—~ll I». 4 lvlifi lt\LS‘l'\lK}H
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wearing inside his collar. Though adornment for
adornment’s sake is something duergar society frowns
upon, the guards’ violent response was unnatural a
hint of the growing madness festering inside the City
of Blades.

DEEP GNOME MERCHANT
A female deep gnome named Ariana and her earth
elemental bodyguard approach the party. Ariana aims
to deliver a cargo of gemstones, but she cairt find the
duergar merchant she's supposed to meet. she assumes
the characters are smugglers and tries to unload her
goods: ten sparkly garnets worth lD0 gp each. Ariana
keeps the gems in a bag onrolding, which isn't lor sale.

The merchant whom Ariana is looking for was
recently arrested and executed for selling stolen
jewelry. You can decide whether Ariana's interest in the
characters attracts the attention of a duergar patrol.

Subsequent occurrences of this encounter are with
other dcep gnome merchants who ignore the characters
unless approached. They carry nothing of value.

DERRO RIOTERS
A mob ofderro (see appendix c) rampages through the
streets. Five of them detach from the mob to attack the
characters. Four duergar patrols (see “Duergar Patrol")
arrive when the characters kill the last derro. but they
simply nod at the Characters before repressing the rest
of the mob. Word quicklyspreads that the characters
helped the city guard control the iinruly derro scum. At
your discretion, give the characters advantage on checks

4
ROLEPLAVINC THE Duzlrclut AND DERRO
The gray dwarves are dour. joyless. and all business. They
live by a simple but exacting code oflaw. honor, hard work.
and seeing all nonducrgar as lesser creatures. Duergar
are ruthless but not unnecessarilycruel. and pragmatlsm
drives their every decision. Though they treat the
adventurers with contempt, their first thought is to enslave
them or use them rather than kill them.

The ducrgar orcraclrlstugh are beginningto stirrer the
effects ofthe arrival oithe demon lords—arid specifically
the influenceof Dsmogorgon. Many are developingtics,
habits. and behaviors that fly against their core beliefs.
includingguards flauntingtheir corrupt behavior. the
use ofadornrnerit for adornment‘: sake. and disloyalty to
their clans. Oflate, the folk ofmacklstugh have become
increasingly more violent, abandoning their characterrstic
cunning and stoic pragmatism tor wanton malice and
petty displays otselrcntitlemcnt.

Unlike the discrplined duergar. the derro are sloppy.
erratic, and utterly insane. Thelrtemperament is fickle.
and their speech hard to follow, The one guaranteed
emotion they have when interactingwith others is seething
hatred, and they make no short to hide it. Their eyes are
shifty. their teeth grind. and they look as though they
would rather be somewhere else. They hate everyone and
everything. but surfacedwellers are particular targets of
their loathing.

Their inherent insanity means that the dcrro suffer no ill

enact from the demon lords‘ presence. their minds already
too volatile and mercurial.
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made to interact with any duergar in the city until such
time as the benefit no longer seems appropriate.

DROW EMISSARY
A drow proudly wearing the insignia ofa drow house
travels with an entourage of M4 + l quaggoth slaves.
The tlrow is in Gracklstugh to retrieve a cargo of
duergar metalwork and knows nothing about the recent
events in Velkynvelve. Roll 3 d6 and consult the Draw
House Loy.-illy table to tleteriniiie the house to which the
draw is affiliated.

DROVI Hous: LOVALTV
416 House
1-2 House Baenre

3-4 House Faen Tlabbar

S-6 House Xorlarrirl

House Farm Tlabbar and House Mizzrym are bitter
rivals. ll the drow emissary belongs to House Fael]
Tlabbar and the characters divulge that they are
enemies or former prisoners of House Mizzrym, the
drow warns the party about xalith (see “Signs or
Pursuit" later in the chapter).

House Baenre and House Xorlarrin are current allies
of House Mizzrym. A drow emissary allied with House
Mizzrymwho knows that the characters are escaped
prisoners from Velkynvelve seeks out Xalith and warns
her that the characters are in Gracklstugh.

DUERGAR PATROL
A patrol consists of 1d4 + 2 duergar, all but two of
whom are invisible. Invisible duergar can sneak up on
a character by making a Dexterity (Stealth) check with
advantage, contested by the characters passive wisdom
(Perception) score.
M A D Du ERGAR
The characters encounter a duergar afiflicred with a
form of indefinite madness. Roll a d10 and consult
the Mad Duergar table to determine what the party
encounters.

MAD DUERGAII
d1o NPC
1—z A merchant desperate to sell his wares, convinced

that his lite depends on it.

34 A street sweeper who hounds the characters while

accusing them ofbeirlg spies working for the drow.

so A cloaked guard who thinks he's Deepking i-lergar
Steelshadow v drafts the party to help him slay
Themberchaud. convincedthat the dragon is

possessed by a demon lord.

74 A merchant who accuses the characters oftheft and
calls out for a duergar patrol to arrest them.

940 Aweaponsmith convinced that one ofthe
characters is a long-lost member of herclan and
who insists on giving the party food and shelter.
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ORC MERCENARIES
These ld-4 + 1 ores have come to Gl'a('rki$lL|gh as
caravan guards. nil see the characters as a chance to
bully some surf’ c dwellers. The orcs try to goad the
characters into striking tirst, then quickly stand down.
knowing that a patrol (see "Ducrgar Patrol") will al‘T|V(

ld6 rounds after combat starts.

SLAVE CARAVAN
The characters come across a group of ldzs + 1 duergar
slavers herding unarmed slaves (rtill a rm and consult
the Slaves table). The slaves wear iron collars and
inanacles similar to the ones worn by the characters in
Vclltynvelvc ts : "Restraints" in chapter 1).

SLAVES
d11 Slaves

l~2 2:14 human commoners
34 N4 shield dwsrtcommoners
5—6 2d4 strongheart hzlllirig commoners
7-3 we goblins

9-10 2d6 gvimlnclts
ll—'l2 ads kobulds

STEEDER HANDLERS
A group of1d4 + 1 duergar teamsters herd a clutch
of M6 male steeders (see appendix C). There is 50
percent chance that M4 at the stc ile s attack nearby
characters or bystanders. The duergar keep the rest of
the clutch in check. but they clamor tor the chara ,

'

arrest lleven one or the arachnid_ killed. A ncnrhy
patrol (see “Duergar Patrol") hears the teamstcrs'
clamor and arrives ldo rounds later.

as
SECRETS or Gtuclttsrucrt
wary outsiders visiting Cracklstugh quickly learn the most
important details oilite in the city.

Unsun srntiries. The duergar power otinvisibilityplays

a significant role in their society. The potential presence of
unseen spies everywhere enforces honesty among duergar.
Slaves rarely, ifever, talk or act against their masters, never
lmowlrlg who might be watching.

A City Divided. Not only is the layout ofcracklstugh
divided, so are its people. Nearly five hundred years
ago, the derro launched a Uniting war against the
Deepklngdum, but were swiftly rrushed, arid the survivors
brought boot to Cracklstugli in chains Though their
status as slaves was eventually set aside, the derro have
always been secorldcclass citizens, living in squalor and
scvounging food and resources, even as their leaders on
the Council ofsavarits live in secret opulence.

Frugal and Monolithic. The gray dwatves value
eificlerlcy, stoicism, and hard work, and these values are
exemplified in their capital, Everything the duergar make

or build has a purpose and function:the only aesthetic
they value in architecture is imposing vastness, and even
that is secondary to 3 building‘: structural function,The
only ornarrieritatioris found in Gracklstugh are iconic
representations otrank and function within duergar
society. and the only music is the ceaseless rhythmic
hammering lrl the torges The duergar consider art a
frivolous pursuit, and only rarely appreciate or {mate it.
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THEMBERCHAUD
The adult red dragon is out on his regular rounrls.
lteeping the city's forges atldine. Themberchaud has
long been keeping his cye out for merccnar _ in
the city that could be bent to his service. lf he spots
the characters. he might take an interest in them.
See “Thr:ml.iercllaud's Lair for information on the
Wyrmsmllh's motivatio ' and possible setups for an
additional encounter with the red dragon.

IMPORTANT NPCS
The characters might encounter one cir more of the
tollowing NPCs during their stay in Graclilstugh.

GiuclttsrucH NPCs
Ccrglak Corrupt male duergar on duty at

the gate where the characters lirst
arrive in Gracklstugh

Xalith Female diow scout charged with

recapturing the characters For llvara

End: Blackskull Female duergzr captain orthe
Stone Guard with a side quest
tortlie party

Themberchaud The city's wyrrnsrnith, an adult
red dragon with a possible mission
tor the party

GzrtnkkavXundnm Male duergar Keeper ctthc Flame
with a side questfor the party

Vlsa Henstak Female duergzr merchant with a

side quest forthe party
Drolti Male derro courier in the einotoy

of both the Gray Ghosts and the
Council oisavarits, and the subiect
ofdifferent possible side quests
Male dueirgar merchant with a
mission forthe party

stanespeaker Hgraam Male stone giant leader with a side
questfor the party

Nanak Male derro Savant, iunior member
oftlie Council ofsavartts and leader
ofa cult dedicated to Demogorgnn

Wen Saltbaron

FACTIONS or GRAC_I_(LSTUGI_jI

The Deeiiltingdoni is a feudal slate wiih the Deeplting
as the absolute monarv . who passesl mwn to
deer endants or relatives in his Steclshztdow clan.
Each clan is led by a laird, who rules over his or her
own holdings and directs the clan in dedicating its
cfftzrts toward a particular trade or craft. A caste of
priests called rhuldar olliciate all rituals and record the
Deepltingdonrs lore. However. ultimate political and
religious power is held by the Deepking and the lairds.

DEEPKING HORGAR STEELSHADOW V
Dccpking Horgar V ascended to the throne in 1372
DR. He is a ruthless and canny ruler who engages in
secret meetings with all the city's councils anti clans
to keep their members guessing what he's up to. hands
iiut lavors out of the blue. and lets it be known that

t:ii,ii-rsir l l‘.R\FKLSTUGll



he‘ll use any trick to maintain his hold on power. This
includes hiring assassins through third parties to take
care of potential troublemakers (sec “Empty—Scahbard
Killers," below). This strategy ltecps all the ci gs
factions at cl.l(*l'l other‘s throats and out or Horgar‘s way,

COUNCIL or LAIRDS
This advisory body represents the interests otthe
different claiis that have pledged allegiance to the
Deepking. The lairds hold Council to Ft‘, nlve disputes
and di future plans. Each clan has its own holdings
in Cvracklstugh and spccialires in a certain cratt
DI‘ service.

DLIERGAR CLANS
srnithing clan Steelshadow (weaponsmitlls), Clan

Irorlhead (weaponsmtths), Clan Thrazgad
(armorsrnitlis),Clan Firehand (smelters), Clan
Anvilthew (tpolrnakers)
Clan Thuldarlt (metalivorksand lewels), Clan

Henstak (food), Clan Muzgardt (brewers)
Mining Clarl Cozlhewer (coal miners), clan Xzrdelvar

Mercantile

(gas miners), clan Saltbaron (salt miners)

other Clan Parlynsurk (clothing manufacturers),
Clan Hamnnercane (construction engineers).
Clan Xurldom (steeder breeders), clan
Burzkrlnwuln (dock operators), clan Xornbane
(scouts and prospectors), clan Elackskull

(stanernasons), Clan Bukbukken (tanning),
Clan Thorderlsorlrl (lewelers)

Ducosna

(l-lr\FTTR| ulut tsl~l‘ui,H

CoUNclL or SAVANTS
The Council of Sav-ants IS a circlc of dr‘,r‘l'() savants who
enjoy all the privileges and trappings of a governing
body while the rest otiheir people live In squalor. Only
the best thir IX savants arc aclniitted into the council.
and SIICC inn almost always includes an incumbent
membc ‘s demise. The savants nrintrol members or

some tluergar clans through magic and guile. and are
always looking for ways to expaiitl their influellcr‘.

MERCHANT COUNCIL
The lzltrtls and merchants who sit at this council make
sure that trade and commerce flow smoothly.They
employ slave labor to niatntain trade routes in the
dangerous Underdark, and are always open to hiring
txxplorers to check out leads on potential new routes,
Expenrlalileoutsiders hired Caravan guards always
take point and receive littlt: iiitl or support from the
caravan masters. Despite these unfair assignments,
the duergar always live up to their bargains. paying
survivors as promised.

GRACKLSTUGH MXLITARY
In atlditioii to the clans‘ regiilar armies. Gracklsttigh
tr

‘ specialized warriors whose oaths of service
always supersede their original loyalties. see appendix
C for more information,

Stone Guard. This Torre of five hundred veteran
warriors serves the Deepking as bodyguards. elite
troops, and secret pollt‘ _

Darkhafts. Mcrnlieis til the Deepkintfs secret corps
of psioiiic agents, the tlarkhatts often travel with duergar
merchants as overseers and spies.

Kavalrachni. The vicious kavalrachni ride giant
tarantttlas known as eeders (see appendix C). Most
kavalracllni come front Clan Xundom.

Xanorn. The A speria s train with deadly llama
lanees forgttcl in Gmoklstugh. Most xnrmrn come lrom
Clan Xardelvar.

4
GIIACKLE-LUNG
The constant smog in Gracklstugh causes graclttelung
in living, breathing creatures, resulting in persistent,
wracklng coughs and the spewing otthict, hlact phlegm.
whenever a ll)/mg, breathing creature finishes a long rest
in Cracklstuglri, it must make a DC ll Constitution saving
throw. Ort each failed save, the creature gains one level of
exllaustlavl as its airways tieeorne increasingly clogged A

creature that reaches level 6 exhaustiondies, as normal.
A creature with one or more levels ofexhaustion brought

on by graetlelung must succeed on a constitution check
to take the Dash action. Ifthe check falls, the action
cannot be attempted. lithe creature attempts to cast
a spell with a verbal component, it must succeed on a

Constitution check or be unable to complete the spell,

causlng the spell to tail wlth no eiteot. Tlte DC for each
check is l0 + the creature's current exhaustion level.

lfz creature's exhaustion level draps below 1, it no
longer sufi"ers the eileets otgiactlelung and becomes
immune to it for the next week Duergar and derro are
lnured to grackle-lung, making Constitution checks against
it with advantage.Any spell or efiecl that cures disease
also cures gracl<le—lung, effectively removingall levels of
exhaustion brought on hytlie afflictlori.

 w
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Despite reports that the darlthafts and the Stone
Guards have received about the growing crisis outside
the city‘s walls, hubris and the onset of madness
prevents them front mounting any sort of response
or campaign, blind to the corruption that testers
around them.

CLAN CAIRNGORM
The stone giants orclan Cairngorni load quiet lives
of art and contemplation in Gracklstugh. Although
reclusiveand averse to eonllict. the giants have worn
an ancient oath of loyalty to the Deeplting, and have
been serving his line tor as long as any can remember.
This oath, however. was given only to the Steelshadow
clan. If the throne passes to another dynasty, the stone
giants will cease to be the city's allies.

The leader of the stone giants is Stonespeaker
llgraam. a priest of Skoraeus Stonebones. the god of
his people. Hgmatn is wise and knowledgeable. lie
has sensed that some great evil has broken into the
Unilerdark. but isn‘t aware ofthc threat's danger or
extent. The giants will rise to defend Gracklstugh if
any demons dare to invade, but they are unaware of the
danger creeping into the city from within.

KEEPERS or THE FLAME
This order of psiotlic clerics tcnds to Tllelnbercllauds
needs. enjoying great influence and helping llorgar
\' stay ahead of the machinations of the Council
of Savnnts.

The Keepers olthe Flame are currently distracted
by their ongoing vendetta against the Gray Ghosts.
who re ently stole a valuable dragon egg that would
have hat hed Themberchauds eventual successor.
Complicating matters, Thernberchaud himself is
growingstronger and more resistant to the clerics’
coaxing. appeasement, and psiotiic manipulation.

Tl-IEMBERCHAU D THE WYRMSMITH
This adult red dragon keeps the city's smelters and
forges ablaze, receiving treasure. tree meals, and
constant pampering in exchange. Themberchaud
doesn't know that, like other Wyrmsiniths before him.
he is doomed to be slain before he grows too strong,
replaced by a new red hatchling. However. the line of
succession was interrupted when the Gray Ghosts stole
a red dragon egg troni tlle Keepers oftlie Flame.

The Wyrmsmith is beginning [0 chafc under the
Keepers’ control. He now wonders why he is content
with a mere trickle orgold and a paltry handtul or
slaves. when he CUul(l simplyforce the entire city to
bend knee to him and give him everything he desires.
For now, his actions are limited by how little he cares
about the duergar and how much the Keepers speak
‘on his behalf." But he has begun taking an interest in
the affairs of Gracklstugli and the opportunity to recruit
new servants from outside the Keepers of the Flame.
using his outings to rekindle fnrges and srnelters as a
means to keep an eye out for promising subjects.

4_ a.
Tl-la DOWNVIAND Smut
The madness ofthe demon lords has not reached
Crzcklstugh in Full, but it already has a foothold through
the work ofthe derro and their savznts,

A splinter group otthe Council of savarits began
worshipingDemogorgon even before the current crisis,
and thelrfoul rituals accelerated the spread of madness
in the city. To make things worse, the divided nature ofthe
city, both geographically and socially, resonates strongly
with the dual aspect of Demogorgorr. The derro cultists
plan to offer the entire city to their newly arrlved master.

Many duergar Nl=cs the characters interact with are
showing the nrst signs ofirlfectiotl.Thol.lghtheir madness
has not yet overwhelmed them, It manifests in behavior
such as Errde Blacl<sltull's conspiracytheories, Gorglaks
corruption, and Gartol<l<ar Xurldom's paranoia.

wee
GRAY GHOSTS
The Gray Ghosts are the only true thieves’ guild in
C-racklstugh and the Deepkingdam. Its members are
duergar and derro outcasts. plus the odd escaped slave.

The Keepers of the Flame caught and executed the
Gray Ghosts‘ previous leader. who stole their red dragon
egg but never revealed its whereabouts. The relentless
vendctttt forced the thieves into hiding and restricted
their activities. but they persevere thanks to the three
renegade derro savants who are their current leaders:
Uskvil and the twin sisters Aliinka and Zubriska.

EMPTY-SCABBARDKILLERS
The Furalt-EracIl—Naek("Enlpty—St‘.al’1hartl Killers" in
Common)are a lolktale irl Gracklstugli. their name
derived from an ancient. obscure Dwztrvish dialect.
They are all order of psionic EISSASSI s practicing
ill ciplines unknown to even the savviest derro or the

st priest. More than rl myth, these killers have been
plying their trade for centuries, their motives unknown
and their methods inscrutable.

The Ernptysrahbard Killers are ttuergar soulblades
(see appendix C) who roztln tlle streets of Gracklstugh
searching for psionically giiierl children to abduct anti
train. They also kccp an eye out for worthy calassabrak
(see below), offeringthem a cllztnce to join a new
community from which they can strike back at those
who cast them otit.

l._1l7E IN THE CITY 05 BLl§.DEs
The tluergar are called gray (lwarves not only because of
the color of their skin. but also because of their drab and
yoyless lifestyle, whilr tht-.y make no time for rnerrinieni,
the duergar have a Culture as rich and complex as any
other. and nowhere is this so evident as in Gracltlstugh.

Worlt never stops in the t ty of Blades. and the gray
dwarves take pridl: in efficiency and perfrt-titineven as
they ahhor waste and carelessness. they are merciless
masters to the derro aiitl slaves who toil anti suffer
under them.

STRICT HIERARCHY
By appearance and hearing, all ducrgar know their
place and where they belong. whether as individuals.
families, or entire clans. duergar below other duergar
in the social order don't seek to bring their rivals down
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through intrigue and deceit. Rather, they roll up their
sleeves and work harder to increase their prestige
through the fruits of their labor.

All the honor and honesty the duergar apply among
themselves doesn't apply to outsiders. The gray dwarves
constantly try to manipulate contracts to take advantage
of foreign merchants, looking for any excuse to enslave
random visitors who appear weak or vulnerahle—
including adventurers.

Though they aren't moved by vanity duergar are
extremely proud of their work. and praising the quality
of duergar crafting can sometimes help outsiders in
their dealings with the gray rlwarvcs.

SUBSISTENCE
Duergar clans use caverns under Gracklstuglt and
choice outlying caves to farm a Variety of plants and
rungi. These crops are complemented by meat from
Underdark beasts and fish from the Darklake. Not even
the duergar risk drinking water from the Darklakc,
however. and with clean streams in short supply. the
people of Gracklstugh cover this scarcity with Darklake
Stout. the signature ale brewed by the Muzgardt clan.

OUTCASTS
The bottom rung in Grzicklstugh society is mostly
occupied by the underclass of the derro. Enslaved by
the duergar centuries ago. then freed, the derro aren't
allowed to hold honest jobs, and their rights are hardly
ever recognized by the duergar. Even slaves are held
in higher regard. Derro scuttle about like vermin and
are mostly confined to hovels built along the walls of
Laduguer’s Furrow in the West Cleft District and East
Cleft District.

Another kind of outcasts are those duergar who
dishonor their clans so grievously they are stripped
of all but their lives: the calassabrak. meaning "the
flawed who aren't to be trusted“ ill Dwzlrvish. They are
shunned by other ducrgar, many eventually taking their
lives rather than face an existence apart from family and
clan. Those who live on become bitter and tough, with
many leaving Gracklstugh as hermits or adventurers. or
turning to crime and 2| life in the shadows. Members of
both the Gray Ghosts and the Empty—Scabbarri Killers
include a significant number of calassahrak. no longer
bound hy oath. honor. and duty.

R E LIGION
ouergar don't pray, but their religion is tightly
woven into their everyday lite. Deities worshiped in
Gracklstugh include the following.

Laduguer. The patron of the duergar is a god of self-
reliance. defense. and survival. His clerics have access
to the War domain.

Deep Duerra. Laduguer‘s mortal daughter who then
ascended. Deep Duerra is the goddess of Cctclueration
and dominance. War is her domain as well.

Diir-inks. The patron of the tlerro betrayed his twin
brother Diinkarazan to escape with the secrets of
magic. He embodies cruelty. insanity. and cleverness.
His clerics have access to the Trickery domain.

skm-aeusStonebones. Stone giants revcrc the King
ct the Rock, god of buried things, whose clerics can

(‘ll AFTER 4 CR,tCKLS'l'l‘(‘ll

access the Knowledgeand Life domains. Stnnespeaker
Hgraarn. a powerful spellcaster, ls sttoraeus-'s only
priest in Gracklstugh.

LAW AND ORDER
Minor crime is relatively rare in Grucklstugh. The
rlnergar live by a strict code othnnor, and their laws
are few, simple, and practical. Both guards and regular
citizen. n ht 'nvisible and watching, which keeps
any potenti , minals and dissenters uncertain and
fearful. A laird may punish any member othis or her
clan who commits a crime, but ofienses helween clans
are immediately brought before the Council nf Lairtls,
which resolves matters swiftlyand harshly. The code
otpunishment is simple. Because dishonor, mutilation
and impr‘ onme t are (I waste of resources and create

, a duergar who intentionally
commits any crime receives a death sentence.
Accidental crime by a rluergar is compensated by goods
or work equivalent to the damages. Derro, slaves or
outsiders caught committing any crime can be executed
on the spot by any duergar present.

GRACKLSTUGH
Population: l0,000 duergar. 2,000 tlerro. 50 stone

giants, and an unknown number of slaves (quaggoths,
grimlocks, ortzs. shield dwarves, svirfneblin, and a few
kobolds anti gohlinoids)

Government: Absolute monarchy
Defense: Larg standing army with specialized corps;

every duergar is trained for battle, and the citizens of
the city create a formidable militia

commerce: weapons and armor ofhigh quality: various
fungi. molds. and exotic creaturesfor food: trade from
across the Ulldertlark {Anti the surface world

Organizations:The C()|lI’IL‘Jl of Lairds. the Council of
Savants, the Merchant Council. the Keepers of the
Flame. Clan Cairngonn, the Gray Ghosts. and others

The cavern housing Gracklstugh is split in two by a
ritt called Laduguers Furrow, after the duergar patron
god. The north half comprises Nnrthfurrow District,
where ommon workers and the clans devoted to minor
crafts make their home, and Dztrklaktfi District. open
to lcreigners and where the cit_v's merchants engage
in trade with visitors, As befits a mayor settlement in a
dangerous realm, Gracklstugh places no restrictions on
the weapons or gear characters can carry or trade.

Twelve stone bridges lead to Soutllfurrow District.
and then farther south to Flowstone District. These
boroughs are reserved for the more prestigious clans
and the largest smelters and forges Themb rchautl
ignites during hi. nights. The wyrntstnitlr lair and the
cavern complex the stone giants otcairngorrn clan call
home both connect to these districts.



Iker

flths.
a few

rps:
ns of

ariuus
from

E of
he
thers

.1

men
rt.
minor

WELCOME TO THE CITY or BLADES
V -erang the my L he rtrst major hurtne the characters

tsurrnuunl In (xrackistugh. Unicss they head
~ pit:1u's athtt-e to arrive by way orthe Darklake (or

.= up \’H(i1 the idea on their on fl)‘ the t|mmctet's
n one of [he gates. (SCC "A rm lug In (}rack1stugh"

er In this chapter.)

TY GATES
— pragmattr nature at the dllcrgar n1t‘,;In.~. that all

tstughx entrance gatcs art‘ lT1|iJ1l'llIli€‘,§igfl.i0I'
or maintenance and the training ofguards.

2 ground at yourfeet has been gettmg smootherarid
r. a wetcorrre resprte from the uneven passages to

ch you have grown weaniy accustomed, Eventuaiiy,

awe tiies become more nottceabie, turrung the path

.3 a proper road. You can see Spots afhght rrt the

: stance, b|ue~wh'tte and too regulariy pieced to be

: csphorescent mushrooms
The hghts are proper lamps flankmgtwo massive stone

biockmgthe tunnel Before you get a thence to

me the mtncate tarvings an the gates‘ surface, a

'a*sh V0159 hrsses from a siiton the cavern waii that was

- : there before

“State your names and businessi" the verse orders
In Dwarvtsh. other stmtiar slrts open, reveahrrg the
Ups or"a dozen crossbow bolts. Behind you. a metaihc
am armountes a group oisxx heavtiy armored dwarves

appearmg outarthrr. arr, therr swords ieveied at you from

behind sturdy metal shteids.

“hi the characters firs! rravhvd Ihe road. six ducrgar
wu|t'hing invisibly started ftulttwurg them at a sat:
(i|>td\'|\‘E. Twelve more duergar soldiers are statinned
In gunrdhoustrs won’ iett wnhm the rocky V\'£I|i.~ ur the

- vem, all ofthcm turning heavy crossbows at the party.
The dnergar arr has-ttIe,tmr1 the guard who spoke

follows up on cvvry uns\\.er the characters ghe. One
charactcr ran Iukr‘ the lead in the inrcrrngzmun by

speaking for th:- [)url_\ and maktng 21 DL‘. 15 Charisma
t‘heck(1)crcptinn and Pet-suastouapply: Intimidation
or i"Crfnrmt)nt'<' are met with scorn). Derteuthng on
how bcllc able the part) ‘s Stu’ .s and how the uther
advCnrurr,r.~heh-the during the qticaliulling.you might
allow the (‘i\£I(‘tICl€5I' [O makc thc thettk with advantage or
impose Llisadvantatzc‘

The guard £{I'\1dgll1gi_Vi(‘lSti1r,‘ characters pass ifthe
chuck SuCL‘,E‘CdS. and refusrs them entrance if il fails. if
tht‘ rheck fails by 5 or morn‘. the guard gives (hr rtrder
to arrest the C|1ara<‘1t‘r<r announcing that they are now
slaves of the dlI(‘l‘gt’Ir (s retting Captured‘ i)(‘iUvv).

~H“i'tlt'4 xrtit‘ tstsn uh
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city or turned away tnnn a gate. a st-t:rel door on the
wall opens. t-twculirtg Cvorglak. ti duergar Stone Guard
(sric appendix C).

‘‘Well.'' The duergav removes his helmet, veveallng the

gray Skm onus kind He rnusses his white beard as he

walks closer. switching to Ccmmon as he lowers his

voice. There is a dlscomfitmg glint in his eyes and his

smile. “You ave clearly lying. I oughttoiust send you to
the slave pens, but . . you amuse me. What do you have

that is wovth your Freedom?"

The duergar waits tor your answer, his gaze touching

on each ntynu in turn as he smiles m anticipation.

If they are with the party. Topsy and Turvy. Sztrith
Kueltnrit. Jimjar. and Bu[)pI(lt) can whisper to the
characters that tew ducrgar are so blatantly Corrupt
as Ctorglak seems to lit. sucressfttl DC l2 VVisdom

(Insight) Check lets a eltttrncter n0tit‘(‘ that Gorglak is
eying the ndrentttrcrs-'neapons (espcriully any drow

tlzwitst
l ‘IE«\_l»l\l'
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weapons or rnagit weapons they might have). anti that
there} something odd about l’H5 behavior. The madness
ere ling into Cn‘at‘klslugh has made Gorglak obsessed
with rare weapons. He's willing it: go to great extents to
ut-quire new Wt-‘,upm\S otexqtiisite design for his growing
Collection.

Offering Gorglak a worthy weapon tor his tztlllecticln

gets the chrclructers through the gate. Any other bribe
requires one of the t‘l1ai'actt'rstn succeed on 3 DC 13

Charisma (Pcrsu 101]) chcrk. or Gorglzlk is insulted
and has the party arrested. if the cltarztctersare [00
Open about the negotiation. Gurglak has them arrested
and prctentls he tiitin't say anything.

it‘ Corglzik rtnds the characters‘ ht-the appealing. he
refuses tn areept it then and there. insteatl directing
them to find one Wer7 Sztltbaron in the Darklakt; Docks
and hand the bribe to him. Gorglak tells the characters
that he will check with VVerz at [l1(‘ cnd of his shift. and
will find the cllaractcrs and arrest them If they have not
paid by then.

ClI2Il'iiI'lfil’S ailowctl through the guts are escorted to
tht: Dzlrklake District tn four duergar guards, two nr
whom are invisib Once the purty reaches the t-tige of
the district. [l](‘ guards leave and return to the pusl.-.
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DARKLAKE Docxs
Arrivingat the Darklake Dorks requires a cclmblnalicm
als ill, ingcnuity,and luck. Vigilance is a little more
relaxed hurt: because the guards at Overlake Hold can
spot any obvious threat coming from the waters.

After hours oftense navigation, you glimpse an orange
glow in the distance. Soon you hear faint metallic echoes,
growing louder as you come closer.

Fllelight lllumlnates masslve columns with slmcmres
built around their bases. The cold air ofthe Urlderdark is

becoming warmer even atthis distance. and you can now

see a variety or ptevs made from zurkhwood, stone, and
plain rock pitting out along the edge ofn huge cavern.

As the characters draw closer, they can see: that the
caslern docks are the least crowded. ll Buppitln is with
them, he guides them to a natutnl rock pier on the
eastern edge ofthe cavcrn. Olherwise, the characters
must make a successful DC 14 group Dexterity (Stealth)
check or a DC 15 group Wisdom (Su|‘Vi\’3l) t‘,l\eCk to
guide their boat safely nntl inmnt.picuously to an empty
dock. lfthc group check rails, nearby guards notice the
characters but don't immediately identity them as El

threat. However. you can choose to impose disadvantage
on any checks the vhziracters make to remain
inconspictlous during their lirst day in cracltlstugh.

GETTING CAPTURED
Even after making it inside the city. the characters must
tread carefully, as the duergar use the slightest pretext
in arrest them. Even trying to liaggle with a duergar
merchant might inspire a call lot the guards to take the
characters away. Getting caught stealing is punishable
b_\ death on the spot. but guards or the offended party
might see some value in enslaving the culprits instead.
so the characters can be shackled and shipped beyond
me Darklakt‘District. Resisting arrest is a truly bad
idea: every duergar around is reinforcement.

lfthc characters get arrested. you can interrupt their
transfer with a random encounter or l(‘éld them in other
planned encounters. The "Rampaging Giant" encounter
ivrhirh takes place in the Darklake District) is the most
likely event to interrupt a prisoner transfer. Alternatively.
an agent at the Keepers ofthc Flame can stop the guards
before they take the characlers to Overlake Hold (see
'Themberchaucl's Lai for informationregarding the
keepers’ interest in foreign merretiaries).

Possible offers ofernployrnetitin the Blade Bazaar can
also be turned into timcly rescues for the adventurers.
Otherwise. they end up in overtake llold. interrogated by
Errtle Blackskull.

DARKLAKE DISTRICT
The Dzirklake District gives an illusion of openness.
The streets are relativelywide to allow for merchant
carts and wagons to pass. and the hulltlings aren't as
Crowded around stalagmitrs as in the southern districts.
Openness doesn‘t mean welcoming. however. The

duergar who ply their trades here are Wary of all the
foreigners ctiiifiiicd by law to this part of the city.

A wave of heat slams against you as an acnd smog rises
to choke the air out afyour lungs. The Darklake spreads
out beyond a jumble nfhuildlngs and streets, reflecting
the lights oitountles; fires burning across the city within
hollowed—out columns and stalagrnrtes.

Though the streets are crowded, you move easlly

within the surglng throng of buyers, merchants, and
slaves. You aren't the only outsiders here. as you spy
drow, svirfneblin, derro, ores, and other races in the
crowds. The shouting of people blends with the sound of
distant ilzmmerlng to create a constant, dlstractirig dln.

Behind the forbiddingwalls scparzlltng lhe Darklake
District from the rest of the city stand the docks,
markets. and shops where Gracklstugl-rscommerce and
trade are conducted. The many duergar merchants—
along with drow. svirinelilln. arc and othere—paylittle
attention to the characters uI1l< they are looking to
do business.

Guards posted at the gates make it clear to the
characters that non-duergar are restricted to the
Darklake District. and the characters have better luck
asking other outsiders for directions rather than trying
to cng-age the duergar locals. They are directed to the
Blade Bazaar if they wish to sell anything they might
be carrying with them. For gossip and a mo.-il. the
Shattered Spire tavern is recoinmcndcd, while lodging
for nonrduergar can be had at the Ghohlbrurns Lair inn.

At any point during which the characters move from
point to point in the Darklake District. they ran Witness
one or more of the followingevents.

lgtMl>AG1N_G GIANT
This encounter triggers possible side quests through
which the characters can learn about the influence of
Demogorgon in Gracklstugli. You can use this cvcnt any
time during the party's stay in the city. Holding it for
later use gives characters a chance to notice the little
things wrong among the duergar. while u. ig it right
away can help characters avoid being enslaved if they
are arrested at any point during their Vlsll.

The rhythmic hernrnerlng otthe city's forges is drowned
for a secund by e thunderlng roar and the sound of
crurnbllng vock. Duergar and visitors alike turn to look as
a twdheaded, gray-skinnedgiant bursts through a gate.
howling madly arid lashing out left and right. littering
the plaza with rock and stone debris. As he bellows, one
ofhis swings connects with a duergar soldier, whose
broken body the: through the air and crashes near you
with a sickening crunch.

tHAi"lElQ 4 bl{\( i\lSl‘Ll(.H



A stone giant from Cairngorm Cavern has succumbed
to a demonic curse that has caused him to grow a
disfigured second head. A successful DC 12 Wisdom
(insight) check reveals that the giant is crazed and
terrified. Use the stone giant stat block with the
followingmodifications:

The giant has advantage on Wisdom (Perception)
checks and on saving throws against being blinded.
charmed, deafened, frightened, stunned, or knocked
unconscious.
The giant is unarmed. As an action. it can make
two unarmed strikes (+9 to hit, reach 10 ft.. one
target). On a hit, the giant deals 13 (2d6 + 6) blude

geoning damage.
The rampage happens in a broad plaza, so there is

plenty of space for the different combatants to maneuver.
The giant moves in the characters‘ direction and

lashes out. Two duergar guards and two duergar
xarrorn (see appendix C) respond to the giants roaring.
racing in to join the fight in the second round. They

are well trained and do their best to help, but to avoid

additional complexityduring the encounter, assume that
the duergar act at the end of the initiative order and deal

a flat total of lo damage to the giant each round.
Bystanders take cover at once. but duergar citizens

are ready tojump in ifthe guards fail to contain the
threat. The giant ignores characters attacking from

range and attacks opponents in melee at random,
including the duergar. Both the giant and the guards
fight until they drop to 0 hit points.

DEVELOPMENT
Without the characters‘ help, the guards and assisting
citizens bring down the stone giant with few casualties.
If the characters are prisoners under escort when the

giant attacks, the guards who engage the giant are their
escort. The characters can use this chance to escape, or
they can help, albeit with disadvantage on attack rolls
it they are shackled. The duergar arc pragmatists and
release characters who help them deal with the giants
threat, but they attempt to arrest them again after the
combat is over.

Once the crazed giant is put down. another stone giant

comes through the shattered gate, but this one looks
perfectly sane. Hc reaches the fallen giant at the same
time as a squad of three duergar StoneGuards (see
appendix C).

The guards who fought alongside the characters
explain the situation, neither downplayingnor exalting
the characters’ actions. The characters can speak
to the newly arrived giant while the duergar confer.

The giant introduces himselt as Dorhun, apprentice
to Stonespeaker l-lgraam.He reveals that the fallen

giant's name is Rihuud, and that he was another of lhe
Stonespcakefsapprentices. Rihuud was “communing
with the stone" in Cairngorm Cavern when he went
mad, sprouted a second head, and stormed out.

If the party was not previously arreslecl and didn't
participate in the fight, the Stone Guards start
questioning bystanders, who eventuallypoint out the
characters as new arrivals to the city.

CHAPTER 4 extcklxrucn

ll the characters knocked Rilmud unconscious instead
of dealing a lethal blow, a grateful Dorhun asks them
to visit Cairngorm Cavern before they leave the city.

informing the Stone Guards of this. The importance
of thc Stonespeaker means that the Stone Guards will

escort the party across the city to meet with him, though
they don't hide their displeasure at doing so.

XP AWARDS
Divide 1,740 XP equally among the characters if they
cooperate with the guards to defeat the two-headed

stone giant.

GUESTS or THE STONE GUARD
Whenever circumstances sce the Stone Guards develop

an interest in the party (includingbeing arrested or
witnessing the giants rampage without taking part), the
characters are ordered to follow a squad of duergar to
Overlake Hold for further questioning.

From this point. the adventure can take different paths
depending on how you want to proceed. Talk to the
players about their preference, or decide on your own
what happens next:

CrartokkarXundorn intervenes on behalf of the
Keepers of the Flame, which can lead to a meeting
with Themberchaud (see "Themberchaud's Lair").
The characters can continue to Overlake Hold

and meet with Captain Errde Blackskull (see
“Overlake Hold").
The drow scout Xalith approaches the Stone Guards,
claiming the characters as escaped property ofher
mistress, llvara (see “Signs of Pursuit" in the “Blade

Bazaar" section). The Stone Guards arrest the char-
acters and take them to Overlake Hold, pending
negotiations with the drow. At this point, they also
meet Captain Errde Blackskull.
Drnki (see “Droki" in the "Blade Bazaar" section) acci-

dentally bumps into the patrol, creating a distraction
that allows the characters to escape.
A successful DC 15 Charisma (Persuasion) check cone
vinces the Stone Guards not to arrest the characters,
provided the characters agree to visit Overlake Hold

once their business in Gracklstugh is concluded. The
party remains under watch al all times by an invisible

duergar StoneGuard (sec appendix C). If it seems
like the characters have done what they came to do,

the invisible ducrgar reminds them to make good on
their promise to visit Overlake Hold.

BLADE BAZAAR

__:?_______._This marketplace is named after the most abundant
goods the duergar offer, but the shops here sell almost
everything available in the city, along with stalls set up
by visiting mcrcliants. The din otpeople arguing, mostly
in Dwarvish, nearly drowns out the hammering coming
from the city’s forges, and the crowds here offer a good
chance to Slip away from pursuers.

Characters can unload some of the treasures they

might be carrying. Nonmagical weapons, armor, and
shields can be purchased in the Blade Bazaar,



s‘.

ards.
ter
llade
’l\ar—

so

n) acci-
C[it)I‘l

ck t:t)n—

.ctcts,
Hold
:1. The
\‘lill.)lC

ems
D do.
ad on

ant
lmos-t

setup
mostly

ranting

\[ERCHANT MADNESS
haracters who look around the hazzmr notice a number

tat" odd things:

. A duergat merchant cant stop insulting cttstomers
whert they are trying to sell something. but becotnes a
picture of politeness when they want to buy.
-\ number of duergar merchants give tlttierettt prices
to huy or sell every time they are asked ahout the
same items, and insist that the characters dealing
\\lIl1 them are the ones changing their terms.
A rluergar merchant surldettly turns invts hie in the
mttlttle ofa transaction. but keeps -peakittg as it noth—

trig has happened.
A duergar merchant il1l'li3|BlI§ to kill the characters as
a haggling teehntttue. then denies ever saying so.
A duergar mcrchanl constantly asks the opinion of a
nonexistent twin hrothe mlaiming that he is invisible.

Yrs.-x's DEAL
\ lE£| Henstak is a tcmalc ducrgar lllFlIll)E:\' of the
,\lerl'hant Council. shes .1 canny raravan master and
gentle-s herself on always at-riving at tter destination
ahead of schedule. If the characters ask around for
exert-hants who know how to reach the surlace, they are
itrected to Ylsa. Though she has no caravans scheduled
an_\ time soon. she doe make the characters an oficr.

\'lsa invites the (‘l'l£|l'}.lt:lcfS into her well—guarclEcl

cfice. when e shows them a pile of coins and t wclry
from all over the ' lriuce world. The hoard consists of
50 Up in mixed oinage three gold rings worth 25 gp
each. and two gettnittlatri necklaces worth 250 go each.
She has trat:ke.tl the pieces to derro. whn use them to

as tor food. It tlte characters can figure out how the
alarm arr: getttng surl-ace currency and jewelry. Vlsu will
pr-)\‘|Clr‘ the adventurers with directions for ill least the

rest stage or their journey. including valuable -.ttlvir,e

:-u routes to Blingdenstonc ‘cc chapter 6) and the
\\ ormwtithings (see chapter 12).

for more information on what Urokl i.

tzharaclerscatch him.
.,trrying ifrhe

SIGNS or PURSUIT
ll the characters arrive in Gracklstugh with at tlrow
pursuit level of 3 or higher (see "Drow Pursuit" in
t'l’t2|[)t(:r 2), llvara has already sent a party ahead of
them. guessing correctly that the cs apetl prisoners
might seek refuge with the illlfirgilr.

Characters with a passive VVlsdr>m (Perception) score
of 15 or higher spot six drow watching them in the
Blade Bazaar. One of them is Xalltll Masq ‘yr. a female
drow allied with House Mlzzrym.Any oi the party's
NFC companions Vtltt) know the duergar well can guess
that these drow won't want to attract the ducrgars

“lost propert Doing so would likely
involve having to pay the gray dwarves a reward for
the adventure s‘ rapture. This gives the characters zt

chance to evatle their pursuers. but they need to slay
nut of sight.

xahth speaks to the duergar only iftht: characters
are arrested. Othcrvttsc. shc sends a tnessenger to
llvara and makes sure the charzltitrrs don't go anywhere
without her knowing. If the characters fail to lose
themselves in the city (see “Grur.ktstughand Drow

DROKI
~‘.rtentiv<- charat-to can spot a curious figure darting

ween the alls and shops of the Blade Bazaar. E\'r‘,

,_mc they roam the market. they havt‘ a 20 pt-.t-rettt

ncc tn see a dorm dressed in rags tylt-tl a ztn

mitattnn of a fancyjacket. wearing -.t wttlehrimmerl hat
‘nth two tentacles from a (llsplzlrer beta. t . wn into the
’:at's crown. A large satchrl hangs from ht shoulder.
and he's always muttering to hitnsetf.

Dttergar merchants glare t-ornlully at this rlerro. and
:=>nt* will discuss him with the t: aractet . Ila character
gas about him in the Cthohlbrorn'sLair. a successful

harisma (Per ztsioll) check _tieltJs up the name
hr: wtly rlerrn as a courier and

s—..-ppher or goods who works rnr disreputable employers.
catrlting Droki (s A 2l[)p€nLll>. C) is the objective or

qgrsls from Errrle Bla ’l»(SkLlll (sec "OvcrlakcHold") and
Crartokkar Xuntlorn K

.
' rte characters pursue the courier openly he fir:

west Cleft Dtstrtet. Pursuing Characters ttutckly lnse
sgnt Dfthe ttem: as he vanishes into the rrowtl. See

riding Drokt" in the "Vl/horlstonc Tunnels SE‘Cl|0l'l

iFl\l‘lLl<l «,x.tt'ktstt-all ht
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BUPP|D0'S ESCAPE
Euppldc has a secret agenda in Cracklstugh. line is still
with the party, the derro looks for the fivst opportunityto
slip away and return to his hidden lair and “shvine" in the
Wharlstone tunnels (see “WhorlstoneTunnels").

w
Pursuit" earlier in this chapter). their pursuit level
increases by 1 every 1d4 days until llvara arrives.

Alternatively. the adventurers might decide to turn the
tables on the draw. Characters mirzht Figure out a way to
quietlyneutralize xalith and her squad. perhaps tricking
them into damaging a dticrgar merchant's property
or forcing them outside Darklake District, where
even drow are forbidden to go. Doing so decreases
the pursuit level by 2. However. if combat evcr breaks
out between the characters and the drow. a squad of
five duel-gar Stone Guards (see appendix C) and five

duergar warriors arrive within lcl4 rounds and arrest
the lot of them (see “Getting Czlpturt-‘(l").

DARKLAKE BREWERY
This huge. ramshackle brewery is built of stone blocks
stacked to make walls between the petrified stems of
a small forest of gigantic mushrooms. Big copper vats
stealn within. filling the air with a heavy. yeasty stink.
Dozens of copper kegs stand nearby. and burly gray
dwarves swarm over the place. mashing fungus. mixing
fermenting masses. and filling casks with freshly
brewed ale. This complex is the workplace and home of
Clan Muzgardt. the duergar clan in charge of brewing
Darklake Stout and in control of the brewing and
importation of other spirits. Nonrduergar aren't welcome
in. e the brewery.

DARKLAKE DOCKS
These busy docks are used primarily by l'lat—hottomed
rafts made of zurkhwood and lacquered puffloall floats.
Some of these ramshackle barges come with oars or
paddle wheels. The rafts look ungainly. but each can
carry tons of trade goods.

The characters land at the easternmost inlct if they
arrive at Gracklstugh by way of the Darklake. near the
Ghohlbrorn's Lair inn. if they instead arrived through a
gate and suncessfiillybribed Gorglak. they might come
here looking for his contact. Werz Saltbaron.

ASSASSINS INTERRUPTED
The characters spot a male dtlcrgar merchant at the
end oia pier. Slldrlenly. two invisible durrgar appear
next to him and stab hirn viciously with glowing swords.
The assassins‘ faces are masked and hooded. The
characters have 2 rounds to distract the two duergar
saulhladcs (see appendix C) before they finish on
the men ant.

The merrzhant is Werz Saltbarorl. if the characters
save him. he is grurlgingly grateful and says he has no
idea why the assassins targeted him. A successful DC
12 Wisdom (Insight) check suggests he's lying. He sees
the scene. but not before telling the characters to meet
him at the Shattered Spire the following day so he can
reward them properly.

l,ZHAPTEP. t
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The characters have 1 minute to search the assassins
before a patrol of four duergar arrives. The glowing
weapons wielded by the assassins are nowhere to he
found. but one of the assassinshas a piece of fish-skin
parchment bearing Werz's likeness drawn in charcoal.

ACCESS TO THEWHORLSTONE TUNNELS
Hidden next to the easternmost pier. a disabled drainage
pipe is the Gray Ghosts‘ access point to 2! secret
cavern system beneath Gracklstugll (sec “Whorlslone
Tunnels"). It takes a successful DC 15 Wisdom
(Perception) check to notice the pipe beneath piles of
refuse. within. loose bars block the 5-foot-wide passage,
but removing them activates an alarm that warns the
Gray Ghosts inside the ems. A chzlractercan notice
the alarms trigger—a thin wire connected to the top
of one of the bars with 2| su ssful DC 14 Wisdom
(Perception) check. and can disable it with a successful
DC 12 Dexterity check using thieves‘ tools.

Nearly 100 feet into the pipe. a hatch on the floor
opens into a roughrhewn well. A ladder extends down 80
feet to another hatch on the floor. which leads to area 8
in the Whorlstone Tunnels.

OVERLAKE HOLD
Dunglorrin Torune. which translates as Overlake Hold.
is a fortress and temple dedicated to Ladtlguer carved
into the heart oia massive stalaginlte an the shore (tithe
Darklake. it is also the home of the Deepkillg and the
center of government. Dunglnrrin Torune bristles with
iorge chimneys from which smoke billows and ledges
from which catapults can hurl stones at waterborne
invaders. (If necessary. use the mallgonel statistics in
chapter 8 of the Dungeon Masters Guide.)

CONSCRIPTED BY THE STONE GUARD
If the rharaitters are arrested. th v are taken to the
hold's dungeons, where they r eive a chance to earn
their treedrnn by serving the _ tone Guard.

Afterwaiting a long while in a dungeon cell carved out
ofimpressively thick stone. you are taken to a dark office

and met by an ‘imposing reinale gray dwarr. She is iuily

armored and bears an insignia you have not seen on any
otherduergar. She is flanked by two stone Guards who

remain by the door.
“I am Captain Errde Blaclrskull, commander ofthe

Stone cuard," she says. giving each otyou a calculating
look. “Let me start by saying you are worth nothing
here in Gracklstugh. Most ofthase in my command
would sell you offtn a heartbeat as the cheapest manual
labor. However. I've learned to make much better use of
adventurers like you."
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Sarah forDroki. Errdc explains that her guards
have been tracking the movements of a dcrru narncd
Drolti. Despite his presence in the Darklzlke District, the
derro has managed to avoid capture, as if he somehow
knows in advance where the (luergar patrols will be
invisible or otherwise. All the Stone Guards know is
Lbat Drcki lives in the West Cleft District. a place the
rluergar enter only in force and where their presence
would likely provoke a ollaotic uprising. Errde wants the
characters to follow Drnki. see what he does and where
he goes. and report hack. Or iithey see an opportunity,
seize him and either bring him in for questioning, or kill
him and bring back evidence of his activities.

Errde's tone turns dark as she voices her suspicions
that Droki is linked to a conspiracy involving the
Council of Savants. and maybe even elements among
the clan lairds. She describes in detail how discovering
the conspiracy and purging the corrupt will earn hcr
g-eat favor with the Deepking. Errdc swears (truthfully)
that she will arrange for the characters to get safe
gnssage out of Gracklstugh if they do as she asks.

Search for Corruption. Errdc's suspicions of
conspiracy have her looking for signs of corruption
creeping among the people of Gracklstugh. She rewards
she characters if they bring her evidence of such
ct:-rruption that has escaped the eyes of her warriors.
The characters can build ti case if they witness odd
zwents throughout Granklsttigh, ut:li as some oi the
random encounters and the hehavior of merchants in
the Blade Bazaar. For every three such events they
report, the charactcrs can attempt a DC 15 group
Charisma (Pcrsuasion) check. but they only need to
succeed once to convince Errde and complete this
giest. Errde then prom s to outfit the characters with
stpplies and gear when they lenve Gracklstugh, from
we Stone Guards" own armory. Each character can
claim a total of 350 gp worth of equipment. including
-moons, armor, and common potions and scrolls.

DevaLOPMENT
Edie characters refuse Err<le's nffer after being
at-rested, they spend a few days imprisoned and then

at sold back to the (lrow. Xalith and her squad meet
q: with Ilvara and then return to Velkynvelve. if the
characters can't manage to escape from their captors.

lithe characters accept Errde's offer. she gives

flan ipsigni-as allowing them to move as far south as
ladugucrs Fu rrow without being accostcd by guards. The
atttenturers need only to show the insignias discreetly
I1-men confronted, and should keep them htddcn otherwise.
‘hey are then releasedwithout fanfare. Errdc knowsabout
in Stone giants’ invitation it‘ the characters spared the two-
Iaded giant's life. and advises the characters to heed it

lane looking for Droki.
‘me characters’ pursuit level is rcduced to 0 and

luzuains so while they are in Errdes employ inside
Cuacklstugh. if they end their employment. the Stone
Guards stop covering for them anti their pursuit level
‘-3-eases as normal if Xalith is in town (see "Signs of
Pursuit" in the “Bladc Bazaar" section). Otherwise, it
Imtains at 0 until some other action raises it again.

4
Fusntm: BADGES
Working for elther the Stone Guard or the Keepers of
the Flame grants characters a degree offreedom in
Cracklstugh, as they ran show the insignia given to
them by each faction itthey are detained. At least one
rharacter in the party must succeed on a DC l4 Charisma
(Persuasion) check to convince duergar not to detain the
party any longer, but characters who show the insignia
have advantage on the cheek.

THE SHATTERED SP1lz_E

A broken stalagmitejuts out from the Darklaltc about
forty feet from the shore. forming the foundation of a
tavern built with fungi stalks in a manner similar to a
log cabin. A bridge woven of rothé wool allows patrons
to cross the water to visit.

M EETI NG WE RZ

lithe characters rescued Werz Saltharon from tho
assassins (see “Darltlake Docks"). he meets them at
the Shattered Spire at the designated date and time. As
modest thanks for saving him. he gives each character
an obsidian gemstone worth 10 go. He then offers them
a job. delivering a sack full of raw gemstones (worth 100
gp total) to a svirfneblin namcd Kazook Pickshine in
Blingdenstone, no questions asked.

jimjar. Topsy, and Turvy know of Kazook Fickshine
and can provide basic information about the gnome
alchemist (see chapter 6). The deep gnomes also
recognize that Wcrz's gems resemble empty spell gems.
similar to those u *d in the defense of Elingclenstone.
The gems, mundzine in their current form. are actually
raw stones used in the crafting of speu gems. Werz
mct Kazook in Mantol—Derith (see chapter 9), and the
two have been trading recently behind their supcriors‘
backs. He declines to mention this. though, deflecting
any questions by mentioning that Blingdenstono is a
good place to find a way out of the Undcrdark.

BAR FIGHT
W'hilE:thct:l1£trac[(:rs are in the tavern. two duergar
who had been just talking business suddenly fly into a
rage and start brawling. It the characters don't intervene
to stop the right. other patrons do. No guards appear
unless weapons or spells come out. and the fight stops

soon as any or the brawlers is restrained or knocked
unconscious. Neither otthe ducrgar remember why they
started fighting.

THE G1-toHLBiz0RN‘s LAIR
Thi nn is the only establishment in Gracklstugh that
accepts nonaduergar guests. "Ghchlbrorn" means
“bt.tlette" ll'| Dwarvish. and the inn is built inside 3
small cavern complex beneath the Blade Bazaar at the
northern end of the Darklake District. Its halls are cold
and damp. A central chamber serves as a dining room,
branching out into dirterent small, twisting halls along
which the rooms arc cxcavated. it's dark. cramped, and
uncomfortable. but safe and defensible.

t!i\[’t'ER t l
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RUMOR MILL
The inn’s dining hall gives characters a chance to
mingle with norrduergar who are visiting Gracklstugh.
Characters seeking information can, with a successful
DC 10 Charisma (Persuasion) or Intelligence
(Investigation)check, find out the iollowinginiormation,
or you can simplyroleplay their interactions with
random patrons.

The general gist of the information is that trade
routes out of Ctracklstughhave become more dangerous
recently. The fauna and more primitive denizens of the
Underdark are all riled up about something. Among the
tales told by the travelers. second-hand stories about
demons attacking isolated settlements are common.

LADUGUER’s FURROW
Long ago, an earthquake split the cavern tltat houses
Gracklstugb, leaving a rift nearly two hundred feet deep
and five hundred feet wide. Laclugucr'sFurrow has a
packed—gravelfloor and extends roughly a quarter mile
beyond the natural walls of the city in both directions.
Each end of the rift has a steeply sloping floor. carved
with a set of stairs and awide ramp for both pedestrians
and wagons. Vents along the walls release potent
gases that sappers o[Clan xartlelvar tap for industrial
applications. including the crafting oithe magical [lame
lances used by xarmrn warriors.

The ehasm is Gracklstugh's main residential zone.
with homes built on the top part ofits north anti south
sides. Outsiders are normally forbidden from this area.

ABANDONED GUARDHOUSES
Near the western gate of Ladugtier Furrow, the
dttergar built a series of guardhouses to keep an eye
on derro slaves living in the West Cleft. These were
abandoned when Deepking Tarngartlt, grandfather of
the current monarch, liberated the derro, allowing them
to spread from the West Cleft District into the East Cleft
District. The guardhouses now stand empty. providing
an ideal place to lie low and keep an eye on trartic in and
out of the eastern derro boroughs.

GREAT GATES
H

The openings that Laduguer’s Ftirrow creates in the
walls of Gracklstughs cavern are blocked by massive
structures of bars and scaffolding,each set with several
gates. Gates are guarded by two visible duergar soldiers
and 1d4 + 3 invisible ones.

mm
Cmtsmc DROKI

lfthe characters decide to wait (or Droki to enter the west
CieFt or somehow follow him here, use the chase rules
in chapter 3 of the Dungeon Ml15t2r'§ Guidz, adapting the
results for urban complicationsto a cave full ofhateful
derro. If Droki loses them, the characters must resort to
less convenient means offindirlg the Whorlstorletunnels

Ifthe characters do manage to catch Drcki in the West
Cleft, he drops limp and babbles, but is suspiciously
amenable and shows the characters the entrance to the
tunnels. See the “WhorlstoneTunnels" section for how to
roleplay Drokl.

 ,
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WEST CLEFT AND
EAST CLEFT DISTRICTS
East and west of Laduguer's Furrow gates are areas
that serve as home to Graeklstughs unwanted derro
population, The West Cleft District was the original
abode for the city's derro slaves and remains a dark
and dangerous ghetto. The East Cleft District was more
recently settled after the derro earned their freedom.
though it is only slightly less rough than West Cleft.

The homes of the derro are mostly burrows carved
into the walls and simple structures piled atop one
another. The dirty and cluttered streetsof both districts
formed as tlvvellings spread and came together, and not
as a product of planning. The derro population is much
greater and their tunnels extend much farther than
the duergar believe. The derro are close to mounting
an insurrection, hold back only by their own lack of
organization and by their leaders in the Council of
Savants having grown too used to their privileges to
foment rebellion.

ENTERING DERRO TERRITORY
The derro are automatically hostile toward anyone
entering their warrens, cspecially surfacers.

As you pass through the gates, the stench in the air
changes rrorn acrid and metallic to retid and repugnant.
the fires ofindustry replaced by squalor. The homes in

this part oftiracltlstugh are crudely carved from the rock

or are iust holes in the walls, arranged in no apparent
order. The chatter ‘in the air is unnerving, with hundreds
of derro muttering. screaming at each other, and
otherwise reveling in their Insanity. Those who spot you
look at you with a burning hatred.

At the end of each hour the adventurers stay inside
either derro area, there is a 25 percent chance that 2214

derro (see appendix C) attack without warning. It the
characters kill any derro, the chance of another attack
hecnmes 50 percent every halt hour.

Sneaking through the senseless arrangement of the
burrows is relatively easy. as the tlerm are normally too
preoecupictl with their own ma heming to notice a
group trying not to attract attention. The charat ers can
attempt a DC 10 group Dexterity (Stealth) check, with
success negating the need to roll for a possible attack at
the end of each hour or half hour.

Other means of subterfuge such as illusions, climbing
along the walls, or using flying or levttation magic
automatically avoid detection. hut invisibility olany
kind activates magical wards placed by derro savants to
guard against duergar intrusion. When a ward activates
in response to the presence of an invisible creature,
nearby derro fly into a frenzy, creating a chaotic mob
mcttnt to drive away invisible duergar patrols. Derro
make active Wisdom (Perception) checks contested by
the characters‘ Dexterity (Stealth) checks ila ward is
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activated. Characters using detect magic actively can
spot the invisible sensor of a ward before it activates.
Otherwise, invisible characters encounter a ward every
15 minutes they move through derro territory.

ACCESS TO THE WHORLSTDN E To N NELS
Between a clttster of hovels in West Cleft lies the most
is-ell—uscd entrance to the Whorlstone Tunnels (see
‘Whorlstone Tunnels"). A narrow fissure in the chasm
rnsll is hidden by scraps of cloth. gray sheets of canvas,
and moldy boxes. The fissure is tall and wide enough for
1 Medium creature to squeeze through the first 10 feet,
and then continues for 50 feet at an average 5 feet in
width. with 2: gentle downward slope.

Ever since the foul irruption of the demon lords
into thtt Underdarlt. the Ft sure casier to find. as it
sometimes leaks wisps of c ric fog created by faerzress.
Otherwise. finding it rrquircs careful scarching and
a successful DC 15 Wisdom (Peru ption) check. Each
character can make this check at the end of each hour
the party spends in the West Cleft warrens looking for
the Vihorlstone Tunnels’ entrance.

.-\ny attempt to question the locals without an
effective means nftlisguise or rrnrnipnlation, such
as encllantment or illusion magic. is doomed to fail.
as the derro are more likely to attack the characters
than answer their questions. Even then. the derro
are often incoherent. and a successful DC 15
Charisma (Persuasion) check is needed to obtain
useful information. A successful DC 15 Charisma
ttnrintirlation)cheek also works. but has a 50 percent
dianee otinspiring the derro to flee or attack.

HALLS OF SACRED SPELLS
The Halls of Sat‘ at] Spells ttomprisc a temple of
Diirinlta carved into a stzllagmite in Northfurrow
fistrict. Here, the derro Council of Savants meets
and plots, living in luxurious quarters and hiding such
qmlence from their fellow tlerro. All areas ofthe Halls
ufsacrerl spells except the central worship chamber
3-: forbidden to derm who aren‘t savants. Duergar don't
mter this place, whose main doors are false and carved
no the rock. The savants enter and leave using spells
sch as dimension door and passwall. while lesser derro
access the worship chamber through secret tunnels
him the West Cleft.

CAIRNGORM CAVERN
Along tunnel opens in Southfurrow Distrirt, extending
xreral hundred feet and into the home of the stone

jnts of Clan Cairngorm. The tribe is named after

& ancient oath of fealty their ancestors swore to

in bearers olthe Cairngorm Crown, the traditional
ngalin of Deepkingtloln tnonnrchs. The giants lead
ample. uncomplicated lives. and their dwellings
Ieflect this.

The stone giants value their privacy. and ducrgar are
nrmally not allowed inside Cairngorm Cavern. An

aseption is made for the Decpking. who holds meetings

be with the giants’ lcadcr. Stoncspcaker Hgrnam,
Iben necessary.

Aofllgncla WITH '_l'E'E>_SrTC)rNESP1j2VAI‘("l‘1R

lf the adventurt-rs holpcd stop the rampaging giant in
the Darklake District (and especially ifthey didn't kill
him), Hgraam is expecting them by the entrance to the
Cairngorm Caverns. Though the stone giant is short on
pleasantries, he gives the char’ ters what information
he can in response to their que. ions, includingways to
return to the “dreamland. ‘as the stone giants call the
surface World. Because he has never left the Underdark.
the paths he knows have come to him only as whispers
through the stone. As such, you can easily shape his
advice to your playe plans.

Additionally. Hgraam gives the characters a warning:

“Something evil stirs in the Underdarlt.The rock itself
cries in pain and horror, and a madness Creeps from
the blackest depths. Pay heed to the signs surrounding
you. A cave with two faces. Rock devoured, and the land

overgrown.The pebble belleves itselmesh. The earth
rejects its wards, and the tunnels shake in fury. By these
portents, you shall know ofevil's presence and ofevil's
face. This is what the stones tell me."

Tins cryptic rnessnge refers to the demon lords and the
inadnes their presence is spreading. but Hgraam has
not de Jpliererl it yet.

TREASURE
A ‘ the characters prepare to leave. Hgraam calls for
his apprentice Dorhun, who arrives hearing a polished
crystal the length ofa human forearm. l-igraatn offers
the crystal to the charac rs as a token of his gratitude,
telling them it might he helpful in the future.

The stonespeaker crystal (see appendix B) resonates
strongly with conjuration and divination magic. it
the characters keep the crystal after escaping the
Underdark, it will be of use if they return to deal with
the demonic incursion. as it is linked to the mysterious
lihrary of Crravenhollow and has additional properties
when used there (see chapter 11).

THEMBERCHAUD’s LAIR
At the far southeast corner of Grat:ltlstugh's cavern,
the entrance to Tlielnberehauds lair is guarded by the
Keepers of the Flame. Not that rttlyone would be foolish
enough to trespass into the Wyrtnstnitlfs home. but ever
since the Gray Ghosts stole a red dragon egg meant to
hatch Thernherchaurls successor. the Keepers aren't
taking any chances.

For some time now. the Keepers have been actively
seeking capable mercenaries in Gracl-tlstngh and taking
any opportunity to pre - - thcm into servi If an agent
ofthe order intervened in thc eharnctc rrcst (see
"Getting Captured"). the leaner ofthe Keepers otthe
Flame—Gartoltkar Xundtirn s notified by magical
messaging. He waits for the uraeters as they are
brought to the dragons c,avern—but Themherchautl is
watching too.

iH\l'lt|< l t:.l:tr.hls'ler.H
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The tlragon speaks Dwarvisll to its servants as the
characters approach. Rtatl the following:

As the duevgar pvlests lead you to a building earved
from the stone lust outstde a huge (ave e(ttr2rl(E, the
gvourld trembies slightly, and a thunderous voice echoes
against every wall.

“Cartokkar,"the voice calls as a reptlllan behemoth
comes into view, it seales the color orlava, its bright
yellow eyes glowing in the shadows oithe cave hetore
coming into the light. "You dtdrrt say

l

was having
surt.-ieeis (or dinner today“

The dragon chuckles at his own wit, His massive body

gives the distinct impression that he lS overweight,

indicating eating hahits that don't bode well

“Foretghers," the duergar priest says with great
reverence, “meet the F2therat'Flame. the tyerhuming,
and the Found!‘/S i-te.-irt—Themlierchaud, the
wyimsmlth ofcracklstugl-l."

AGEI:ITS or THE WYRMSMI1Ii_
Like most of his kind, Thembercllaud is vain and proud.
He's pampered. but also restless. The adult red dragon
has been aware for several years that his handlers are
withholding things from him. but rather than demand
disclosure. he has waited and observed, He wants
agents of his own. and s es the intcrcst oithe Keepers
in (l'lC adventurers as an opporltlrlity.

The dragon demands to speak will! the characters in
private, with his nervous duergar ltaiidlers having no

choice but to acquiesce. When they , COT! the t'harat'iers
into the dragons lair. ‘l hemberchaud is resting on a
mountain of gold Ht‘ tells the keepers to leave him alone
\\'l(l’\ the advcnttlrcrs. hissing that ally invisible lurkers
wlll be turned to ash, Oncc alone. he asks the characters
their numrs. backgrounds. how they found themselves
in the Underdark. and the events that led them to
Gracklslugh.

Tltembercltautl makes the tharactcrs an ofler: become
his agents in Graeltlstugli, and gain his protection. Their
first missiun is to tlti whatever the Keepers ofthe Flame
ask them to—hut to report to Thembt-rchattdbefore
reporting to them.

The dragon tltit-,sn't wall for the characters to respond,
since his ego can't accept the notion that anyone
would refuse him. ll: 3 glls Gartokkar to be their
liaison, orders badges or gold be given to them. and
sends them otf.

TREASURE
The characters might be leltlptfll In in -pr
Themberchautfs heard from where they *iand. as the
dragon doesn't allow them I0 get closer than 60 it-ct in
front othim. The hoard culls . ts of 3,000 pp. 20.000 gp.
45.000 sp. 150.000 cp, six 1,000 gp fir:-. opals, ten 500
go pcridots. thirty 100 go garnets, a gtiurtl containing oil
of sharpness, a potion 01' fig/mg. a politirl aflongevily, and
a potion ofsitpre-nie1iea1i‘ng. The magic items are liurirtl
undt-.r COlI1S and not visible at ct glance. one must dig
tlirtiugh the coins to find them.

A r,harat'ter who tries to get closer receives .3 friendly
warning in the form of a growl. a stare. and claws
clicking tln the floor. Thcmbcrchaud uses his breath
weapon on any character who tries again, or who
attempts to sneak past him and tails. Then he calmly
carries on as iinothing happened.

A TASK FOR THE KEEPERS
When the t'haractt'rs are done with Thembertthautl. they
exit the lair to where Cvartokkar waits to take them to
the guard house where the Keepers or the Flame keep
Watch. He (larkly asks \vhat business the dragon had
with them. hut what the characters choose ta tell him
(and wlietlier tlie_v intend to follow up on the dragon's
orders) is up to them.

The power of the Keepers of the Flame derives
in equal measure from their psionic abilities. the
leadership Ofthr: Deepking. and their inl-ltieiiee over
’l'hembercllautl.They lost face when the Gray Gho.
stole the valuable red dragon egg that would hatch
Thcmbcrchaucfs replattelnent, and they have been
waging war on the thieves‘ gulltl ever since. But with
the egg still lost and their control over Thembcrchaud
waning. the Keepers are explorlng all options in their
war against the Gray Ghosts-

The psiornc Keepers have ensetl a great thsltirbancc
in the Undt'rdark—aphenomenon that Garttlkkar
mrnpart-s to El hole having been torn through tht: world.
The Keepers have no idea about the tlettlontu incursion.
however. and t-Vt if the characters tell Gztrtukkarwhat
they know he is fixated on the idea that the Gray Ghosts

s
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are behind [he disturbance, dismissing anything else as
dtlusions, ignorance, or outright lies.

In his paranoia. Gartoltltar wants the characters to
confirm the Gray Ghosts‘ involvementand to bring back
whatever powerful magic the thieves used to cause the
disturbance. The Keepers have identified a Gray Ghost
zgenl—a derro called nrolu. who carries lTl ages and
supplies for the thieves‘ guild (see "Dtoki" in the "Blade
Bazaar" section). Droki uses the West Cleft to contact
his employers. and Gurtoltl-tar wants the party to follow
this derro and locate the Gray Ghosts.

If the characters accept his offer, G-artoltltar gives
them a holy symbol of Lacluguer after an acolyte arrives
with gold pins featuring Tl'lcmberchaud'sprofile. The
sjlnhol and the hatlgrs grunt aractcrs the right to
navel beyond the Darltlulte Distric . though they are
still limited from moving freely in the city (sec thc
‘Flashing Badges" sidebar). lfthey rcfusc. they are
In-ncd over to the Stone Guards for arrest and delivery

n Overlalte Hold.

WHORLSTONE TUNNELS
The Whorlstone Tunnels are a cavern system extending
panially underneath Gracklstugh. away from the mines
and passages the city’s inhabitants use regularly. The
krm savants who first found the tunnels didn't reveal
icir discovery to anyone. zlnd to this day only a handful
among the Council of Sav-ants and the Gray Ghosts
how about them.

The long. gcntly curving tunnels have relatively
regular dimensions. They are known for their unusual
trek formations anti abundant patches of fungi. and for
king suffused with faerzress (see chapter 2).

There are currently two factions using the tunnels for

fiir own ends. The Gray Ghosts have an alchemical
'H)oratoryand a fungal garden supplying them with
pisons. and the leaders of the guild conc .al a secret
ilhe form of a mysterious black obelisk in the farthest
use (see area 16). The other group is a budding cult of
germ deincn worshipers led by n renegade rnernberof
he Council of Savants. Sensing thal the demon lords
an somehow using Iaerzress to spread chaos and
mdiiess. the demon worshipers have begun conducting
{goals to infect Gracklstugh. lntent on weakening
he city and breaking the power of King Horgar
Sn-elshadowV. the cultists plan to inflict a curse on
instant: giants of Clan Cairngorm that causes them to
yaw second heads. driving them insanc.

l‘-AERZRESS*SUFFUSEDFUNGI
bewhorlstorie Tunnels are home lo two unique

5 of raerzresssurtusedmushrooms: bigwigs
pygmyworts.Any character who studies these
rooms can identify their magical ellects with

snccessful DC 15 intelligence (Nature) checlt. an
‘fvspell, or by trial and error. A single nibble ola
room alters a character's size by a few inches (or 5

-‘routes. so characters foraging for food might discover
mushrooms‘ magic by accident. The sizealtcring

uiects of eating multiple bigwigs or pygmyworts
‘i cumulative, although thcir durations arc. Thesc

mushrooms lose their properties iftllcy are taken
outside the Whorlstone Tunnels for I hour or more.
BIGWIG
A bigwlg is a four-inch-tallmushroom with a thin .
and a wide purple Cup. A creature that eats one can
choose to make a DC 12 Constitution saving throw to
not be artected by the musht'clom'smagic. Iflht: creature
fails or forgoes the saving throw, it grows in size as
though under the enlarge etlect of an enlarge/reduce
spell. The effect lasts for 1 hour. Ten minutes before
the effect ends, the creature feels a tingling sensation.
at which point it can sustain its current size by eating
another wurple. The effect ends it the creature eats a
pygrnywort mushroom or is magically reduced to its
normal size (using the reduce effect of an enlarge/rt-ducc
spell, for example).

rm

PYGMYWORT
A pygrnywort is a mushroom with a one—inch—longstem
and u stubby blue cap with white dots. A creature that
eats one can choose to make a DC 12 Constitution
saving throw to not be affected by the mushroom‘:
magic. If the creature Fails or forgocs tht‘ saving throw.
it shrinks in size as though undcr the reduce effect
or an enlarge/reduce spell. The circct lasts for 1 hour.
Ten minules before the efierl tends. the t '
a tingling sensation. at which point it can
current size by eating another pygmywort. The elleci
ends iithe creature eats a bigwig mushroom or is
magically enlarged to its normal size (using the enlarge
efiect ct an enlarge/reduce spell, for exntnple).

RANl3glLE3Iootg_N'rt-:R_s
As the characters explore the Whorlstonc Tunnels. they
can run into various rreatures or hazards. Check for an
encounter whenever the characters are moving along it
stretch of tunnel or at the and old long rest. Roll u d20
and consult the Wltorlstone Tunnels Encounters table to
detennine what. it anything, they encounter.

WHORLSTONE TUNNELS EMt:ouM1'Elts
d20 Encounter
l—lO No enmuntev
ll—l2 l carrian crawler

1: Demon pzzk

l4 1 flumph
15 l gray ooze
is 1414 moldy quaggoth spore servants
17 M4 two-headed grirrllocks

ls l swarm ofinsects (ceritlpedes)
19 1 xorn
20 Yellow mold

CARRION CRAWLER
There’ ' a 50 ])E|'(1t"Ill Chance that the Carrion orawlnr
is teasiing un the putrid flesh of a dead grimlock and
ignores the party unless tlisturbetl. otherwise. it is
scouring tunnels for food and attacks the party on sight.
it preters to attack while clinging to the ceiling.

l‘H-\l‘TFR i i(rR'\t xls'rtir.l-i



DEMON PACK
This pack consists of a quasi: leading 1d4 + 2 dretchcs.
The quasit turns invisible and tries to escape when only
two dretches remain: it it siieeeeds. the. cultists in area
14 are alerted. Replace any siitisequent demon pack
random encounter with 1d4 dcrro (see appendix C).

FLU M P n
This Creature tcleptitliieallyasks the characters to rid
the cave complex of the rlt-rm cultists (see area 14)

because it knows what they're trying to do and wants to
stop them. lithe cliaracters agree and seem friendly, the
tlumph offers to al7(‘.(lmpany them indefinitely. it will not
willinglyleave the Underdark. however.

GRAY Ooza
There's a 50 percent cllantte that this ooze has psionic
abilities (ust: the psychicvariant of the gray ooze, as
described in the MnnslerManual).

MOLDY QUAGGOTH SPORE SERVANTS
A patch ofyellow moltl (see "Dungeon Hazards" in
chapter 5 titthe Dungeon Master's Guide) COVCFS each
spore servant. Each time a spore servant is touched or
takes damage. it releases a cloud of yellowmold spores
until the mold patch is destroyed.

TWO-HEADED GRIM LOCKS
The grimlocks living in the Wliorlstone Tunnels keep
to themselves, feetling on fungi and vermin. Th derro
have tried to e slave them, without much siit
a weird example of détente. members at the two races
have learned to avoid one another. Each grimlock has
sprouted a screaming second head. which has no effect
on its statistics.

4
WHORLSTONETUNNELS1 CENEIIAL FEATURES
The rollowing reatures are prevalentthroughoutths
whorlstorie Tunnels.

Ceilings and Floors. The average ceiling height is 50 feet,
dropping to 25 feet in narrow tunnels.

Nnrmw Turrnzls. The narrowest tunnels are barely 2
feet wide at their widest points. A Tiny creature can move
through these tunnels unimpeded. while a Small creature
must squeeze to pass through them. Medium and larger
creatures can't fit through these narrow passageways.

Fnzrzress. The Whorlstorla Tunnels are suffused with
fazrzress (see “Facrzr:ss" in chapter 2 (or effects). rizerzrcss
has also altered the physical appearance oithe complex,
creating spiral patterns on the walls and ceilings. These
spirals are what give the complex its name. Because at’

these weird spiraling patterns, saving throws to resist
faerzrzss-Induced madness are made with disadvantage

Foul Water. Water from the Darklake drips from
staiactites and trickles through cracks in the walls,
torming narrow streams and shallow pools throughout
the WhorlstoneTunnels Any creature that drinks the foul
water must succeed on a DC 12 constitution saving throw

or become poisoned. The poisoned creature can repeat the
savirigthrow at the end ofeach hour to end the eilect.

Edible Fungi. Edible tungi (including pygrnywort
and bigwig) are abundant in the WhorlstoneTunnels.
characters can attempt DC lo wisdom (Survival) checks
to forage here.

 y
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XORN
This creature has been woritiiig its way through the
rock of the Whorlstonr Tunnels. consuming Vast
amounts oflae-rzress»inl'ust-rd stone. The change in the
Iaerzress brought on by the arrival of the demon lnrtls
has left the xorn confilsetl and easily angered. It tries to
bargain for metal or gems to eat. and attacks ii rrfiised.
If the adventurers feed the xorn and can communicate
with it, the creature (‘an tell them that it sensed a great
planar upht-,ziv-atrecently, though it knows nothing about
the demons ur their spreading madness.

YELLOW Mom
The characters notice 3 patch or yellow mold (see
"Dungeon Hazards" in chapter 5 oithe Dungeon
Master's Giride) growing on something of interest.
determined hy rolling a d4 and consulting the Beneath
the Yellow Mold table. Tampering with the mold
encrusted object causing the yellowmold to release its
deadly spores.

BENEATH THE YELLOW MOLD

dd Encounter
1 A humanoid skeleton wearing a ring ofwutrrwullring

on one bony finger (no ring is found on subsequent
occurrences oithis encounter)

2 A closed zurkhwood chest containing ‘ldé X 100 gp
and H6 so go gems

3 A humanoid skeleton in tattered leather armor
carryinga rusted shortsword and one oflhe
tollowing: a rotted quiver holding ld2O +1 arrows, a
leather pouch containing idlo +2:/irlg stones. or a
zurkhwood case containing ld4 +3 crossbow bolts

4 A +7 shield (on subsequent occurrences otthis
encounter, the shield is rustcd and nonrrlagical)

FINDINQ DRpKI
If the characters are on a quest to find Droki. read the
following boxed text when his path ems .s with theirs.

The dirty derro is easy to recognize: a pale rscc under
2 floppy hat fitted with two tentacle-like things that
bob up and down in time with his brisk pace. He keeps
muttering a repetitive series of phrases to himself at
diitsrciit volumes, tailingto notice you. “Drokl is late!

They will be so angry! Stupid, stupid, stupid! Delays,

blocks, procrastination, opstructions, pfah! No time, no
rhyme, not mine! No! Time!"

Droki (see appendix C) has errands to pertorm. The
characters can atlow him or chase him down. but both
the Dnrklake District and the derro territories provide
him with abundant places to hide and paths down which
he can lose pursuers, and he knows them all Inside the
Whorlstone Tunnels, however. the dcrro is th.

ever—present threats. giving the party the he. .

to catch him. The characters can tight Droki by the
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tunnels‘ entrance or follow him farther in, depending
on their end goals. It they follow Droki, he goes to area
11 eats a pygmywortmushroom. and disappears into a
narrow tunnel (see the "Whurlstone Tunnels: General
Features" sidebar),

Droki’s route takes him all around the Whorlstone
Tunnels, and hes too scatterbrained to notice anyone
fillowing him. Droki's route is marked with red arrows
an the map of the Whorlstone Tunnels. He cats A

pggmywnrtmushroom whenever he needs to navigate a
narrow tunnel, As he approaches ar as 7 and 8. he eats
ahigwig mushroom. reverts to normal size, delivers
the Gray Ghost parcel (see "Tre-asure"), and collects his
payment from Lorthio the duergar alchemist (see area
31. Droid then heads north to area 9, where he sneaks
miietly around ihe central pool so as not to disturb its
occupant. Upon reaching area 11. he greets the derro
there before eating another pygmywortmushroom and
rmvelirlg through the narrow tunnel leading to area
12. He eats another bigwig and reverts to normal size
before making his delivery to the cultisrs in that area.
After visiting the cultists, Droki makes his way out of
$2 Whorlstone Tunnels.

If the characters hinder or attack Droki, he screams in
night and knock hi. feet together, ' tivating his boots
dspeed. If a chase suns, rrrsnlvt: the outcome using
the chase rules in chapter 8 ofthe Dungeon Master's
Guide. Droki has advantage in his Dexterity (Stealth)
fit-cks. as he knows the Whorlstone Tunnels well. If
&loses the characters. he resumes his errands as if
tithing had happened.

l.fDroki manages to escape, characters can pick
..phis trail by sear ring any area through which the
«taro pa ed and su
sun-ival)i eck.

IOLEPLAYINC. DROKI
Duki hates everyone in general and surfacers in

'ctrlar. He gnashes his teeth if he has to address the
&meters, taking every opportunity to be insulting and
'-isleading. Ifthe characters look through his satchel
jhile he's still con ious. he throws an epic tantrum

i
becomes intractable until knocked unconscious.

Droki is also ohsessed with things happening where

i
when they should. Ifhe is captured before he runs

:5 errands in the Whorlstone Tunnels. he constantly
lains about the characters altering fate hy delaying

. and a good tactic to pressure him is to threaten to
him indetinitely. lie prefers to escape than to fight.
t if the characters take his satchel.

eding on a DC 15 Wisdom

ASURE
'ng or incapacitating Droki gives the characters the

e In rummage through his belongings. He wears
ofspeed and a hat that is one ofa kind. He sewed

stuffed displacer beast tentacles to the hat in the
of them attacking his enemies on their own, a

ion he volunteers it‘ the characters question him.
hat might be worth something to a collector of

' es. but is otherwise worthless.
Droki's satchel is made of stitched darkmantle hide

contains the following items:

- l gp and 10 sp
. Aspell srrnll ofs invisibility

Two potions o/he ling
A worthless collection ofdead vermin (spiders, eenti—

pedes. and the like) in various states of decomposition
Pages oflizard—skin parchment held together between
two leather covers from two different books. The
pages are full of mad scribbles and arcane formulas,
hut a oharaoter proficient irt Intelligence (Arcana) can
study them for 1 hour to discover that they constitute
a spellbook containing the Tense-,r’s floating disk and
feign death spells.
A strange lump of black metal, which Droki intends to
deliver to the Gray Ghosts (see below)
A scroll in a copper tube and four small pouches
containing stone giant toenail clippings and skin
flecks, which Droki intends to deliver to lhe cultists
(see below). Each pouch is tagged with a different
name, and the scroll contains.a list of names match-
ing those on the tags. together with descriptions.
One of the names is “Dnrhun." with a description
corresponding to Stonespeaker Hgraam's apprentice.
The rest of the names belong to other stone giants of
Clan cairngorrn.
The derro might have other item. depending on

whether he is allowed to make his deliveries and collect
his payments. as follows.

Delivery to the Gray Ghosts. Droki intends to deliver
the strange lump of black metal to the Gray Ghosts,
receiving payment from Lorthio the alchemist (see
area 8) in the form ofa mithral medallion worth 125
gp. The medallion is a holy symbol of Laduguer. set
with a carving depicting an arrow breaking on a shield.
Characters not sanctioned by the Keepers of the Flame
to carry the symbol will be arrested by the guards
(see “Getting Captured") ifthcy are caught with it in
Gracklstugh.

Delivery to the Cultists. Droki intends to deliver the
scroll and the pouches of stone giant toenail clippings
and skin flecks (ritual components) to the derro cultists
(s . . area 12). Droki is paid for this deliverywith a potion
ofinvisibility and an hourglass worth 50 gp.

XP AWARDS
Capturing the dcrro and taking him to Errde Blaekskull
earns the characters 150 XF each.

1. ENTRANCE
The narrow corridor from the West Cleft opens into
a long cavern lined with stalactiles and stalagmites.
Whatcr drips from the stalacrites, tor-mlng small pools
on the Hour.

The glow offamress casts an eerie soft light across this
cavern. swirling into spiral patterns and casting dancing
shadows from the jagged pillars lining the walls. The air
smells and tastes slightly metallic, and the sound around
you is strangely muted. The dripping ofwater makes no
echo, as ifyou stood in open air.

iuirwt .I
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This place oficrs many hiding places for characters to
lay in ambush. Faerz1t:s.s prevents sounds oicomhat
from being heard outside in the West Cleft or further
into the tunnels.

If the characters wait here tor Drtlki, he appears after
2dl2 hours. In the middle oltliat wait. each character
must make 3 DC 14 Wisdom saving throw On a
success, the chareititer feels only 2: mild disromlort. /\
character who rolls a natural 20 on the save recei
flashes or the future gaining the benefit of the Lucky
teat (see chapter o. Customization Options," in the
l"l:lycr's Handbook) until the start of his or her next lung

rest. If the charat-ter already has the Liicky lent, he or
she gains an extra 3 luck points to spenri. On a iaiieri
save, a character sees disturbing images within the
shimmering [aerzress light and has disadvantage on
ahiiity cheeks and saving throws until he or she finishes
2| short rest outside this area.

If the characters caught Droki in Gracklsttigh and
brought him here, they must make the saving throw
at some point during their interrogation. Knowing
the power or the cavern, Droki hides his rime. giving
nonsensical answers and hissing at the characters. He
makes his move to escape after the characters make
their saving throws, fleeing by the route clesrribed in the
‘ ‘inding Drolzi" cction.

DEVELOPMENT
If Buppidu is with the party, he takes advantage of any
distraction to slip away, raking reluge in area lb.

1.». PooL BYPASS
A relatively small cave branches off the main tunnel. if
the characters are sharlowlng Druki. read the following
boxed text aloud to thL- players.

Dmki stands before a tall yet narrow crack in the wall.

He stares at the crack for a moment, then leans down

arid rummages among the fungi. cackiingwith glee as
he plucks a short mushroom and eats it whole. As he

finishes the last bite, you see him shrink down to a doll’s

size, then run into the crack.

The far side til the small cavern has it narrow crark
in the wall surrounded by patches of pygmywortand
bigwig rnushroonis (1dl0 + 10 of each). The crack forms
the entrance of a narrow. natItrally—i<)rmed tunnel.

la. BUl>1=1Do‘s LAIR
The derro Buppido discovered the whorlstone Tunnels
months ago but never dared to explore beyond the first
couple DfCl1al't|l)€I’S.l‘l(’ settled in this area and cretttetl

a grisly altar to himself. to Support the delusion that
he is a god.

it Buppitlo returns to Gracklstugh. he abandons the
characters at the tirsi opportunity and makes his way to
this place. ll he is here when the characters arrive, read
the following boxed text aloud to the players. Modify the
text as appropriate if Buppirlo isn't present.

Cit-\WTl i< + . tiitat i\iiT"i‘ill

As you venture trite the cavern. a stench oiictting meat
rises. The floor is carpeted with humanoid remains tn

varying stages oirierernpesitren. arranged in a spiral

pattern around the cave's center An eintey humming

comes rrorn a hunched figure working husiiy at
something on the floor.

“oh. there you are!" The figure is auppido. He wipes
his hands on his vest and smiles viciously. “I didn't

expect you to find me here, with my shrine nearly

finishedl And power! My taithtui are finally honoring nrel

Are you ...?Yes ves, t

sense that you are ready to receive

my truth into your hearts!"

The humanoid remains on the floor make the entire
tzavern ditfitxult terrain. Characters can identify the
remains as helonging In several derm, deep gnomes.
and goblins, as well as a couple gritnlocks.

Buppido is a typical den-o and attacks the characters
regardle of their intentions. On his first turn, he uses
a bonus action to rhaniiel the power of this "shrine,"
raising six skeletons in aid him. The undead assemble
from the remains on the floor to form shambling,
mismatched bodi Each skeleton has two skulls.
although this has no effect on its abilities.

Buppitlo lights with insane continence and seems
surprised ifthe parry defeats him. serc ming incoherent
last words about the end of the world. The skeletons
tight until destroyed even if Buppido is rletearecl first.

If Buppido was killed in Velkynvclvc or at some
point in the characters’ travels through the Undcrdark.
replace him with a Carrion crawler feeding on the
dead remains.

DEVELOPMENT
When the monsters are rlcteaie the ghost of a deep
gnome named Peiek polres its head up out ofthc ground,
blinks, and then emerges tuily. The ghost is friendly
and tells the zitlventurcrsthat Buppidokilled him not
too long ago, then chopped him into pieces to join the
other body parts in the shrine. Pelck explains how he
was traveling troni Blingdenstonc when he fell in with
Buppido, He knows little about the Whorlstont:Tunnels.
hut he has observed a shrunken dcrro with a funny hat
(Droki) entering and leaving the narrow tunnels. Pelek
doesn't know about the pygmywortrnushrooms.

Felek asks the characters to take one or more parts
ofhim to Blinlzdcnsmne and bury his remains there,
so that his spirit can rest. its impossible to tell which
body parts are his, and looking around is a gruesome
task that speaks leurily to Bttppitlns madness. Pelek
recalls that the strange magic that pervades the tunncls
animated one ofhis severed hariils. and it scuttled away
through one of the narrow tunnels. (Characters might
encounter it in area 13.) Pelek points out that characters
can recognize the hand because it was wearing an
obsidian ring. if the characters need more reasons to gt:
to Blingdenstone, Pelek adds that the svirtneblin who
live there know many ways to the surface.
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TREASURE
Scattered around the floor are 10 gp, 11 sp. and a damp
piece of lizard—skinparchment with the words “ Worship
Buppido" written in shaky Dwarvish.

2. D1s3s.sED_PooL
This pool is led by a river that flows from the Darklake.
The river carries many things from the subterranean
lake. including the carcasses of countless creatures.
touling the pool (see the "Whorlstone Tunnels: General
Features" sidebar).

The tunnel slopes down to the edge ota large pool that
fills the cavern ahead. The opposite shore is nearly one
hundred feet away, but nothing can be seen beneath the
surface of the black water.

The water is heated by a thermal spring and pleasantly
warm. However. the pool is discaseriddcxn. Any creature
that starts its turn in the water must make a DC 13
Con. itution saving throw. On (I failed ve. the creature
is infected with cacklr: lever (sec: “Disc . s" in chapter 8
of the Dungeuxl Master's Guide). Gnomes are immune.

The characters can try to get around the pool without
swimming it, by using magic or climbing along the
walls. Climbing the slippery walls ofthe cavcrn requires
a successful DC 13 Athlctics check. On a failed check. at

character falls into the water.

3 PARADE or FooLs
Myconidsiourneying through the Undertlark wcre
attracted to the enriched fungal life in the Whorlstone
Tunnels and made a stop here. They are friendly. but
there is something seriously wrong with them.

The tunnel opens into a natural cave. wherein you see
several fungal creatures dancing to a silent tune. Three

ofthem stand five feet tall, while the others are half as
tall. one ofthe small ones stands apart from the rest,
its movements not nearly as frantic. Hunched nearby

are two larger creatures that resemble apes covered with

mushroom growths and yellow mold.

Characters who know anything ahout myoonids know
that inyconids don’t dance. If Stool is with the party.
it points this out. This group is composed of three
myconid adults and live myconid sprouts. Stool
recognizes one of the sprouts the one not clancing—

as his buddy, Rumpadump (see ‘'Development’'). The
ape—like creaturesare two quaggoth spore servants.
and each one is covered with a patch or yellowmold
(see "Dungeon Hazards" in chapter 5 or the Dungeon
Masters Guide). Whenever a quaggoth spore servant is
touched or takes damage, it releases a cloud otycllow
mold spores until its mold patch is destroyed.

The myconids are too swept up in their silent revelry
to notice the characters. 1f the adventurers attack, the

t-li write 4 l t,r<it.msTtlt~.ll

rnyconid adults fight fiercely while the sprouts run and
hide. The spore servanrsyoin the tray ireithcr they or
the rnyconids are threatened. Otherwise, they remain
motionless.

if the characters try to communicate with the
myconids, they release rapport spores so that everyone
can speak telepathically.The leader ot the rnyconids
is an adult named Voosbur. who speaks on behalf
of the others. Sharing thoughts with thes . ntient
mushrooms is an odd and strangely intoxicating
experience (and feels quite different than the rapport
the characters might have shared with Stool). Vooshur
happily tells the party how its "troupe" was attracted
by the special mushrooms in these tunnels. and it tells
the characters about the magical properties of tilt)

pygmywortantl higwig mushrooms. Voosbur further
explains that the myconids didn't wander into this
area, hut arrived here hy traveling “through the Lady's
dream.“ voosbur dc ibes "the Lady" as a powerlul
heing that loves and guides all myconids. He otlers to
share "the Lady’: gilt" with tile characters, allowing
them to travel "through the Lady's dream" as the
myconids do. Characters who accept the offer gain
Zuggtmoy’s gift (see. the sidehar).

ll present, Stool tells the characters it has no idea
what Vooshur is talking about. Additionally. Sarith
Kzekarit starts to act erratically. trying to warn the
characters away from the inyconids, but unable to shake
otfthc influence of Zuggtmoy‘s spores.

The myconid sprout standing by itselfis named
Rurnpatlump.lt sends a suhtle warning as a feelingof
distress through its own rapport spores in response to
voosours otter, saying that the other myoonids aren't
behaving right.

ROLEPLAYING RUMPADUMP
Rumpadump is as introverted as Stool is outgoing.
preferring to hang hack and not ust: its rapport spores
unless ahsolutolynecessary. Whether stool is present or
not. Ruinpadump can guide the characters to Neverlight
Grove (see chapter 5). where the sovereigns might know
of a way out of the Undcril-ark. However. the mycunid

sprout is worried that Vooshiir's “strange spores" might
have infected the rest of the myctmids back home.

DEVELOPMENT
Voosbur takes no offense if the characters refuse
his offer to teach them how to travel "the Lady's
drearn," simply bidding them tarowell as the rnyconirls

resume their dancing. lf the characters have shown
Rumpadump any kindness. it asks their permission
tojoin the party. especially it Stool is present. At the
same time. Sarith breaks away front the party to join
the myconids. The drow turns one last time to give the
characters a look of terror and despair before his face
loses all expression. He and the dancing myconids then
enter a mushroom patch and ii. the tree stride ahiliiy
granted by Zuggtmoy's blessing to vanish from sight.

XP AWARDS
Award 50 XP to each character if the party parlaycd
with the myconids.
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-_§._FI[NGI THIgKgT
This tunnel juncture is blocked by a thicket of fungi.
The thicket is an ecosystem unto itself. with its own
rhalieiiges inr those who wish to cross it.

A dense tungi torest blocks your way, its tallest

specimens growing sorne five teet high. Even as you

assess the best way to pass through it, a hissing sound
starts to rise—lilte uncourited tiny voices whispering in

tongues you dori‘t understand.

-Uthough creepy. tiie hissing sound is harmless, caused
3 air whisllmg through pcrioratcd nitishroorns in the

._fi|(‘k{‘| Ol iungi. The characters can cross this aroti by
forcing their way through it, oi- by eating pygrnywuri
ruushrtititns i‘trst to move through without disturbing the
wzhr-r iuiigi present. If the characters are chasing Dmki.

, uses the thicitet to his advantage. cnttng il pygrrlywtirt
enk his way across. Al rcdticcd size. he ienv no

mil that iiormal—sized pursuttrs can i't;llriw.
Tiny creaturescan mtivc through the thicker at In’)

penalty. For Small and Mcrlium ~ tures. the thicket
5 diffitult terrain, While in Iliee lli ,kc Tiny and Small
:cc:iiures have half:-tnt,-r iigzitiist Metliuiii creatures
and can hide.

Creatures can ncgait: ilie, tiiovenietit penalty by
troying [l'If’ fungi before crossing the thicket. Each

:~iDot—sqt|rirc £ll'E‘&l tif fungi has AF 10 and 10 hit points.
A.-ii attack that dctils fire damage has a 50 percent
chance or igniting u mrchslalk tnushrooni (see "Fungi of
=9 tndt-rtii.irk" in chapter 2).

The first lime a Small or larger character rczichcs lhc
t;:].nE:l inters On. tvio swarms ofinsects (ccntlpcdcs)
ea-nergc from nests under the thicket and attack, Twri

3 rt‘ swarms ofinsecks(spiders) c'1l'l'l\'C tin (ht: sccoiitl
.-mind of combat, plus another swarm uf insects
'3,‘n(l[)<‘(il€§) on the third round.

g

TREASURE
Tine abundant’:-‘ iii tungi in the thicket makes it easy

_ zuragc here. Aiiiting the COn'llT1Dn.il1€Clll)lf.‘f\1l'lgl£ll'l3

lie ioiiriwiiig edible and exotic fungi, most or which are
:.es.-riiieti in chapter 2:

M6 bar , talks
M6 bluci: [is
idt} patch:-‘.:sof fire lichen
Ida nigiiilights
ld6 Niihnggts noses
I-16 shecis of ripplebark
M6 limmasks
Edf; larrlistalks
Idfi tongues oi madness
'id6 trillimacs
2d6 bigwigs (sac "/-at-rzrr-ss
2d6 pygiiiyviiorts (SCC "Fc'ierzress—

uiiuseri Fungi")
utiused Fungi")

4
Zucnmoifls GIFT
A rriyconid with zuggtnioys gift can. as an action once
per day, release a 20-Foowadtus cloud oldemorvtainted
spores. Any other creature within the area that isn't already
"blessed" with Zuggtmoys gift must make a Constitution
saving throw, with a save DC ofs + the niyconids
constitution modifier + the mycuriid'5 proficiency bonus.
A creature that fclgoes or tails the saving throw becomes
infected. while infected with Zuggtrnoys gift, the creature
gains the ability to cast a special version ofthe tree
stride spell that has no components. This spell allows
the infected creature to move through patches ornnotd
and fungi instead ottrees Once it casts this spell, the
infected creature can‘t cast the spell again until it finishes
a long rest.

Any creature infected with Zuggirnoy'sgift has
disadvantage on attack rolls against plant creatures.
In addition, whenever an infected creature finishes a
short or long rest, it must make a DC is wisdom saving
throw. On a failed save, the creature lapses into a state of
euphoric tiliss. While in this state, the creature can't take
actions, bonus actions, or reactions, and must use all 0!
its movement to dance and twirl about. Al. the end ofits
turn. the creature can repeat the saving throw, ending the
euphoric hliss ertect on a success,

A remove Ewsz orgreutzr rzstamtlzm spell rtds a creature
of zuggtrrioys gift

Rt/Mr!/tnum:=
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5. RAUCOUS MESA
This chamlter was sculpted by Iacrzress with the side
effect oilrtipping sound.

The glow offzerzressshifts across this zhambev as if

pushed by an unseen Wmd. lt flows toward and around

a large mesa and continues to spiral upward, but the

ceiling of the cavern IS too dark and high to see You hear

murmurs and whispers coming from atop the mesa,
which grow louder as you approach. lts stacked levels

resernlile steps ln a staircase, but a ramp running from

top to bottom provides an easy way up.

Climbing the mesa reveals that its steps art:n'l
C0fl(‘€l1[l‘l(7l‘iI'(‘l(*r5 but the bands of a spiral. rising from

the cavern floor to thv tnesa's top.
The west wall has a notlreablc crack le-ading (0 a

narrow tunnel. which can be used as a shortcut to arezl
7 if the rharacters are small enough [0 fit through it (see
the "Whtlrlstone Tunnels: General Features“ sidebar).
Droki uses this narrow tunnel on his travels.

Characters at the top of the mcsa hear the murlntlr
K)fll]E't"l’Ial"l1l}P,l'IT|OI'F, clearly. and can rttttngnlzr‘ it

as disparate sound They hear the rhytlnnir: tlank
and roar of Gracklstugfis forges, the low rurnllle of
Themberchzluds displeasure. the mad screaming of

tlerro. and even hints and snatt-hes of ronvorsations.
The faerzrcss in this place echoes Illt‘ sotintls produced
in Gracklstugh above. t-rearing a storm of noise.

A L‘haractt‘r can use art action to fonts on specific
sounds but must makc 2! DC l2 Wisdom saving thruwi

taking 7 ads) psyrhtc tlttntage on a tailed save. or half

as rnnclt dantage on a snretsatnl one. A charactcr who
[ails the saving throw by 5 or more gains one lrvnl of

rnndness (see "Madncs. n rhztptcr 2) as his or her
mind is overwhelmed lly what is heard.

A cltnrtteter who Cxtzeerls the saving throw DC by 5 or
more can ask one qiiestion about Gracklstugh that ctin
he answered by ovcrhearing any sound nr cunversatlt)n

curring witllin (l’|l’, previous tcntlay in the city above. or
in the VVhorlstt)ne Tunnels. This can include tllscovcrillg
Druki current location by tollowtnghis insane
muttorings.

A charactt. can focus on the sound in the chamber a
number of times equal in his or hel'Wlsdun1 modifier
trnininrntn l). Aftcr that. the character no longer has the
ahility to tell sounds apart.

6. DIRE DEN
Tllis small network or tiny grottos leads into one
of the dens of the Gray Ghosts. but it is the current
residence of n warped crcature called the spider King.

The characters must travel through narrow tunnels in
reach this Elrtfia (sec lhe "Wliorlstnne Tunnels: General
Features" sidebar).

The glow orfrermsr in these tunnels reveals sticky white

strands (linglrlgto tnevralls The strands become more
dense as you move farther lrl.

The northczislern cave is the lair oi‘ the Spi .t- King —a

lw0—hé:aclccl giant spider warned by dcrnonic inhucnces
into rt vagnt-ly htirnanotd shaprt. This horrint» rreature
uses the giant spider stat block with the following
morlificatlttnsz

. Tht-, . pider King has 44 hit points, a passive wisdom
(Pcrreption) score of 14. a Wisdom (Perception) mod—

ificr of +4. and the following saving throw bonuses:
Constitutlml +3. \Visdorn +2.
BCCEUSC oiits two heads. ll1L‘ Spidrr King has advan—

tage on wtsdont (Per ,eptton) , erks and on saving
throws against being hltndcd, charmed. d tenetl.
friglttenerl. stunned. and knocked nrtcons us.
The Spider King senses when lnlrudt-rs enter its

domain and cant he surprised by them. Along with

two normal giant spiders (its attendants). ll'I<: Spldcl’
King waits in amliush. It moves to the entrance of its
chamber in an attempt to keep the characters bottled
up. while the [W0 giant spiders approach along the walls
and ceiling. getting into position above creatures on the
floor. The Spider King and the giant spiders right to the
death. but they don't follow prey that flees.

DEVELOPMENT
sounds of t-oitrbtit he-re alert the‘ rluergar in area 7.
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7. GRAY GHOST GARDEN
The Gray Ghosts use this chambcr to grow a variety nf
tungi for use in alchemical experiments.

Double doors blocks thc western tunnel. The doors
are made of thick zurkhwood and rcinlurcetl witlt
erurlely lorged steel. The sturdy lock can he opened
with a successful DC 15 Dexterity check using thieves‘
mols. A successful DC 20 Strength check will break the
doors down.

The smell of rot {S strong in this room, eorningtrorn a
large depression at the center, where dazerls ottungt of

many spades grow. A barre|—shaped Copper tank sits at
the edge oftlle pit. Attached to the tank is a tall coppev
pipe that arcs ovev the pit. Crates line one wall.

Three due;-gar work here. They are members of
the Gray Ghosts who have been assigned gardening
duty. They attack as soon as they e intruders. If the
characters arrive through the crack in the east wall (see
‘Fungi Pit"). they can hid mnng the fungi and try to
catch the rluergar by surprise. It the characters make
a lnt ofnoise in area 6 or torce their way through thc
doors to the west. the rluergar turn invisible and attack
as soon as llll: churztctersarrive.

At the start nfeombat. two duergar use their Enlarge
action while the third npens the valve on the copper
unit and aims its nozzle at the characters. During the
second round nf combat on the same initiative count as
the dtiergar. the duergar alchemist from area Sjoins
the fight. lfthe other duergar fall‘ the alchemist turns
ln\‘isiblI: and tries to escape.

Ftxct PIT
The pit is 5 feet deep and filled with various kintls
iifungi. It is difficult terrain for Small and Medium
creatures. and Tiny creatureshave l1alf(‘0\'cr while
amid the fungi.

Attack in the east wall forms the mouth uf a narrow
munel that leads from the l'loor ofthc pix to area 6: see
the "whorlstonc Tunnels: Ctcncrnl Feature sidebar for
Imre information on narrow tunnels.

The abundance of fungi in the thicket makes it easy
17 forage here. Among tht t,tintrn0n. inedible fungi art‘
the following edible and exotic fungi. most of which arc
éescrtbed in chapter 2:

- ld6 barrelslalks
- 3:16 blllecaps
- [d6 Nilhugg‘s noses

2:16 sheets of ripplebark
[d6 timmasks
[db mrchstalks
2d6 trillimacs
2d6 bigwigs (soc "Faerzres Suffused Fungi")

- Zd6 pygmyworts(sec "FaerzresssuffusedFungi")

Acharacterprortciertt and equipped with a poisoners
Ix can also collect 1d6 doscs oras. in's blood poison
such the fungi pit (sec "Poisons In chapter 8 of the
Dctngeon Masters Gttidc).

SPRINKLER TANK
The copper tank ts El sprinkler used by the cluergttr
to fertilize the fungi in the pit. The copper pipe that
extends from the tank is 10 feet long and can be turned
so that its nwzlr: points in any direction. The nozzle is
pointcd toward the pit by default.

Any creature can use an action to open or close a
valve an the tank, releasing a cloud of pungent fertilizer
that fills 3 304001 rube. The cloud grows l0 {eel per side
each round the valve remains open. The cloud has the
same. etffetit as a stirtktng cloud spcll (suvc DC 12). but
thr‘ (‘,iT€‘(1I&l!(.lS 1d4 +1 rounds after the: valve is closed or
the tank runs out of fertilizer. The tank contains enough
fertilizer to spray for 10 rounds.

As an action or a bonus action. a creature can turn the
pipe 90 degrees in any dirt lion.



CRATES
The cratcs along the north wall are made of zurkhwnod
and stacked 5 reet high, and climbing on top of them
costs 5 feet of movement. Most of the crates are empty.
bttt fclttr of them contain harvested. cdiblt: fungi. Each
crate of fungi weighs 50 pounds. contains the equivalent
of 20 days of rations, and can be sold in Gratzklstugh or
another Underdark settlement for 25 gp.

DEVELOPMENT
lithe characters keep any dIltTg'sIr alive tor questioning.
it takes a successful DC 16 Charisma (Intimidation)
check to gain an answer to a single question. The
characters can ask only three questions total before
the surviving duergar become incoherent and start
lrothing at the mouthwa form otinadness brought on by
demontaintetl faerzress. Any spell or effect that curcs
indefinite madness also restores a duergai-‘s sanity (soc
“Madness" in rhapter8 of the Dungeon Masters Guide).

The tluergar stationed here are tasked with pr0tr:<'ting
the fungi garden and helping the alchemist in his
work. They use a trapdoor in area 8 to move between
the Whorlstnne Tunnels and ll1(‘ Darklakc Docks in
Gracklstugh. They have been ordered not to explore
the rest of the Whclrlstonc Tunnclss though their
leaders sometimes go farther into the tunnels on
unknown business.

8. GRAYA HEMIST
Tho Gray Ghosts have claimed this cave as both E! ale‘

house tinrl a laboratory. where their alehomists can work
in relative peace and isolation.

This area is surprisinglyclean and orderly, split into
two levels connected by: ramp rnaderrorn zurlthwuod
planks. The upper level contains a fully furnished
laboratory. while the lower level has two bunk beds. The

wall ofthe lower level is set with a closed door.

Unless he is drawn [0 sounds of combat in area 7‘ a
due-rgar alchemist (see the sidebar) named Lorthio
Bukbukken works on the upper level of this area.
Lorthlos laboratory contains a work table. 21 cl

case of shelves lined with vials. and a dam . taped

oven. All furnishings are made of zurkhwoocl except the
oven. which is made of stone.

4
DUERGAR Al.cl-lzwllsr
A duergar alchemist carries two vials of acid and two flasks
ofalchemlsfs fire. lt uses the normal duergav stat block
but replaces the lavelin attack option with the following
attack options:

Acid Vial. Ranged Weapon Attack: +4 to hit. range 20 ft,
one target Hit: 7 (zdol acid damage.

Alchemist’: Fire. Ranged Weapon Attack" +4 to hit, range
20 ft., one target. H :2 (M4) fire damage at the start of
each otthe target’s turns A creature can end this damage
by using its action to make a successful DC 10 Dexterity
check to extinguishthe flames.

_
rllitritlz >1 lal(i\Ci\i§lL‘tiH

The lower level is 10 feet bclow the laboratory and
contains two bunk beds and two small chests. all made
of zttrkhwoud (See "Trcastlre" below for information on
the rtmtents ol the chests). The door is barred on this
side and has closed pcopholes at tlwarrseye height.
Opening the peepholes allows one to see into the room
beyond. The bar is casily lifted from this side. but
breaking down the door requires a successful DC 20
Strength check.

The room east of the door is empty except for an iron
ladder that climbs 60 let-t to a stone trapdoor enibedtled
in the ceiling. The trapdoor is unlocked, and above it él

narrow. spiraling tunnel leads to the Darklake Dot.

DEVELOPMENT
Sounds of combat here alert the duergar in arc’ 7, They
use their Enlarge actions before heading this way.

TREASURE
If the characters spend 1 hour ransacking the lab, they
can assemble t\vo herhalism kits. one p0isont:r'okit, and
ten healcr’s kits. In the (unlocked) Z1Irl(llW00d ch srs,
they find l(l6 via ‘of acid. 1d6 flasks of alchcm s fire,
two potions ofhealtng, one potion ofgrcatcrhea/trig,
one potion offire breath, and one patron ofpsychic
resistant

Depending on whether or not Droki delivered his
parcel and ttiolt his payment. the desk contains either a
lump of black metal or a holy symbol of Laduguer made
of mithral (see "Finging Droki"). The tleslt also holds
alchemical recipes scrawlcd in Dwarv _ on torn strips
of parchment. A character who studies these scraps for
an hour and succeeds on a DC 15 intelligence (Arcana)
check can piece together the formulas tor cralting vials
of acid and flasks of alt~hi:mist’s lire. The character can
gather enough ingredients in the laboratory to craft ldzl
of each. The Charactcr who knows the recipe and has
the proper ingrcclicnts can craft a vial of acid or flask ct
alchemisfs fire in l hour.

A character who searches the desk and succeeds on
a DC 12 Intrlligenre (Investigation)check also finds
a letter hidden in a. cret compartment. The letter is
written in Dwztrvish on a patch oflizard hidc:

I don't need your poison anymore. I'll deal with Werz

Saltbzrorl tnyseli. Bring me an elfblade. one with tho

swirlies carved on the steel, and VI! Forget you failed

me. And I don't want to see any ofyour goons near my
post. The captain is poking around, and I could use a

scapegoat.
—Gcvg|alr

If the characters capture Lortllio and question hitn
about the letter. he reveals one or the following bits of
information each timr Ll rllzlra er Su(‘.F<’€!(lSon a DC 13

Charisma (Intimidation) clieck.

- Gorglalt is a warrior of the Stone Guard stationed at
one of the outer gates near the Darltlnke District.

. Gcrglak is an avid collector olweirtl weaiioiis.
- Gorglak is easily bribed.
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XP AWARDS
Presenting Gorglak's letter to Captain Errtle Blackskull
cams each nharnctor 50 XP for retrieving evidence or
corruption within the ranks oi the Stone Guard.

1 FQUNTAIN or Evil.
Foul water from the Darklakc spills into this ave.
forming a pool. See (ht: “Whorlslonc Tunnels: General
Features" sidebar for the cffccts of drinking loul water.
The ceiling in this care is 80 feet high.

The chamber splits into two paths surrounding a large

pool, filled by water trickling from stalactites along the
ceiling. The western path torriis ti ramp above the pool’;
surface, while the eastern path runs level with the water
and continues ‘into a tunnel opening. The watertums
darker toward the center ofthe pool, where it transforms
from a gentle swirl into a churning vortex.

Awaterweird bound to the pool years has bccn
corrupted by the demonic influence infecting thcse
rttnnels. turning it evil and giving it a dark hunger.

The western path slopes upward to a maximum ht-ighl
c:l60 {col above the pools surface. If the characters take
this upper path. the water weird attacks them when
they are 30 feet above the surfact: of the pool. as it was
bound here to protect the path leading to area 15. The
water weird can command the pool's water to erupt
like a geyser. effectively lifting the water weird up to
iherharncters‘ level and putting them within its reach.

character the water wcird succes-stuliy grapples
Sdropped in the pool. taking no damage from the fall.
The pool is 30 teet deep in the iriirltlle and 5 teet deep
near the shore.

Ifthe characters follow Dmki into this chamber. they
see hitn sneaking carefully along the eastern path.
They can attempt to follow him with a group Dexterity
(Stealth) check contested hy the water weird's passive
Wisdom(Perception) score. it more than halt the
characters fail the check. the water weird notices them
and attacks, if the haracters are attacked by the water
Itird while following Droki. the wily derro realizes h<:'s
tietng shadowed and makes a run for it.

l2._9ULT1_ST PENS
The insane derm cultists have been buying cave bears
from Unrlerdark hunters and snittggling them through
Grat-klstugh. For what purpose is anyune's guess.

A large gate made of iron bars blocks the northwest
entrance and is usually locked. One‘ of the derro
cultists carries the key. The lock can be opened with a
successful DC 15 Dexterity check using thieves’ tools.
A creature with a Strength uf 20 or higher can force the
gate open with a successful DC 25 strength check.

The firstthirig you notice as you enterthe room is a
heavy, unpleasant musk tn the air, coming from cages
assembled from scrap iron on both sides ofthe chamber.
A spiral path circles into the center oithe room, marked
off by small stone pylons.

Two derro stand by a large cauldron ‘in front ofa tent
near the caves center. Both are talking while apparently
ignoring each other. In the Cages, three hulking brown

bears appear to be resting.

The two derro (see appendix C) are cultists. one of
them is complaining about “the maswr" while the
other talks about something he once fished out of
thr: Darklake.

The three cave bears (use the polar bear statistics)
are alert, despite appearances to the contrary.
Characters hoping to sneak past them must succeed
on Dexterity (Stealth) checks contcstntl hy the bears'
passive wisdom (Perception) score or 13. on their first
turn. the cultists move to free the bears. Each cage is
closed with a simple bolt that can be unlatched with an
action. Once the first two bears are set free. the third
hear breaks out of its cage on its own.

A crack in the south wall leads to a narrow tunnel that
wands toward area 12. Medium and larger crtzaturcs
are too big to ht through this narrow ttinnel (see the
"Whorlstonc Tunnels: General Features" sidebar).

SPIRAL PATH
This path helps to channel the ritual magic the ctiltists
use to tame the nave bears. Though the ritual is
currcntly inactive, the area radiates a faint aura of
cnchantmcnt under the scrutiny of a dcrcct magic spell.

TREASURE
Inside the tent art’, two fit-,;i-riddenbedrcills. a zurkhwootl
buckct containing etlihle tungi (the equivalent oftwn
days of rations). and a wiiieskin tull of Darklaltc Stout.

ll. UASIT PLAVGROU go
Some of the cult's morc powcrful derro savants keep
quasits as familiars. and the wee demons discovered
this tunnel network. They use the tunnels as shortcuts
to delivcr messages ucmss the areas of the Whorlstone
Tunnels controlled by the cultists. or simply to hidr: from
their duties. Shrinking down allows the characters to
more easily navigate this area.

l.l-i arrest 4 i cit/u'i<l STUGH



The narrow tunnel IS lit by the same dim, ambient light

found throughout this complex. Ahead, you hear the
high-pitched tackling orseveral creatures.

Four quasits are wrestling each other rartlier along in
the tunnel. ll’ they notice the character they attatzk.

When two qiiasits are reduced to 0 hit points, the two
remaining 0I1E‘Sl\lr‘l’Il|'IVlSll)l(‘and flee. However. they
make cnoutzh noise in doing so for the characters to
follow them by sound. If any quasit escapes. the cultists
in area 12 t:;in'r he stlrprlsnd and prepare an ambush.

DEVELOPMENT
If the characters manage to capture and interrogate
n quasit. the or dluri‘ readily surrenders the name of
N.’ll‘l‘r’ll(—ll‘lI‘,rlt-rro savrini leading the ctiltists in the
Wl'lt)rlStnnt‘ Tunnels (. nrczl lz). In exchange t'or
its life. the quasit reveal. tliattlie cult plans to curse
Cirat‘klstugh' stone giants with rl'lHLlII(‘SS as ti means to
sowing chaos in the city.

XP AWARDS
Each chitrzlcler earns a special award of 50 XF‘ if the
party learns olNarrak'splans from a qttasit.

12. CULTIST HIDEOUT
Droki enters this cavern from the east. via a narrow
tunnel that comes up through a crack in the cavern floor
(see the "Narrow Tunnels" section olthe "Whorlstone
Tunnels: General Features" sidebar).

West of the cavern is a shrickcr that serves as an
alarm §y~:tt'rn (sre “Fungi Patches") and a pit trap
(see --Trap").

"
l HRIKER V

The smell of brlmstone and foul chemicals emanates
from this large chamber. The light orearnphres shows
a natural plarfurm where five rierro are droning a
caccphonous tharit. A twarheaded dog stirs lnside a

cage, while another derro nearby plays with a crossbow
and watches the dog nervously.

A green glow rises suddenly from a magic orcle at the
(enter ofthe platform. where a small humanoid statue
)5 the focus oitlie chanting rttual. As you watch, a lump
sprouts from the stitue's neck, erllargmg and reshapmg
ttselfwith each unholy verse to take the farm ofa
second head.

Narrrztk. a derro Savant. belongs to a iringe group within
the Council of Savants using dcmonologyas a path
to power. Sinrt: the arrival eithe dernon lords. he has
gathered anrl hullieri several apprenriees to parrieipate
in rituals aimed to snwt zit) in Grzlcklsttlgh. Nzlrrak
knows the stone giants are a pillar ofthv Dt-cpking's
power, and that eureing thorn Wllll Dernogorgons
madness will he an appropriate tirs - Up toward
delivering the entire rity to the rlernen lord.

The cage by the tunnel llultls a death dog, warehetl
over by a nervous den-n cultist. Atop the platform.
Narrak and tour more derro cult" is are performing
a ritual around the statue at its .iiter. (Statisl ,s for
Narrak and the derm can he round in oppenrlixC.) The
eultists' chanting is punctuated with Narrak calling out
the name “Demogorgon!“ Also atop the platform, resting
cornfortably in an t'ungi—filled alcove (and initiallyout of
the party's view). is Narrak's bod_vguard—a leinale etttri
named Gl"ularMunga.



Whcn intruders appear the cultis. ,.ase lhrlr
chanting and take up positions along the edge ofthe
platform as Grula-Munga ris s to her feet and picks up
her weapons. At the same titne. the culiist standing next
to the cage releases the death dog. Nanak continues his
part in the ritual until the characters kill the death dog
or one of the cullisls, at which point he joins the battle.
The door to the death dog‘s cage is held shot with a
simple clasp and requires an action to open.

If any of the quasits escaped from area 11, they warn
the cultists that intruders are near. Otherwise, the
characters might catch the cultists by surprise. The
quasits remain invisible and stay closc to Narrak.

FUNoi PATCHES
Fungi is rampant throughout this area. growing in large
patches on the floors and walls.

Two thick fungi patches grow by each wall in the
western tunnel. Clinging to thc north wall is a shrieker
that party members can recognize with a sitcccssful
DC 12 Intelligence (Nature) check. The shrickcr starts
screaming as soon as anyonc comcs within 30 feet oftt.

The crack in the floor by thr‘ cast wall is surroilnrletl
by a thick fungus patch that is difficult terrain for Small
and Medium characters. and provides halftxover for Tiny
creature Growing among the com mon lungi are ztlc
bigwigs and Zdfi pygmywcrls.

PLATFORM
The cavern floor rises to form a natural 5»i'oot-high
platform. A glowing ritual circlc dominat - the top of
the platform. Any non—dcrrti that cn or touches the
circle must succeed on a DC 13 Wistlom saving throw
or gain one level of madnc_ (sec "Madness" in chapter
2). Whether the s e or fails, the creature can't
be atiecterl by the ttirclc in this way again. In addition.
non—evil crcaturcs within the circle have disadvantage
an attack rolls and saving throws.

The statue within the ritual circle is 2 feet tall. weighs
100 pounds. and looks vaguely like a crouching stone
giant with a lump on its neck where a second hcad is
beginning to form. The statue is engraved with profane
sv mbols, with the name "Dorhuii" scribed in Dwarvish
into its hack. A successful DC l6 Intelligence (Arcana
or Religion) check allows a character to recognize the
profane symbols as being related to Dcrnugorgon.

A search of the platform uncovers a similar but broken
statue near a locked iron (‘host and r’! pile ntliooiis
(see “Treasure" for more information on the chest and
books). The broken statue is similar to tile statue in
the circle. except it has thc name “Rihuutl" carved iiilo
its back and its second hciid is fully formed. If Rihuud
is dead, the broken statitc turns to dust when the
characters touch it. ll" the charatzters spared Rihuucl‘s
life. a successful DC 12 intelligence (Arcana or Religion)
check reveals that the secmitl head is a conduit for the
curse's magic. and that relnoving it and returning it to
Stonespeaker Hgraam in Cairngorm Cavern will allow
Lhe elder giant mend Rihuutfs curse.

TRAP
The tunnel west of this caverii contains a hidden pit (see
"Sample Traps in chapter 5 ofthe Dungeon Masters
Guide‘). Debris conceals the lid. which is made of thin
zurkhwtmd that breaks when a creature weighing 50
pnuntls or more steps on it. (A character of reduced
size might not weigh enough to break the lid.) The pit
is 10 rest tleep. and its floor is covcrett by a patch or
green slime (see “Dungeon Hazards" in chapter 5 of the
Dungeon Master's Ctuidc). Any creature that talls into
the pit takes ldb bludgconing damage and automatically
fails its Dexterity saving throw to avoid the slime.

TREASURE
lfthe characters return thc brokcn statue (or, at the
very least. its second head) to Stunespeaker Hgraam,
he gives thcm an cmcrald worth 500 gp as a reward, as
well as his promise to vouch for them in anything they
seek to accomplish in Gracklstugh.

Narrak has ti kcy around his neck that opens the lock
on the iron chcst. which can also be picketl with thieves‘
tools and ii SUCC ssfill DC 17 D xlerily check. The
chest contains a _|aI' or Keoghtoms uimnlelll and a small
lcathrr bag containing 45 gp and 15 sp.

The books have pages made from lrillimac caps (sec
“Fungi of the Underdark" in chapter 2). They Contain
the mad scribbliiigs of Narrak and his fellow dcrro
savanls. A character proficient in Arcana. Investigation,
or Religion can spend 8 hours poring through them:
suhtracl 1d4 hours if the character reads Tlwarvlsh.
At the end oithis time. the character knows that thc
hooks outline two rituals: one that causes a one-headed
creature to sprout a second head. and another that
allows the grafting ofa severed hcad onto a living
creature. The notes tail to mctttion that the rituals
caster must be suffering from some form citnadttess to
perform either ritual suct -fully.

Tuckcd in one book are two scrolls: one that bears
a list of 51X stone giant names (including Rihuul:l's and
l)orhun's) and another that is actually a letter written in
broken Dwarvlsh:

Narrak—
Need more scrolls! Storiespeaker Hgvaam has traps traps
traps. But Dtolti is wily too and very small} I

(an hearlallr,
and in talk they say names, and I hear names and write
names and give you names so you give me time. But you
have to give me more scrolls. Maglcky spslly scrolls!

—Drokl

XP AWARDS
Award 100 XP to each character for tliscovering
l)emogorgon's intlticnce on the tzultisls.

Thc characters can complete a quest by turning over
the books, scrolls, and letter to Errde Blackskull. Award
l50 XP to each character when they deliver thc itnms.
H" the characters ask Errde about Narrak. she tells them
that he was ajunior member olthe Council of Savanis.
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13 DUMPING PIT
victims omarru experiments are dumped hero.
Exposure to the /aerzrcss has begun to animate:
the corpses.

This cavern is one enormous pit that reeks of death and
decomposed flesh. The glow nffazrzless is everywhere,
seeming to flaw like log around dark shapes shambling
across the pit door. A single derro watches from atop il

l5—fcotrhigl'l ledge. A crack in the southeast wall ofthe
pit leads to a narrow tunnel and is flanked by mounds of
fungi and orral.

The pit is 15 feet tlcep. and the ledge that overlooks
it is lined with pointy bits of scrap metal to make any
climbing attctnpt perilous. A crealtire trying to reach
the top ofthe ledge must succeed on a DC 12 Strength
(Athletic check. On a failed check. in creature takes
(lilo) slashing damage and rcmains in the pit. The pit s
floor is tlifficult terrain title to the maity corpses and
body parts strcwn around.

A single derro stands on the ledge overlooking the
pit, which contains seven shambling zomhies—three
duct-gar and tour grirnlock. The griinltick zombies
are drawn to nois while the duergar zombies attack
any living creattircs they se in the pit. Meanwhile.
the derto us its crossbow to take shots at any living
creatures it se ..A crawling claw wearing an obsidian ring on one
stubby finger (see “Trcasure“) lurks amid the olT;ll

mounds. These mounds are dilfitzult terrain to Small
and Medium creatures, and the tungi growing atop
them provide cover to Tiny creatures. The shrivelcd
gray hand once belonged to Pelek rhc svirfnt-hlin (see
“Di-lvt-‘.lnpment").

The track in the scluthrtast wall between the mounds
leads to a narrow, meandering tunnel, the floor orwhich
is sunk below a foot of foul water. See the “Whorlstone
Tunnels: General Features" sidebar for rules on narrow
tunnels and foul water.
TREASURE
Faerzresshas translnrltlcd Felek's obsidian ring into a
single use magic item. when a living creature puts it on.
the ring disappears, and the creature's skin becomes
as hard as obsidian for the next hour. For as long as
the effect lasts. the creaturl: gains the benefit of a
stoneskin spell.

DEVELOPMENT
If the characters capture and interrogate the derro, he
talks willingly iithey agree to spare him. He knows as
much as the quasits in area 11.

Killing the crawling claw and burying its remai
Blingdenstone lays Pelek's spirit to rest (sec area lb).

sin

1.4‘-(3_5E£K..
The Gray Ghosts believe that the mysterious obelisk in
this cavern is an important source ofmagical power,

(If-lll‘lLR 4
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and they are intent on rebuilding il. The obelisk was
broken long ago. However. shards at the obelisk that
appear throughout the Undcrdark are magically
absorbed into it as soon as they touch its metal surface.
The leaders of the Gray Ghosts are obs cd with
rinding missing shards and completing th s monolith.
but not even they know what will happen when the
obelisk s made whole again.

After a steady upward climb, the tunnel opens into
a huge, welllit chamber The glow offazrzressand
biolurrilrieseerit fungi compete with shafts ofwhite light
that fall upon naturally lorri-ted shelves alorigthe walls as
well as a rocky mesa at the center ofthe cavern. crudely
formed ramps connect the different levels ofthe mesa
up to the height otits two topmost tiers, which are linked
by a sturdy bridge. Atop one ofthose tiers sits a large red

egg. Atop the other stands a 50—foot—tall obelisk made of
smooth black metal with a few noticeable imperfections.
as though small parts oflt were somehow chipped away.

A female derro stands close to the obelisk, gently

pitting and stroking its siirlace. The obelisk flashes
once. the glow offizerzress around the cavern flaring in

response. The derro squeals with glee as she snatches an
object up from the ground, then writes something down
in a small notebook.

The chamber is brightly lit, as ilby sunlight. The
sunlight isjust a natural trick caused by crystal growths
rcltccting and amplifying the liglii otthe bioluiiiinesccnt
hingi growing on thc walls. The characters realize this
if they climb near the ceiling of the cavern, where the
optical trick i

sy to discern.
The different levels ofthe me art -cparated by

10—lot)t—high cliffs. Climbing a cliff requires at succ
DC lZ Strength (Athletics) check. Pliinkii a mad
derro savaut (see appendix C), stands atop of the
mesa. Hidden on a shelf above the cnvcrn’s entrance.
a spectator tasked wilh guarding this area SCC5 the
characters as soon as they walk 15 feet into the cavern.
The spectator st-reeche an alarm aittl attacks. killing
non—derro with glee. As it fights. it projects telepathic
ramblings into the cliarat:ters' minds, mostlydealing with
how exciting it is to have iriirtidcrs to kill and how even
more exciting things will be when the obelisk is complete.

Pliinki shouts rass obscenitics at the chztrnctcrs in a
ruspy voice while commanding thc spectator to dispose of
them. Both she and the spectator light to the death.

OEELISK
Made from .1 black metal of alien origin, this monolith is
perfectly smooth except for the cracks and chippedorr
edges where it was splintered by some unknown lorce.
The obelisk is 15 feet per side at its base, stands 50 feet
tall, and tapers slowly to a pyramidal cap.

Any character proficient in Arcana can tell that the
t>l)elisk‘s fractures are leaking quasvmagical energy.
The character lurthcr understands that feedingmagical
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energy into the obelisk might activate its latent magic.
Spending a spell slot of any level while touching [l’lC

obelisk activates it and releports everyone on the mesa
to a location in the Undcrdnrkjust outside the northwest
gate of Gracklstugh.

Tht: rhnracterwho expended the spell slot knows the
teleport effect can be repeated. but that this power is
only temporary a fluke due to the rerent disruption of
Iaerzress throughout the Underdark. Both the potency
and the nature of the effect could change within a week
or two. and this teleport effect likely hears rm relation to
Llzle ohetislts actual purpose.

If the characters took the lump of metal from Droki or
the Gray Ghosts. they llutice the tlllelisk is made from
Lhe same material. If the lump is touched tn the obelisk.
it is instantly ahsorht-ti. repairing a crack on its surface.

Rm DRAGON EGG
The egg atop the northeast tnesa is an unhatrhed dragon
cgg that the Gray Ghosts stole frnm the Keepers of
the Flame. The 4—foot—tall, 3—foot—dl2tmEter egg weighs
150 pounds. and without lire to keep it warm. the egg
cant hatch. If and when the egg does hatch. a red
dragon wyrmling emerges and builds with the first
Gcalure it 5665.

TREASURE
The tlerro savant carries a single gold coin. a stick of
charcoal. and a battered notebook with pages made
fmm trillim; (see “Fungi of the Underdark" in chapter
2). The com a shilmaer. an antilrclllgold coin traded
among surfa e elves. The notebook contains Dwarvish
writing. specifically it long list of random items. mostly
coins and Jewelry. There are no dates. but some entries
appear in tlillerent handwriting. The last entry Elcsrribes

the “mirat:ulous"appearance or the gold coin.

DEVELOPMENT
Ifthe characters capture and interrogate Pliinki.
she laughs at their fully as she tells them that the
\N'h<)rlstont: Tunnels are nowhere near the surface. She
believes the obelisk was hidden here by Diirinka, the
derft’) god, and that it contains "unimaginable power."
Fliinki and her fellow savants hope to harness the
obr,lisk's power and use it to conquer Cvracklstugh.

If the characters take the dragon egg to
Thembcrchaud, he destroys it and rewards the party
with a magical potion or tlil plucked irom his hoard.
If the (ihaI’aCtCr.~‘ return the egg to the Keepers of the
Flame, Gartokkar Xundurn promises them sale passage
through Gracklstugh if they mention nothing about the
egg to Themberchnud.

KP AWARDS
Taking the coin and the notebook to Ylsa Hcnstak in the
Blade Bazaar fulfills her quest and earns the Characters
100 XP each.

lithe characters desrrihe the uhelisk to Gartokkar
xundnrn, he assumes that is what the Gray Ghost. are
using ln wreak havoc in Gauntlgrym and dispatches
a force to study it. Each character earns 100 XP for
completing the task set for them by the Keepers.
Award each character an additional 150 XP if the party

delivers the red dragon egg to either the Keepers or to
Th:-tnberchaud.

14-A. FUNG1~CovERED DOORS
A set nl double tlrlors art hidden by a patrh tlf fungi that
includes ztls higwitzs and tile pygmyworts. characters
west nfthe donrs must succeed on a DC I5 Wisdom
(Perception) check in nnlice the doors b(‘lIll\(l the fungi.
The doors are lnshlnnted [rom planks of zurkhwood and t

barred from the east side. A surressiul DC 20 Strength
t-heck allows a charnrler to brrttk through the doors, but

‘

this alerts the derro snvant and the spectator in area 14.

LEAVING GRACKLSTUGH
The cltarat-.tt-rs can gain the means to leave the city—

and ihtot-matinn tcl gttttte them on their j0ttrne_v—fr0m
a number of different sources. depending on the NPCS
they interact with and the quests they undertake.

Errdc Blnrkskttll is true to her word. and she lets the
characters leave the rity freely ifthey fulfilled the tasks
she set for them. Working for Tllemberchuutl or the
Keepers of the Flame leaves the rharacters in a position
where they can at least avoid arrest in th city.

Deciding the next step for the t-haracte s depends on
what information nr quests the characters picked up in .

Gracklstngh. Heading for merlight Grove (see chapter
5) or Blingdenstune (see (‘hunter 6) are the obviousnext
steps s both places hold the promise of a route to the
surface world. Alternativt-,ly. the characters can try their
luck in the Labyrinth or thr wormwrithings.

Some of the quests the rhararters t-mnpletc have tht:
potential to change the power structure of Crracltlstugh.
For example, attling Errtlr Blackskull and the Stone
Guards might grant thr‘ t-haractt-rsthe privilege of an
audience with King Horgnr Stet-lshadowv at some
later time. If the characters press Errde. Gartokkar, or
stnttespealter llgranm tor a rncrting with the Deepkit-lg,

use the followingsection to run an encounter in the
Deepkings palace.



HOLD or THE DEEPKING A
DE.E_Ii.K_IN£;,__

The Hold oi the Deepklllg stands south oiLaLlugut>r's Characters who befrlrml Smnrsprakcr Hizraam or
Furrow and north at Themiterchamis lair. When the conwlete quests fur Errde Blaclwkull or Garwkkar
characters first lay eyes on it, rcurl the following boxed Xnndorn can use their newiuuntl influence to gain an
text nloutl to the players. illldicnce with the Deepking. Charzirtcri escorted to the

palace by Hgraam. Errtle. or Cw rtokkar are admitted
insidti and led past rows or mttsthia <ill(‘l'gar guards toThe Hold ofthe Deepking is a dark and foreboding me Dfl_,p,mg-S throne mmedifice lodged between two great columns that rise

"9 ‘"‘° '""“ °‘°”d‘ °(‘’"°’‘’“““‘°°"‘e“‘ ‘"5 “"""" Lava pours down troughs cut lntothe hlatt basalt walls
~ - fill it b h“‘''"g “'a”‘b““”"“'e" edw“ '“°"”"” 3‘ “ ofthls vasthall The heat iscppressti/e,andthe air reeks

the palace facade in 2 hellish glow. and the thirk stone oisnlrttr. Thick black columns support the heavy ceiling,
walls bristle with iron turrets and battlements.

and at the tar end otthe hail stands an iron throne atop
a polished obsidian dais A crowned duergar encased

There appears I0 he no um‘ guarding the palate. hut in armor sits on the throne. Next to him stands a royal
this is an illusion. All of tht' palttcn guards are invisible‘.
and cl'iar;ictCl's who observe the pzilzict‘ for some time
can liezir clticrgar guards in l1?2l\4_V£Il'l'l'l0l'marching

consort wearing a gown made ofgold cams.

to and fm. /\n invisible walIul'fun:rrstands bctween the Deepkings
Two hundred invisible duergar Stone Guards (see dais and the character. Whether the Deepking is of a

appendix C) protect the palace and its king, Fifty stand mind to fight the (lemon lords is up to you. rilllinugli like
at attention in [)t'i‘fCct rows heinre the p;tlat~o. rcacly many other Lluergar In the ty. Horgar Steelsliadnw V
to Cut down anyone who approzirlies tht' [,\Ell£‘l(‘E gates has been touched hy the demon lords" madness. Roll

. unescorted. Annthcr fifty watch [mm the turrcts and on th(‘ Indefinite Mzizlness triblc in Chapter 8 ofthe
‘ battleinents. Onr: hundred more stand guard in the Dirngtton Master’: Guide to li(*N‘,I‘lTlil'IC Horgar's flaw.
4

palace and comprise the L)cepking's honor gtmrci. lithe characters attack the Dccpkiiig. use the knight
statistics in the ll/lunszer Manual to rcprcscnt him, with
the: following modificatiniis:

Horgar is lawful evil.
Ho speaks Drnt;nnn-,.Ginnt. and Dwarvish.
He has AC 20 and wears tlwarvcnplate.
Hr has advantage on saving throws against poi
ion. spells. and illusions, its wcll as to resist being
charmed or paralyml.
VVhllC in sunlight. he has rllsadvantage on attack
rolls. as well as on Wistlmn (Pt-rroption) checks that
rely on sight.
He has the Enlarge and liivisihilixy iiction options oi a
duet-gar (arc the Monster Manual).
He wears gatmrlcts ofogre power, giving him ;i
Strength score of 19 (+4).

lie wieltls 2| +2 vmrhanlmerinsteatl oia grcatsword:
'8 to hit. reach 5 ft.. one target. Hit: 10 (ld8 l 6)
bludgeoning damage, or 11 (M10 + 6) bludgconing
damage iiliscd with two hands. While Hurgar is
enlarged, the tinmage increases to 15 tztis 1' 5) or 17
(2d10 + 5) blurlgconingdamage. respectively.
The Deepkings royal consort is a succubus in the

guise nishai, a female dtiergar. The sutztiubus is a loyal
servant ufilie demon lord Ctrazit (see appttrltlix D>4

Her only task’ to make sure no one tric to rid Horgar
oi’ his niadn The gown she wears vi. . (1 gift from
Hurgzir. It weighs 75 pounds anti is worth 750 gp.

DEVELOPMENT
DEW ~’- “Prim it the rhzlrartcrs expose the suttizubus as It iiendish spy5’“~W“"* V

nnti help restore liorgars sanity. the Dctipliirig becomes
friendly toward them and tries to set them against the
draw. whom he blames for the spreading madness.

ill\l'Tlli1 i.lZ\t.E\l~ll lihg
82



he

ht
til

vfa

lal

gar

mes
lr

CHAPTER 5: NEVERLIGHT GROVE
Cornmunitles of lI1_V(‘UnldS can bl“ found lhroughollr rm-
L ndeenlark Those lnlel1i,<1el1t.Vrlgm'|y humanoid lungl
luzlll Ilves of vlork and isharfd conlenlplzuiou. providing
Shvller and =al‘.- passage [0 any who approach llu-m

- full)‘
The l'Cl?L(iH‘ lmlauon of Nrwrllgllt Curovc. i(S

Jblllldancc of {null and walcrl and the \ve1con'llrlg lmlure
Of|t>in11abiliInl\ nlight brlng the clmracmrs hrné lo
rm‘ recupcrzlutl Jud resupply. Will]? in the grow. Hwy

am consul! wllll me colon}. mgronid sovcrelgns about
nosaiblc 5 hack [0 {hr Sllrl-LN‘? world, whlln mlaymg
.1 much—n filled respite rmm llle brutal .-lml harrowlng
lmdltionsof the Undcrllllrk.
Howvwrl lhl: p:lr(i('u].lr myccmid hawn lalfl as sail‘

_|>l(l11lghlzlppeal‘. om» <ll'lhc:ir sovcrr‘ign.~; has tallen
undcr (hr sway of [\|ggYl'I1()_V. the Demon Queen of

Fungi. wlm wasted no Ilme llulllllllfl herself a monglmld
in a call sal n1usI'll'rmrnl'a]Ied yggnmrgus. The-rc.
.5116 works lm a nlalmollull <<‘hl=n1Cmclaim all (I'll?

Llndrrzlzlrk as hC'l'd(7Fl'|2l|l’L Nlure and more ln_\'Conld~' llrr
<lm.v1_y becomlng llnu llllng thralls |l|1(l('Y her conlml.
and l:hau’aC(el‘5 who lmger m Ncvnrllghl Grow‘ mlgm
find lhenlsclvcs In great pm-ll.

GOING TO
NEVERLIGHT GROVE
Btffiluafi‘ so few Ullllrtfilflfk ll':l\'r:Ic‘r~ haw PVFI‘ slumbled
llpnn Neverliglll Gm\l=. it rarr'l_\' appears on £lll_\ umpa.
N(’.lF1_\’111lI11!‘l‘O|llP§lPZldinQ[0HzH’F‘dangrrollx mm
dllficull (O navlgalr. although man) ~:lreams flow inln
and through lhr grow. Ifthc rhzlrllrlers clllrrthv
grnera] an-,a nflhe grove and <l l (|O.sL‘ m ul'lr.i\/6'1
:l1ung—rhcsc vmlerwa_x 5, (hey emually Hm! lhfll‘ way



here. Alternatively, three of the party's companions can
guide them to Nevcrlight Grove.

Stool, the characters’ fellow prisoner front chapter
1, is a myconitl sprout from the grove. captured by the
draw before zuggtmdy began exerting her influence
over the flI_yC(llIl(lS here. Althoughnot ktlowletlgenlile
about the Underdark, Stool has an innate sense of
where its home lies and can guide the party toward
it. Upon its return, Stool is greatly disturbed by
the changes it encounters in the grove. lt isn't well
acquainted with either sovereign, but finds itself drawn
toward Basidia.

The former drow prisoner sarith Kzckarit might
also hecnrne the party's guide, owing to his extensive
knowledge of the Underdark. Though the party doesn‘t
realize it, Sarith is infected with Zuggllnoys spores.
which now control his mind. He tries to steer the party
toward Neverlight Grove. citing it as a place of safety in
which the adventurers can decide their next move. In
reality. he unknowingly leads the characters to l)€Cm'I'l(:

slaves of the Demon Queen of Fungi.
If the characters already v itcd Gracklstugh, Saritln

might have gone with the infected myeonids in the
whoristone Tunnels. leaving Rumpaduntp with the
party. A myconid sprout traveling with a troupe of
infected rnyccnids, Rumpisclump has avoided infection
and can also lead characters to the grove. He also
expresses concern that the corrupted spores of
its previous traveling companions might have also
infected its home.

EAF , . .Characters traveling to and from NeverlightGrove
encounter evidence of zuggtmoys growing itttluencc
in the region. whenever the party is within four days of
NeverlightGrove, use the Encounters around Ncverlight
Grove table instead of the random encounter tables in
chapter 2 to determine wltat. if anything, they erteounter.

ENCOUNTERS AROUND NEVERLICHT GROVE
dzo Encounter
l—8 No encounter
945 Fungi patch (see helcwl
17-la ld4 nothics
l9—2D lchasme demon crawling on the celllng or

1 vrock dernon perched on a ledge (your choice)

FUNGI PATCH
If the characters are camped or resting. treat this
encounter as “no encounter." Otherwise, the characters
stumble upon a large fungi patch growing in a damp
cave or tunnel. The fungi patch is diflicult terrain
and c nsists of many comn-lr>n but inedible species
of giant fungi. Roll a all!) and consult the Fungi Patch
Discoveries table to determine what else the char
find here.

See "Fungi of the Underdark" in ehapter 2 for more
information an edible and exotic species of fungi.
Entries marked with an asterisk are further described
after the table.

<.li.\l='ll.it s NE\ERl.ltrHT f;R0\ t

FUNGI PATCH DISCOVERIES

dzo Fungi or creatures
ldé barrelstalks
zda hluecaps
lds carvinn crawlers

A>U-79-4

ldzt drow spore servants* (see appendix cl and
M4 quaggnlll spore servantse
Fire lichen gmwing near a thermal vent
3d6 giant tire heetlcs
ld4 rnveottid adu|ts*
ld6 mghtlights
l otyugh hidden under a mound ofofial
Patch othrown rnold (see “Dungeon Hazards" lrl

E;\nD0\A¢tv!

chapter 5 oftlle Durlgzarl Mastzfls Guide)
‘ll lda awakened xurlthwuods‘ (see apperldlx C)
12 zdt sheets ofripplebark growing on the walls
13 1414 sllrie|ters“~“

16 2d4ttmmasks
15 his tongues of madness
l6 2d5 torchstalks
17 Zdé trillimacs
l8 ld4 violet fungi
19 M4 watererbs growing near a freshwater spring
20 ldd zuvkhwoodsi

Drawand Quaggatll Spore Servants. These spore:
servants tend the fungi patch on behalf of the myeonids
and ignore the party uttle. s attacked or interfered with,
in which case they defend themselves.

MyconidAduIrs. Tltese gentle creaturestend to the
fungi patch and mind their own business, attacking
only in selfidefense. Ifthe characters establish
communication with the fungus folk and ask for
directions to Neverlight Grove, the myeonidsoffer to
es ort them to the grove and irttrodttec them to their
exalted leader. Sovereign Phyln.

SentinelMushrooms.These giant animated
mushrooms guard the fungi patch, attacking lfthey
are harmed or ifthc characters try to harvest any of
the tungi.

Shriekers. The shrieking of these fungi has a 50
percent otattracting a nearby ehusme or vi-eck demon
(your choice), which arrives ld6 + 4 rounrls later and
fights until killed.

Zurkhwnods.There is a 50 percent chance that one
of the zurkhwaods has ld4 + 4 stirges nesting in its cap.
The stirges are drawn to light sources.

ARRIVING AT THE GROVE
While many passages lead to NeverlightGrove, most
are little more than narrow fissures riven by trickles
of water. Only one natural tunttel is lit for relatively
easy travel by Mcdiutn creatures, formed by a drying
underground stream and dimly lit by glowing lichen.

Upon entering the cavern of the grove, characters
leave the horrors of the Underdark behind. They find
themselves in -.t hidden enchanted place, strangely
alien but serenely beautiful. The access tunnel
opens above the groves main floor. providing the
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characters a panoramic view ora mushroom forest
that covers every surface— including the ceiling and
illuminates the darkn so with brilliantly colorful
bioluminescent patterns.

On the other side of this exotic forest. the l‘,3\i'El‘n

narrttws into a ravine. lit a cavern heyontl the ravine.
a glimpse of a rnai r mushroom ttiwer can be seen.
altlluugh the poor light and a rising mist makes it
impossible to dtscerti its details.

DROW PURSUIT IN Nrv ERLIGHT GROV E

Though the cliaractcrs don't know it yot, a tltow scout
patrol arrived in Ncycrliglit Grove alk” tl Ul tliem.
anticipating that the e tzaped adventurers might sock
slit-lter among tht: |y(‘ClnlElS. Unfortunately for the tlruw
scouts, an encounter with one of Zuggtnioy's servants
led them to a grisly late. See area "The Garden of
welr,onie." for more information.

while the characters remain in NeverlightGrnie.
their pursuit level remains lIl’It'l1Z|llgFd. as llvara waits to
hear from the iriissiiig patrol. The rlrow pursuit resumes
itheii the party leaves the grove. . ee chapter 2 lot more
iniormation.

I_l_vIiO_RTANT NPCs_
Th adventurers rniglit interact Will’! the rollowing
chzlrztclers and Creatures in NcvcrltghlGrove.

NEVERLIGHT GROVE NPCs
one orthe two rulers of Neverlight

Grove, in thrall to Zuggtmoy
Sovereign Basidia The other ruler orhleirerhght Grove,

tree oFZuggtmoy‘sintluenre and

Sovereign Fhylo

susoitious oi Phylo

Loabamuh Leader oftrle Circle ofHurtters, loyal

to aasidta, with tasks tor the party
Rashama Leader oflhe Ctrcle of Explorers arid

loyal to Basidia: knows of routes to the
surface world

Yestabrod Mutated leader ofthe Circle

otrvtasters and Zugg!moy'S
monstrous servant

Xinaya orow sroot trapped in a horrihle fate

Afilgfiv IN N1:VE_RLtGH'r Gltoyla
The myconirt way otlire is simplu. eoiiteniplaiire. and

; cal. Myrtrnids woi-it tor right hours tarming their
fungi fields. stzttutitig for rt ntlrces, and rnainmitiing
their defon. es. After their labors-. they spentl eight hours
in telepathic Cllllllllllnlon with each other in what they
roll "molding." They then rest for eight hours herore
starting the le anew.

Many of the niyconids in the grove are more
t=\u'0VCri<'(l than might bl) expected tirtheir iiorinalty
sl '<pr‘t'iE‘S characters who conirniinit-ate with flu‘,

l'nyCOI1lClS by way of their rapport spores note that the
creatures seem to he preparing for a celebration of sortie
sort, ptoelainiing "The day ofjoy is nigh!" and exhuttiiig
others In "Rejoice in the true union that will meld us
all!" These are the rriyeoiiids after-ted by zuggtmtiy.

and their hehaiiinr is rnuse tor conrern among the
untirrected. irlcltltling sniereign Basitlia and its allies.

"_[‘wo S0VEru2tGNs
Myconld ttnmmttn‘ ' ~: normally haw‘ ttnly II single
sovr-,rt:igii—the largest EIIHOIIE them. who stands
alone and outside oran_i circle (see below). Two years
agn. siwereign Basittia arrived in the gtoie with its
two circles. and Sovereign F'h_Vl() welrnmed the nt-wvv

ttlds t_1,ladly.gr:itelulIot' Basitlii < offer to share
the burdens ot leatiirig all the cirt"lt':. iii the grove. The
two sovereigns have. been (‘low fl‘|(‘,l'lKlSever since.
sharing authority and resnnnsihilities with no conflict.
Each ltntwis that an iiidirittiial myroiiid has only so
much time in the cycle oiliie. and that when both have
passed. ingle 50Vl=l‘P,lL{nwill talte their tilare at'ter
their l)0tl , are returned to nourish the soil.

50vERE|fiN aritieri

l‘.\‘t‘l.)< l ‘[\ll4ll ,lti titzirii



QIRCLES
The circles in Neverlight Grove are divided by
specialized function, with each circle performing a
specilic role in the colony. seven circles are present
in the grove, each containing an average of twenty
lnyconids—tlle Circle of Hunters, the Circle of
Explorers, the Circle of Sewers, the Circle of Buildcrs.
the Circle of Growers, plus the recently formed Inner
Circle and Circle of Masters. Each circle gathers around
a circle mound—a pile oironks and soil upon which
mold, lichen. and mushrooms are encouraged to grow.
The myeonids oia rircle gather around their own
mound to meld and sleep.

Alter becoming enthralled by zuggtinoy. Phylo
decided the myconids would meld exclusively withirl
their own circle. and only the circle leaders would
meld with thn other circle leaders and the sovereigns.
Phylo asserted that this would make all the circles'
meldings iar more eflicient, thereby making the tending
oi the grove that much easier. Most of the groves
myeonids have gone along with this new and unusual
cclnltcpt, swayed by Phylos claims that a higher level of
communal harmony will he achieved.

Basidia believes that Phylo's separation of the circles
is contrary to the unity and harmony of the myconid
way oflifc, and that this segregation isolates individuals
from the experiences of others outside their circle.
Basidia has likewise expressed concern about the
unnaturalness of the lnller Circle and the Circle of
Masters. However, B ia's views are either dismissed
or ignored by Phyln and its allies, who zealously claim
that exciting changes are coming for the grove.

A more recent development has Basiclia even more
disturbed when the adventurers arrive in Ncverlight
Grove. Yestabrod, the leader oi the Circle of Masters,
has not attended an inner Circle molding for several

4?
ROLEPLAVINC YHE MVCONIDS
Myroriids lead llves completely unlike the experlerlces or
any surraee dweller. The only things they have in commonwith humanoid: are the need for sustenance, the desire
to live, and the loy ofsocialization, although they practice
each ofthese things in different ways than hurnanoids.
Truly alien creatures, myronids have diliiculty telling flesh-
and-blood hurnanoids apart.

Myconlds are innocent about matters ofethics and
morality, their lives centered on llving tully each day and
worrying little about the future and nothing at all about
the past Despite the communal nature ofthelr existence,
they are individuals with their own unique interests and
distinct personalities. They gravitate toward simple, shared
ioys, living oy the wisdom and Irlslgllt thelr melding
provldes. Becauseortheir naive and sharlrlg ways, as well
as their fungal nature, they are extremely vulnerableto the
corrupting influenceofzuggtrnoy.

The mycorllds otlileverlight Grove are beglrlnlng to reel
from the Lady of oeoays influence, with many ollssrully
welcomingher madness. while others bravely try to resist
it. Myconids affected by Zuggtrrioy abandon the growth of
life as the core cfthelr being in favor ofdecay and death,
More horrirying 15 that they do so with chlldllke innocence,
reveling ln the corruptlon ofall llfe wlth a sense ofwonder
and joy, unable to grasp the evil they have embraced.

 v
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days now. instead sending a repre. ritative (see “The
circle otMasters" in area 5). Times In Neverliglit
Grove are strange and worrisome indeed.

MELDII:IG
Myconid. share everything through melding. Rapport
spores carry a tiny bit of all mycanirls to the other
myconids in their circle. to bc absorbed and resltle
within them. and creating a telepathic. familial bond.
When the myconids oia circle gather to meld. they share
their individual insights. fears, hopes, and dreams.
Through the melding. all myconidsjoin together to form
the heart and soul of a colony.

ZUGcrMov's INFLUENCE
Initiallyweakened by the summoning ritual that
wrenehecl her from the Abyss, Zuggtmoy fuunrl her
way to Neverlight Grove. drawn by the strength of its
fungal vitality. Upon her arrival. she quickly asses ,(l
the situation, realizing the shortest path to gain control
of the grove would be to sway and corrupt its original
sovereign to serve her until she recovered her strength.

Aiter being welcomed to the grove by Phylo. zuggtmoy
melded with the sovereign in secret. seducing it with
the promise ofa paradise ior the mushroom folk ii
Phylo would lead them to become her followerson
the Material Plane. Its mind completely lost inside the
demon queens insidiously marl vision. Phylo became
enthralled by the promise of plentiful soil and moisture,
perpetual rot, and beautiful transcendent dreams to
be shared in a neverending communal melding—all
offered to the grove‘s folk as generous and wondrous
gifts from the Lady of Decay.

Evoryday melding has now become a subtle
ideologicalwar between supporters of the two myconid
sovereigns. Phylo is slowly convincing the mushroom
folk to follow the new path. Basirlia and its dwindling
supporters argue against the new way. even as they lose
ground (and allies) each time the circles of the grove
share consciousness.

As more and more mycnnitls unwittingly become
vessels for Zugglrnoys spares. Neverligllt Grove
becomes a more extravagantly festive place. The quiet.
contemplativejoy of the mushroom Iolk’s way ollire
is being inexorablyreplaced by decadent, enraptured
euphoria and the madness that euphoria hides.

NEVERLIGHT GROVE
Population: 150 myconids and spore servants
Government: Organized rircles ruled by larger

specimens called circle leaders: even larger
specimens called sovereigns rule the entire colony

Defense: Spore servants and awakened zurkhwoods
Commerce: None
Organizations:Seven myconid circles;

Zuggtmoy‘s servants
Myronids have lived in Neverlight Grove ior untold
generations, experiencing little or no change in their
lives until recently. Now theirworld is being altered
taster than many oftlle rungus folk can keep up
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witl'l—as is their world ViCW. twisted by the chaotic and
corrupting influcncc of the Demon Queen at Fungi.

Upon her arrival in the Underdarlt. zuggtnioy found
Nevetlight Grove and I()(!k up residence there. The
myeonidswt-lcumetl her. sealing their fate. Through
telepathically shared rlreatns, corruption has taltcn root
deep within the colony, warping the rnyconlds ritlrmally
placid and peaceful nature into something r lVl‘. and
rapturous. A few realize what is happening and try to
resist, but internal strife is alien to tho inyconitls they
will not prcviiil without outside aid to save them.

l_._Ft]NcAL Wiuzg
The myconlds cultivate this stretch of wildcriinss as
their tirst lino oidcicuse, creating a living palisadc.
Fungal creatures and wild Underdark beasts form :1 l‘ICl'I

erosystem hcrc.

Pale cream and beige stalks grow thick and tall,

resembling a suriaco world rarest. Fungi grow in

profusion everywhere. and it's hard to lind anything
resembling a path between them. The giant caps of
zurkhwocd mushrooms obscure your VlEW ofthe
(averrfs ceiling, but luminescent fungi there give otia
shimmering aura. With each step taken on the soggy
ground, a rank scent nfdecay rises around you.

Cilzcu. or HUNTERS
A circle mound sits at the edge of the wilds but still
inside them. It belongs to the Circle of Huuters—
myconlds that pursue creatures in the wilds. ln spite of
their name. the hunters don't kill their prey, but merely
track down creatures that have died tiear the grove. The
hunters bring the remains of surh creatures back to be
reanimated by their sovereigns. until they are eventually
allowed to rot andjuin the t:avern's detritus bed.

Ltmbamub. The nircle leader of the hunters. this
tall and lean myconid shares Basidia's concerns about
Phylrfs new way, though it is still capable of resisting
Phylo's corrupted rneldings when itjoins with the inner
Circle. Loobamub keeps its opinions to itself. but its
waririess spreads to the other hunters when they meld,
cementing their loyalty to Basidia. Loohamuh redirects
the spore servants and awakened zurkhwoods Phylo
creates away from its citcle's territory.

Loohnrnuli |S happy to enlist the party's aid in dealing
with a few LllIWF.lC0n)E monsters that have found their
way Into the fungal wilds. In particular. the circle leader
asks the adventurers to kill a grick alpha and then take
its carcass to Basiclia for reanimation. A sharnbling
mound is also exhausting Iht‘. soil in the grove and
needs to be put down for the good of the colony. Thcst:
encounters can occur wherever you wish.

2. NORTHERN Tggnnccs
The terraces lining the northern walls are suliused with
berzress, and the inycotiidsreserve these areas for
cultivating certain fungi.

water tricklingfrom the walls ofthis vast cavern are
channeled into a crude but effective terraced irrigation
system. A thick, sweet smell fills the an item the
thousands ottungi otrll colors and sizes, many glowing

with a strange, irlvitlng light.

CIRCLE or BUILDERS
This circle is found in the middle terrace. but its
members travel to the top and the edges nf tht‘ cave to
harvest the r nt fungi used in their craft.

Gasbide. The builders circle leader is a pioneeriiig
WOul(l—l')l: architect and a supporter of Soverei 7 n Phylo.
Already driven mad by zuggtmoy's spores. Gasbirle
dreams of bizarre, elaborate strurtiires no inyconicls
would ever need, inspired by visions of Abyssal palaces.

 a_
NEVERLIGHT GROVE: GENEIAL Fsnulzzs
Visitors encounter the following ieztutes throughout
Neverlight Grove.

uriduground Marsh. water trickles into the large cavern
irom many places. tarming terraces, pools. and streams.
Thts creates an underground marsh Ideal it)! the growth of
fungi and the myconlds,

Abundant Fungi. Mushrooms, molds, and fungi grow
in abundance in Neverlight crove, creating a bizarre yet
beautiful tapestry of color

Quiet Cnmphany. Myconlds dont speak They
communicate telepathlcally by emitting their rapport
spores. As a result, they live quiet lives strange music and

singing echoes tram the large cavern behind the grove,
just loud enough to be noticeable

Otherworldly Light. Luminescent lichen grows across
the cavern and spreads to the larger mushrooms, bathing
the grave in soft hues of yellow, blue, and violet. Dim
light sutfuses the entire grove and lends the grove a
dreamlikequality.

Sentinel Mushrooms. To defend themselves, myconlds
have cultivated and guided the growth afawakerled
zurihweods (see appendix C) to serve as a kind or
pallsade around the grove.

Zuggtmoyls Spares. This malevolentdisease is spread uy

mycanids transtormed by zuggtmoys demonic influence
(see “My(onlds“ in appendix C).

A transtormed myeonid can release the spores in a cloud
that fills a l0—t'cot—radlus sphere centered on it. and the
cloud lingers iorl mlrlute. Arty flesharldrbload creature
in the cloud when it appears, or that enters it later, must
make a Constitution saving throw. The save DC IS 8 +
the myconids Constitution modifier + the rnyconid‘s
proficiency bonus. on a successful save. the creature can't
be infected by these spores for 24 hours. on a tailed save,
the creature is infected with a disease called the spores
otzuggtmey and also gains a random term orindennite
madness (determined by rolling on the Madness or
Zuggtrnoy table in appendix D) that lasts until the creature
is cured oithe disease or dies, While infected in this way,
the creature can't be reiriiected, and it must repeat the
saving throw at the end ofevery 24 hours, ending the
infection on a success. on a Failure, the infected creatures
body l5 slowly taken over hy fungal growth. and after three
such Failed saves, the creature dies and is reariimatedas a
spare servant it it's a type ofcreature that can be (see the
“My(0rIlds" entry in the Monster Manual).

~
..it \t'li~( 5 .\tirt:t_i.,.il'r LiRll\k m at



If Gasbide interacts with the characters using rapport
spores. it demands descriptions of surl'ace—world
structures, bristling with an excitement seldom seen
in myoonirls. It asks ior exasperatingly minor details
such as the precise dimensions of bricks or the density
of lumber. Gasbide reveals through the rapport that it
dreams of building a fungal tower "even greater than
Yggmorgus." lt hopes to break through the Underrlark to
the surface world. possibly “with the aid of Araumy<'.os."
Ctasbide has no conscious knowledge of what
Araumyeos is onsing only that it . part or the great
celebration to come. See “Yggmorgus (at the end of this
chapter) and chapter 16. "The Fetitl Wedding," ior more
information.

CIRCLE OF GROWERS
The circle mound of the growers is on the top terrace.
near the cavern wall. The growers are the colony's
farmers. ensuring lh . soil beneath the pools remains
fertile and tending the fungi there.

Hebnpbe. The leader ofthe growers doesn't care
much for Phyllis new ideas. But though it misses mass
moldings, l-lehopbe doesnt see Basidia’: protests as
worthy of concern. Hebopbe is infected by Zuggtmoys
spores, but isn‘l yet under her control.

3. CE_NTRAL BASIN
This depression in the cavern floor is the main part
of the mycoilid colony. The central circle mound was
only recently created. and is now a kind of"town
square" where all the groves myconids gather ior mass
meldings. These have become rare, however. reserved
for when Phylo wants to stoke the myconids‘ Cnthusiasm
for the celebration that only those infected by Zttggrmoy
know about. This leaves the uninfected confused but
happy that somethingjoyous is about to happen.

Beyond the mud and mushrooms that spread across the
cavern, a large, clearpool sits in the midst ofthe fungal

grove. A central mound seems to be the only dry spot in

sight, though a small clitrrlsesabove the cavern flourfar
across the clearing, with giant mushrooms visible in the
distance. Blolurriinescent fungi trace strange constellations
along the caverri’s ceiling and walls, showing the darknessof
the ravine and a rnlstshrouocd smaller cavern beyond.

I NN ER C 1 RC LE
The central mound is the base of the eol0ny's two
myeonid sovereigns. Phylo and Basidia. They hold
court together with three myeonid adult couneilors
named Brelup. Fosbara. and Breheril. Ten awakened
zurkhwoods(see appendix C) protect the mound and
obey either of the sovereigns.

Sovereign Phylo. The sovereign towers above the
other myconids. its multiple caps swaying with the
sinuous shifting of its thick stalk as it moves. Onet‘
it spreads its rapport spores. Phylo welcomes the
characters with honest enlliusiasiri doubly so if they
have returned stool and Rumpadump to their home.

.\Pl‘l-.\l 5 ’~«‘i\Eltl l(rlll oitritt

“You are safe. friendly softers. You arrive at a wondrous
time, for NeverlrghtGrove is on the verge ofsotnething
great, something marvelous! Celebrate, as the day of

toy IS rnghl

Phylo invites the eharactcrs to stay long as they wish,
inviting them to explore and enjoy the tnany delights
of NcvcrlightGrove. He politely asks that they avoid
the eastern plateau b ise the Circle of Masters is
preparing "a wondrous and glorious surprise" in the
Garden ofwelcome. Phylo offers to give them a peek the
next day tfthey want. If Sarith is with the characters.
he suggests they accept this offer. saying that keeping
on the sovereigns good side will help the party in the
long term. in truth, he is attempting to deliver the
adventurers to Zuggtmoy.

Phylo goes on about how "the Great Seeder" who lives
heymirl the garden can answer any questions they have.
The sovereign describes this entity in favorable terms,
using "she" and "her" as it does 50. Because Yl'ly(‘.()l'll(ls

have no concept oi gender. this unusual speech is
further indication of Phylcfs madness. However, the
sovereign dodges any question about who the Great
Seeder actually is, saying it is important fnr the
characters to experience her first hand.

Sovereign Basidia. A SIICL . ful DC 12 Wisdom
(insight) cheek reveals that sovereign Basidia is
uncomfortable with Phylo’s behavior. Stool and
Rumpadttmp can easily discern that the harmony
between Phylo and Basidia is off. At the earliest
opportunity, Basidia volunteers to show the characters
around. or finds another opportunity to rapport with
them privately.

When alone with the characters, Basidia Warns them
about staying in Neverliglit Grove too long. It tells them
another group or --soiters" (the name myeonids use for
fleshy creatures) arrived not too many cycles ago and
a - ytetl Phylo‘s offer. They were taken to the Garden
of Welcomeand Basidia hasn't seen them since, nor
has Phylo made any further mention of them (see
"Questions for the Sovereigns"). Basidia also tells the
characters that the Circle of Masters is taking most of
the carcasses the Circle of Hunters bring in. and are
sending groups of myeenids outside the grove without
telling anybody.

liBasidia rapports with Sarith or any other non»
myconid infected with Zitggtmoys spores, it senses
the alien nature ofthc demon lorrl's corruption. It
can't identify Zuggtmuvs spores, but knows only that
it has not encountered them before. This ’s unusual.
Basidia tells the party. since most tnyeonid sovereigns
recognize all spores pmtlucerl by myeouids throughout
the Underdark.

Questionsfor the sovereigns. If the characters
ask the sovereigns to help them return to the surface
world. both are apologetic that they know of no
route However, Basidia notes that during its colony‘s
migration. the many travelers from the surface
world they encountered were mostly merchants on
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their way to or from Biitigdetistuno.Grzirklstugh,or
\’ieflZ0bCYT?.\l'IZ€Ill.

lithe tidvcriturers ask the sovereigns about any drew
in the area. Busitha tells them about a draw patrol
that just rcttcnlly arrived. However. Pinto immediately
iitternipts, telling the characters that the draw were
here a few (lays ago. hut icit shortly arier Pliylo shciwixl
them the Garden oi Wslcomc‘. A successful DC 12
Wisdom (Insight) check reveals that Basidia sccms
puzzled by Piiylds answer, it pressed. Basidia sirnph
says it didn't know tht‘ drow had already left.

Quest: Into the Garden. Basidia offers to give the
party a guided tour oruii the circles in ar 7 l through
4. where it introdiircs them to the respccti tzircle
leaders. pointing out which leaders support it. and
which ones support sovereign Phylo. Busitiia uses this
time away from Phyio to express its fear that Pltylct
has trtmlracted some‘ sort of "diseascd spore." Basidia
thinks that a clue to the spores nature might be found
in the Garden ()l\V€:lC(1l]]C. B£lSidlEi asks the characters
It.) itivestigtitc the garden. tearing it) do so itself in Cast‘
it also falls v - ‘iii to Pliylo's dis e

As a Sign oiirieiitiship. Basitllzl gives the Chartirtcrs
a moldy scrull case containing 2: scrull ofprurcction
against fiends. Basidia promises ziri additional reward
isee "Tretisure") it the charar . investigate the

Garden of Welcome un ils lmlialf. Basidia can also
brew potions out ofthn tliiferent molds and fungi in the
gr0ve.sloi'iiig1; tlicrn II1 l‘it>l1uwgourd—like mushrooms.
Basidia can craft a cnrnmtin nr uncommon potion in
eight hours. or a ralrr‘ pniimt in two days.

TREASURE
ll the characters rornpit-re Basitiias quest. the myronid
sntet-sign digs up a small box buried in thc czirth and
gives it to thuni, The box cniitains (‘U\"lO5l|ir‘,S Basidia
has collrictccl from (lead travelers ovcr lhe years. The
lmx is unlocked. mzitle of line wood inlttiti vtilli silver.
and Worth 25 git h_i itself. It contains three atiiethysts
(100 gp oat-iii. rnur small diamonds (50 gp each). and
one lzirgv diurlimid (500 ED).

lfthc chiirat-lets kill the grick alpha. the |.lI‘l]lJE‘T hulk.
or the shuriililiiigmound in thc Fungal V\"ilds and bring
thc cart sses to Basitlla. the sovereign rewards ttnrh
character with 3 potion ot'gre.-tier healing stored in a
hollow gourcl—likc mtishrootn.

CIRCLE or SPQRERS
Thi :ircle mound is citwntoti to sparing new myeonitis.
Freshly spared myt-unids are only a few inches tall
and have no awareness. but they grow quickly into
myccinid sprouts.

4l!\l'll)7 s l
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Yrberop. The circle lszldel‘ is infected by 7,uggltn0y'5
rnacln: 5. tt i. always swaying in music only it canheat-. lnit those in rapport with Yrberop ran hear {I fzilnt
echo of its interiitil campliony. Yrbt-rop is CI‘ltlluSlzl5llC
about Phylde plan to Spread the iittppiiiess brought by
the Crrettt Seeder to CVefy(lnC in the Undertlztrk and
beyond. For that to ltappfll, thc calmly needs many
niortz sprouts

If the Cliaractens confer with Basltlla. Stool, or
Ru mpadump. these niyconids tell them this pueh to
expand the populalloll is unusilal. given the balance
llllll thc inytwuriids hate CI‘ld€;|\’0f9d L0 maintain in
l\'evt-rlight Grove for so long.

Yrlmrop lU>(’.S track of any l',t)llV(‘l"S£|llUl'I after 2| ‘hurl
while and hegins talking to the newly sporecl myvonids
instead. Cl"lZll’£lL‘lCl”S who conllilunicate with Yrberup in
rapport and suit ced on a DC 13 Wisdom (Insight) check
can nnilte out stilllc oi‘ the words and inipr

‘

thc clrt, t: lcacleris lullaby. It 'ings of the Cirtztlt Seeder
and --he vcdding to the Great Body, and how every
lnyconitl IS inritetl. brlngitlgjoy in all in the world below
and allmtt.

cniiiilSpore Servants. Bch ind the myconltl hreetl i

ng
gruunds El narrow path leading up to a plzitttau (Ind
the (int-rlen of welctnne (area 5). Two chuul spore
servants (. e appentlix cl guard this path. they don't
allow eiiiyinie to pan without Vrberolfs per-in on.
Wlllfh the cl . [cadet tloCsn'l grant. even at
Basitlitrs t-eqiiest.

‘}l\l‘ll1" \ltlltl"‘iil«:

4. SOUTHERN Tl-ZRRACES

The terrarcs along the SOL|[l‘lFl’ll rim nftht‘ cavern are
narrowerand not as fertile as the northern ones.

These terrates are quiet and calm. The only sounds
here are soft, “plaopy" splashes as water drips from
stalactlles above onto the caps oraversizetl mushrooms
Sprouting from mushy earth.

CIRCLE or EXPLORERS
This rircle ls |ht‘.smtt1|r:stl'n N:‘verligl1tGl't:\*e. slnc
merely the temporary homc for restless in onids that
brave the Llndertltirk as scouts. patrols, and pE|[hl‘lnd(’t‘§.

Rasharoo. This circle litnder is loyal to Bnsldla.
Frequent trips l)|lISldE the grove have allow tt Raslitiroo
to notice the chailgrs in Phylo and the entire tolony
more shti rply. and it now trusts nothing anti no one
except Basldia. lts paranoia isnt the product of
Ziiggtinoys corruption. however, but of the r i rig
lrlzldness gripping the uiidertlarlt lrnin the lnlrilsion
of the demon lords. ll" the clttlrncters IlEl'llOl]Sll'£l(C
Sympathy with Basltlla or it the sovereign is with them.
Rasharotl disclos it has a few escape plans I’r‘Eldy. and
has nutrient czich ‘ hidden nltlng exit tunnels in caseBzisldia decide: it wttcr to tihandoii the grave and
return to a nomadir lifestyle.

Cltztracters can Cllllll) the ea rn corner of the
top terrace to rrzicli area 5, and Rt-isharoo gladly
helps them if they head to the Garden of Welcomeat
Basldizfls request.
DEVELOPMENTS
Among the niyconkls. Rzisllaruo and its eirele arc the

.'hcst llnpt‘ othiirling a way back in thc
t1.Rztx'haroo knows in-at ‘promising paths. but

since myccinl 4 have no intere. I in the sunlit world. it
has never followed them all the way tltere. The (‘,lI’l‘ll’

leader helps the chararters only after they complete
Basith quest, 2 'gnirig one of its eXpl(lI’l'l‘S to guide
the Cllflracters ln their destination.

5. GARDEN or WELCOME
Pltylo has mnverteri this unu. Cl terrat for the exciting
new ideas that Zuggtmoyha insplretl in il—ldea5 that
are "too lnt‘.rt'clib1e" for the rt‘ ‘t ofthfi colony lti absorb
at tlncc. Thie so—Callr,L| garden ‘just a ~‘r|n]pl€ nrthe
horrors that Zuggtmuy, the Demon Quet-n of Fungi.
intends to bring to the Underdztrk.

This plateau rises higher than the other terraces.
screened by a natural tenee ofsoatirig zuvkliwood stalks.
Mufned muvrnuririg can be heard from atop the plateau.
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CIRCLE or MASTERS
The newest circle in the colony, the Circle of Masters is
formed exclusively by mycotiidstouched by Zuggtmoy.
These myctinids share Phylo’s vision oihappiness
spread through Zuggtmoy's spores, experimenting
on the carcass s brought to them by the liunters—or
on live prlsone s they hunt in their own expeditions
outside the grove. Their mound lies at the center otan
obscene garden.

Yestabmd. Mutated by Zuggttnoy's spores, the
circle lender has become an abomination. No longer
recognizable as a myconid. it looks like a fungal larva
slirhcring along the ground. Mold and lichen grow in
hypnotic patterns along its ringed Stalk. and it puffs
clouds of spores from a slit resembling a mouth. It can
use this orifice to actually speak, rather than depending
on rapport spores. it no longer attends mcltls with the
other leaders. instead sending its reproseitiative.

GARDEN or HORROR
As the characters enter the garden, they make a
frightening discovery.

The low muttering grows louder as you reach the top,

turning into a symphony of rnoaris, cries, and hisses.
The only light comes from a raw glowing mushrooms
alongthe edge, but even in the gloom, you can't miss the

source ofthe sounds. The heads ofcreatures ofz dozen
humanoid Underdark races peek from the ground, mold

and tungi growing around them.
one volce calls out loudly in Undercommon—a

iamale drow fightirlgto speak. “Please for your gods
orlight ,l<l|| me!" She manages to stir within her living

grave, raising a spider medallion half-embedded in the
bloated growth that was once her hand. Hall her face Is

rotten and pustulate, a bed for the sprouting ofscores of
tiny mushrooms. “The Great Seeder .. trap she's here
.,.tha Lady omecay . . zuggtmoy

The drow is Xinaya. a young acolyte or Lolth. she vias
leading a routine scouting patrol out oi velkynvelve
before llvara contacted her with at sending spell. The
patrol was ordered to search near the grove, for the
charac rs. anticipating that the escapees might seek
shelter among the peaceful mushroom rolk.

Upon her arrival, xlnaya made the mistake or
accepting Fhylo's invitation to visit the Garden of
welcome, where she and her patrol quickly liecatne
victims of the myconids’ madness, She begs the
adventurers to end her suffering and warn her people
about the presence ottlte Demon Queen orrungi
in the Underdark, unaware otthc madness that has
already erupted in Menzobetranzan and throughout the
Underdark (see: chapter 15). Xinaya ‘ too far gone to he
saved. and any amount ofdamage kills her.

After the characters speak with Xinztyti. Yestabrod
appears (see appendix C). The master of the foul garden
takes delight in toying with trespassers.

The means ofthe gardens victims suddenlytake on at new

tone oitear as something moves across the foul ground. A

disgusting larval creature rises up before you, showing only

vestigial fungal growths that hint that it might once have

been a myeontd.

“Welcome, travelers." The aberrant myconid's voice

gurgles and spits as it speaks both aloud and in your
minds at once. “Are you here for the wedding rehearsal?
Friends ctthe bride or her intended? No matter! Let the
love ofthe Great Seeder embrace you as you become one
with her chosen. the Great Bodyl"

As the garden comes ' 've with screams from its buried
victims, Yestabrod raises two d.I'0W spore servants (see
appendix C). At the same time. two myeonid adults
from the Circle of Masters emerge from the surrounding
growth. all of the creatures following the circle leader as
he attacks.

It Sarith Kzekarit (see chapter 1) is still with the
party, he screams in agony as Yestzlbrutl attacks. The
characters can only watch as the drow’s head splits
open. releasing a cloud of infecting spores and turning
him into another drow spore servant that joins
the tight.

lfYest-abrod is slain and there are still drow spore
servants active, they go limp and stop attacking, at
which point the myconids from the Circle of Masters
attempt to flee.

TREASURE
xinaytrs equipment is pllcd in a heap not far from where
she was buried. Characters searching the pile find a
suit of +2 studded leather armor, a +2 sltortsword, and
a bag oniolding containing two speuserolls (remove
curse and spider climb), 40 days or rations. and 320 sp.
The draw spore servants wear chain shirts and carry
sltortswords.Al1 ofthe armor and weapons found here
are of dt-ow construction (see the "Drowcrait Items"
sidebar in appendix B).

XP AWARDS
in addition to the normal creature XP for this encounter,
the characters earn a special award of L000 XP
(divided equally among all party members) for defeating
Yestabrodand its minions.

WEDplNG REHEARSAL
_

After the confrontation with Yestabrod. the characters
can hear sound and movement from ll1C cavern to
the northeast. Read thv fulluwing boxed text if the
characters investigate,

vllwlta
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Echoes spill from the rnisty cavern beyond, a cacophony

ofwheezirig voices that wrap together like some kind of

discordant music. The remaining heads planted in the

Garden ofwelcome begin to rraak and groan, joining the

horrible song.
Through the mist that shrouds the smaller cavern, you

see the parade oiereatures responsible (or the melody.

Their bodies are only vaguely humanoid, with ehisters

oflumlrlescent lichen and tumescent growths forming

chaotic patterns on their decaying flesh, their voices
stabbing into your minds, bozh insane and gleeful in

equal parts:
From rocky ind the toizdstool rose,

Fmm chaas dark, her love Sh: shows.

Wish! Yum’ Laugh!

The lady will be wed!
Cltzl/e'Hl1vlg:r’Dlzrl:t!

Her joyous spores will spreiiiil

Youth is gone, lieauty rats,

Araumyeos and Ziiggzmoyl

joined together, heart to heart,
Becoming one ‘til death do part!
HlziI'Hl1lIlHmll

The entouragc is composed of twelve, bridesmaids
of Zuggtmoy and si x chamberlains of Zuggtmoy
(see appendix c for both). all oiwhicli are lost in their
own reverie. They are in the midst ntoonilueting
an obscene ritual of some sort—like a parody of a
wedding eereninny.

Zuggtmoy's thi-alls make their way to vestabrods
garden, attacking only it‘ the cliaractet-sstand in
their way.

Any charartet rcduced to 0 hit points in this encounter
is knocked unconscious l‘LIll1€l" than killed. if all
the charactt-:rs are knocked utlcimscious. the party
wakes up in a fungi—till<:tleavo lt:l6 is 4 ntilczi away
from NevcrlightGrove. vtith or vltthoul their NPC
companions (at your Clifittrtttioll). Thoir rlrow pursuit
level decreases by 1. and each t‘,l1al'aC\t‘.l’ is infested with
Zuggtlnov's spores (soc the "Nttverlighl Cvruvc: General
Features’ idebar).

DEVELOPMENT
Iflofl alone. the thttxlls rnlnct ti mock wedding, with

a Chamberlainand a l)|'|Llt5lT\2llLl standing in for

Arauinyoos and zuggrriioy. ltestabrotl. if alive, assumes
the role of priest to prcsitle ovrtr the vows. IfYestalirot:l
is dead. three spore 5 , vants rise frorn the garden and

carry its corpse. nioting it likr ai puppet to play out
the part otpriest. At this point of the ceremony. any
onlookers experience -a vision.

(‘ll-\FfFRS \‘l\lRlllilll lil7.Lv\l

The tableau orthe muck wedding is replaced by a

vision ofthe inside ofa great tower. spiraling stairs and

balconies are carved into its walls, with the interior lit by

phosphorescent patrhes ofmold growing in whorls. In

the center ofthe open space floats a humanoid figure,

womanllke in ioirn, but rnade entirely orrungi and

mold. she is easily three times the height ofthe fungal

bridesmaids that move up and down the spiraling stairs,

tending to their giant mistress. They Cloon a strange,
soothing song as they weave the substance ofthe giant

figure into delicate lichen veils and a long, myeeliiirn train

like a bridal gown.

The vision ends when the ceremony dnesi after
which the. creatures file solemnly hack to Yggmorgus.
Characters witnessing the wedding rehearsal and
the acculllpanyingvision must surceed on n l)C 10

wisdom s ing throw or gain one level oiinatlness (see
--Maurie ii chaptcr 2).

If the rharacters share their exprrienrr: with Basidia.
the sovereign leads the two circles loyal to it out of
Neverliglil Grove before it is [00 late. Alternatively. the
characters can follow the wedding procession into
Yggmurgus and witness the further horrors waiting for

the Underdark it ziiggtrnoy rises in power.

XP AWARDS
In addition to the XP gained for defeating Zuggunciy's
bridesmaids ur chatnberlalns. such characters gains
100 XP tor witnessing the wedding rehearsal.

YGGMORGUS
When Zuggtmoy arrived in the Underdark, she was
irnriiediarely drawn to Neverliglit Grove and its fungal
rii-hes. she cultivated Yggrnorgus. a mushroom oi titanic
proportions, from the rich, rotting soil.

Convetiiemlysecluded from the rest of the Undertlnrlt.
Yggntorgus is a perfect base of operations for the
Demon Queen otriiiig she has rninpletely enthralled
Phylo. and the hapless sovereign is growing a myconid
and spiire servant army for her. Zuggtmay has also
become aware of Araumyttos. the largest fungal life
fririn— and possibly the largest oreature or any kind—

in the world. Araumycos is a vast fungus colony with

a single mind, which fills the caverns and tunnels of

the Underdztrk in an area the size of the lligll Forest.
Arautnycos is so interwovenwith (ht) fabric of the world

that t:ontrt>l of it would grant Zuggtmtiy nearly unlimited

power in her new home.
Though Yggmorguscan't be seen clearly from the

main cavern of Neverligltt Cirtwe, the unholy lights and
sounds there can be dlstternetl and sometimes even felt.

Characters who ask the mycunids about it receive mixed

rcspmtses. Sovereign Phylo and those loyal to it enter a

state of near blis when they speak about Yggmtirgus, as
if it was it paradi e. Sovereign Basltlia and its followers
give wary answers. Phylds secret-y means that they
aren't sure what lies beyond the ravine.
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GIANT MUSHROOM Town
The eavrrn r'.lrnIinL| vgurnorgus is hugr. and the giant
I‘fll1Si'IY‘UUII'|IIt‘,ZAI’iy fills it ti-om floor re t;t-thug.

You have no dear reterertee to judge the lowering
mushrooms size at this d>S(aVlCl5 Thousands ofsmaiier
fungi cling to the mam staik, wlneh itselfspllts into
several lesser stalks, each iong enough with a cap big

enough to be the top ofa great tower. The cavern floor
surrounding the stalk is covered by a carpet errungr.

An eerie luminescence pours through sltued WlndOwS

carved into the trunk, with the same cacophonyafatortal

music heard eariler echoing within. A stench ohm
and decay wraps around you. seemingly chreatentng to
penetrate your flesh and pervade your soul.

\'estabrod'sGzlrtiell of Welcomr is zl pair reflection of
the true horror. surrounding Yggrnnrgus. A ZU—It)otr

high ort-set-nt haped ledge hugs tht: tatern vial] and
Qradu:i1iVs1tl[)E‘,< tlnwn [0 the i0V\JL‘I' hosnt. The ledge
is cov red with Li carpet of mo ant] fungi, scores of

sly sized lumps. and pnt, tuarlts where pools or
suppumte and unz tune ti ginp out and

,
zlbhlng tlver. The (‘I1Iil‘t"i(‘(‘ig(‘ is diflicult terrain.

L httrttt-lrrsventuring th . lose to Yggmorgtts must
stlccerltl ml at DC 11 Wisdom 'illg throw or gain om‘
ielr l or madness (see --Mrttiness in chapter 2).

(‘haraoters can disccrn the shapes otwrithing
cnlatures inside each lump. Vitlst of 11165!‘ art:
htlmalioids. though él ten of the lumps art‘ I’lt",('l1[li(*(iil_\.'

nhot appear to he grtoits. llothics. anti giant spulers.
This is the Gl‘(‘£t\' Gzlrrieen tlfRot. I]Oul‘iSi’ICd both i)

ihr creatures SUi)\|Hllr‘(i within it and the filer/rr. .5

pervading this rziwrll.
—\s it"

on CUC. one tafthe lumps ciosttst tn the:

characters huhhles up and bursts. A (‘it‘n>€ citlud of
spores and dark, recckillg fluid cxplrld ulltward. even
as the CiL1i‘Zl'I<*l',~‘i)r‘2I|' a piercing S('r‘< Am of agony and
. rror. [nsid ,thcp0Ckll1ai‘k1(‘f[bvhintiin the burst
2 one of Xlnayas clrow scouts or at least What's
3 it of him. Other than a factx long white hair. and
3 hrctlstplate. it is lfl]DOS5ibi(‘ to distinguish whrrr

C tlrtm ends. and the mt illlil fungi consuming him
Jfigins. The (lrow fet>b|_l' throsltes. his screams rtstrtg

r higher in pitch. until he ltyttks eyes wtrh tlnt‘ or
the (’hZIrat‘lEl‘5 and ahrtunt stuns screaming. ’\ hrtet
moment otluctdityrt-pl. s hi. terror even as his eye
'oli hack into his i'I(‘£I(i lrl line kind of bi7£tH't‘ t‘H])hf)I’la

as he goes limp and Sin“ iy sinks back dovlrl min the
fungal muck. Ci'lfll'7lt‘,H‘l"s witnessing (i’IiS must sllrt-t=t=,d

(4 DC 13 \'Vi'sd0m silvlllg tllrow or gain one Ieml
.tt lnudness.

Throughout the entire cavern. loud lmlalls and cries
rt agony answer the tlrovl/'s screams in n terrifying
jiid dezlfcrllng nhnrus. drowning mil zt1luLhel'soiind.<
until eventually wintltng down into .. iUV\ susttrt-anon
’ll groans anti hnrhles. The entire stnllt til the [giant

mushroom st-mils to shudder. rtirrltl~t ‘AS ifin delight.



Characters who descend to the caVCrn's lowcr basin
witness the next spectacle of unspeakable horror
spawned by the Lady of Decay.

MAD DANCE
Scnr s of deformed creatures dance around the base
of the giant tiingal tower. The revelers are a motley
collection of humanoids and various other creatures.
all sporting tun10rS,(‘.Einl(( s. and putrid patches
oftlesh allover their hntlie . They arejtwined by
dancing fungi vaguely shzlped and twisted into forms
resembling humanoi .Some of these creatures are

' thralletl to the Demon Que n of
Fiing . Other. Lire my. inltis and other fungal life fnrtns
infested with Zuggtnmj spores.

The dancing creatures pay no attention in
lit -ers unle. s they are all‘ . etl. In that event.

ltl6 clrpw spore servants and M6 hook horror spore
servants (see appendix c tor both) stop dancing and
turn on their attackers.

Voices can be heard cackling and chatting amiably
about Sovereign Phylds success at "bringing so many
new guests to attend the part_ he characters sec
drow dancing as itthcir boncs wcrc niclting. diici-gar
roaring with mock merriment and vomiting shrne. and
even nothics laughing madly as they leap and capci:

lfthc charac ' 5 observe the mad dance for a few
rotlnds. th .y. form rising up out ofthe fungal
mitelt. It is the drow scout whoso tCI'rll’JlC end thcyjust
witnessed, wading nut mjnin tlte other revelers itt their
marl danttr‘. A i-tiarai-ter who witne this grotesque
moment must succeed on a DC 15 VVis(lnn\ saving
throw or gain one level at iiintliiess.

GREAT PALACE
Yggmorgus is the home that Zllggimo) he Demon
Queen of Fungi, ht rvcd for in If IflSl(i(‘ the great
mushroom. The general layout is simple enough. with
the hallnwt-,rl Stalk of the mushroom making a towering
t:e.ntr2tl hall in which zuggirnny floats surrounded
b pirating balttnlll — where her growing riunihcr at
hrittesiitaids attend he inging as they weave lter hridal
gown to prepare for the fateful wedding day.

lithe adventurers enter Yggniorgus. they come face
to face with Zuggtmoy (see appendix D). attended by
twelve bridesmaids orzuggtrnuy(see appendix c).
Fortunately for them. Zuggtmoy is deep in meditation as
her gown and yell are being prepared. She doesn't move.
although she can speak and use her other abilities. Her
bridesmaids attempt to Chase offintruders. wailing
and scolding them about how it is unlucky for them to
see the bride before it is time. lfthe characters don't
withdrawitnn1r‘d' in y. Zitggtmoyawakt-ns and uses her
Mind Control Spo - ability to send them away. using
her Infestation Spores only if the characters insist on
engaging the demon lord her and now.

Dozens of spore servants and mytionicls rt-sptmd to
Zuggtmoys telepallllt‘ tall if their ml. rc in danger.
attat-ltingthe cliar-.it-ters lleedie of their own safety.
Atly r'.lltat'k that spot essfully dens tlarttzige to zuggtinny
damages her gown. driving the demon queen into a rage
to attack the intruders.

tittttt:n~ lLrHit\[<t.

LEAVING
NEVERLIGHT GROVE
Leaving the mycnnid enclave is easier than tinding i

Wllether they pnlitely avoid l=hylo's invitation or flee tor
their liv and sanity iron! the Demon Queen of Fungi.
the adventurers can easily receive the aid otsovereign
Basidia and the circles still loyal to it. Where tht‘

characters go next is up to thcl'n—a decision dependent
upon where they have been. the pursuing drow. and
whatever they have acquired (food. potions. treasure
trom the doomed drow patrol. and so on) during their
visit to the grovc.

Depending on how the characters interacted with
the myeonids and what tasks they z compltshecl for
their hosts. they might depart in th ompany ofzt
myconicl guide. or even two whole c roles of myconids
fleeing the grove before Zuggtttloys madness takes
them. Sovereign Phylo doesn't stop the characters
or Sovereign Basitlia from leaving. still convinced
the cause it enil)t'aCeS is one of joy and prosperity tor
its people.

In all probability. the characters leave the tungal grove
with dire and horrilic news. They have witnessed the
effect a single demon lord can have on the Material
F'lane—and they realize far more and worse things
are coming.

Regardless of how many battles the characters might
have had inside lveverlightGrove. discovering that a
demon lord is on the loose on the Material Plant: is a
major revelation. Moreover. if they were in Sloobludop
to witness the rise of Demogorgon. they now know that
more than one demon lortl is at large. hinting at the
magnitude of the threat.

If the adventurers imply passed through the grow:
and enjoyed the hospt ality of the doomed myconttls.
thcy Icavc with only suspitions about their orld behavior.
whit- can help them later in piecing together the greater
mystery in the Urirlt-rdarlt.

lithe adventurers leartletl nothing about the
presen * of Zuggtnttiyor her plat - on might pa - the
intnrmatinii an to them hy having a friendly ntycmiitl
such as Stool or Rumpatlump come to them just as
they are leaving. The inycbnid enters rapport and
shows them a vision of the Garden of Welcomeand
Yggmorgus. saying these images come from the minds
of other myconids in the grove. and asking what these
"strange dreams" mean.
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Among the party's fellow escapees, the deep
gnumejimjar is the most enthusiastic about visiting
Bllngdenstonez, and he can lead the adventurers
there. Topsy and Turvy also ltriow the way, but they

are noticeably less willing to go lo the settlcmeut
because oftht‘. tear and shame they reel rcgrirrliitg their

l

lycallthropir affliction. Tl1f‘ shield dwarf scout Eldeth
Feldrun i n't sure how to reach the gnome settlement,

‘ l but is in favor otgoing there iiit offers a route to the
surface or to Ciauntlgryni. If the characters allow
Glabbaguol(the sentient gelatinous cube from "The
Oozing Temple“ in chapter 2) to accurripzuly them. it
feels 2| Certain pull toward Bllngdensttlne, and is curious
enough to guide the characters tht-re.

DROW PURSUERS
The svirfnebliri settlcment is a haven for the tillaracters.
For good reason. the deep grinines rarely allow tlruw
into Blirigtlenstone.and only then with a heavily

i. armed escort. A tlrow character rnust succeed on a
DC 15 Charisma (Persuasion) check to enter escorted.
However, it any deep gnomes are traveling with the
party, having them vouch for thc drow allows the CSCOFI

to be waived at your discretion.
The party's drow pursuers won't attempt to follow the

. characters into Blingrlenstonc.The party‘s pursuit level
l (see "Drow Piirsui " in chapter 2) rloesnt change while
i

they are in the svirineblln settlentent.
l

lithe party's pursuit level is 3 or higher when they
l arrive at Blingdeiistone, llvara and her party are

watching the tulinels leaving the settlement. The
pursuit level increases to 5 when the characters leave

l Blingdcnstone. possibly I atling to a chase or straight
into chapter 7, "Escap ruin the Underdark."

ARRIVIN_('}_AT BLII~_I_>GVDENSTONE

Blingdenstonc ha. a reputation for being a dangerous
i ruin inhahitcd only by monsters and other undesirnbles.

Others think olit as a budding settlement well on S

way to recovery. Once the Charldvttersreach the gates,
they can sce that the truth lies somewhere in between.

‘seed
ROLEPLAYING THE SVIRFNEBLIN

Deep gnomes are a dour lot, reserved and careful in their
dealings with outsiders They mate the assumption that
every nonsvlrfneblin means to do them liarm—wliich
is understandable given their history. They speak sottly
in caves and tunnels where sound carries, eyes darting
riirtively, looking for signs ordanger.

Despite their harsh outlook, sirirtnetilin are still gnomes.
and many are as benevolent arid ioyiul as their surface
(0LlSlnS. Tl-iey reveal these aspects most easily among their
own kind, and to those they come to trust.

The svirrneolin assign defined roles to each gender but
hold ismales and males in equal standing. it is ancient
custom forthere to be both a king and a queen with equal
responsibilities.Svlvfneblin males are hunters, explorers,

l laborers, and warriors, while Females are managers,
judges, politicians, and caretakers Deep gnomes
sometimes forget this is not the (ass with other races, arid
that males are capable orcarsiul thought )ust as much as
females can fight.

 —?r‘

fH>\Pl'ht(l>lllllNtiflL\5lUN\

The characters must prove their goodwill to the
deep gnornes lieiore they are allowed inside. Once the
characters win the gnomes‘ trust, they are welcomed
into Inner Blingdenstone, and to what food and comfort
the locals can readily provide.

CHANGING SVIRFNEBLINATTITUDES
The general attitude of deep gnomes toward strangers is
l|ostile—notnecessarily opposed. but decply suspicious.
This attitude can be shifted to indifferent and then
triendly as the characters help the svirfnoblin openly
(see "Social Interaction" in chapter 8 ofthe Dungeon
Masters Guide).

some deeds in Blingdenstone reward the characters
with an automatic attitude shift, while others require at

DC 15 group Charisma (Persuasion) checlt. If the group
check sut eeds. the attitude of the svirfnehlin shifts by
one. lfttharacters are rude or act in a way to matte the
deep gnomes more suspicious toward them, they must
also make another group check. If this group chetik rails,
the deep gnomes‘ attitude worsens by one.

RANDOM ENCOUNTERS IN
]_3LtNGDEl~_IsToNla

once per day while the characters are exploring the
deep gnornc settlement, roll a d2D and consult the
BlingderistoneEncounters table to determine what, if
anything, they encounter.

BLINCDENSTONE ENCOUNTERS

d1o Encounter

H0 No encounter
ll ld4 + l animated drpw statues
\2 M4 + 1 cave badgers
13 Dungeon hazard
l4 Elementalvagahonds
15 M14 + 2 fiendish giant spiders
‘I6 l ghost
i7 Mephit gang
18 Roamingooze
19 ldil +l svirrnebliri wererats
20 1 xorn

ANIMATED DROW STATU ES

Once part of a expedition from Metuoberranzan, these
dtow were petrified by a mcdusa and later animated
by 0gre’moch'sBane (sec “Settlers, squatters, and
lnvaders" later in this chapter). They have the
of animated armor. except they are elemental.
of constructs.
CAVE BADGERS
The svirfncblin use these beasts as part oftheir digging
workforce. Cave badgcrs are giant badgers with AC 12

(natural arlnnr), tremorsense out to a range of 60 feet,
and a burrowing speed of 15 feet. When they burrow,
they leave tunnels behind them.

DUNGEON HAZARD
The chtlrziclers approach a section of Blingdenstmie
in horrible disrepair. Ifthey explore the area, roll a do
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and consult the Dungeon Hazards table to determine
what the characters encounter. See "Dungeon Hazards"
in chapter 5 of the Dungeon Master's Guide for more
information on each hazard.

DUNCEON HAZARDS

d6 Hazard

14 Patch prhrown mold
4—5 Patch otgreen slime

is Patch oryellow inpid

ELEMENTA1. VAGABONDS
A dust rriephit guiili-s tin earth elemental through the
taverns and passages of Blingdettstone. lf approached
peacefully, they can point the way to Enténiocl-l's Boon
tsee "Blingdensioiie Outsltirts" later in this chapter).

Flt~:NDtsH GIANT SPIDERS
Former servants of the tlrow, these spiders burn with
haleful energy. Treat them as giant wolfspiders with a
challenge rating or 1,1 (100 XP). resistance to cold. tire.
and lightning damage, and immunity to poison damage.
They are also immune to the poisoned condition.

GHOST
Some ofthe svirfnehlin who perished during the drow
invasion didn't go easily. and their ghosts linger. when
the characters encounter one of these ghosts. roll a d20
and consult the Ghosts Attitude table to determine the
attitude ofthe ghost.

CHOST’S ATTITUDE

dzo Attitude
1—6 indifferentand unaware ofthe characters until it is

attacked by them
742 lndifierent but aware ofthe characters
1347 Friendly
l$—Z0 Hostile

MEFHIT GANG
A mcphit gang consists ol1d4 dust mephits and l(l4
mud iinephits. ll encountered in Inner Blingdenstone
or Rtlckbliglll. they are insane and alt-.it:lt immediately.
Otherwise. they mock the party but don't fight except in
selfrdelellse.

ROAMING Ooze
The presence ofthc Pudding King (see “The Pudding
Court" later in this chapter) is drawing oozes to
Blingdenstone. Roll a d4 and consult the Roaming Ooze
table to determine what appears.

Roawllm: ooze
d4 Encounter
l 1 black pudding
2 l gelatinous cube
3 ld-i +1 gray oozes, one ntwhich is a psychic gray

ooze valiant (as described in the Monster Miiniiali
4 ldz ochrciellies

SVIRFNEBLIN WERERATS
These wererats belong to Clan Goldwhisker and are
searching for new places to settle within the ruins
ot the former city. They're always hostile and attack
the party if they can't flee. Use the weret-at stat block
in the Monster Manualwith a few tnodllications:
svlrfneblirl wcrcrats are Small and have the following
additional features.
ciiiimc cunning. The werevat has advantage on intelligence.
Wisdom, and Charisma saving throws against magic.

liiiiutt Spflllcailing. The wererat's innate spcllcasting ability is

intelligence (spell save DC ll) it can innately cast the (allowing
spells, requiring no material components

At will: ntindcimiiin iseltpniy)
‘l/day each; bilndnzss/deafness. lilur, disguise say

Stlme Camouflage.The wererat has advantage on Dexterity
(Stealth) checks made to hide in rocky terrain

XORN
This creature leaves the characters alone it they feed
it as least 50 gp worth of gems clr precious metals.
Otherwise. it follows them around Blingdenstone,
hoping that they leave behind something it can eat. The
xorn is antisocial and doesn't help the party in anyway.

IMl>olm§_N_'r_NPCs
When the characters visit Blingdcnstonc. they can meet
one or more of the fullowingsvirfnehlin.

BLINGDENSTONE NPCs
Dorbd Diggermattoclt Leader ofthe mining expeditions
senni Diggermattack Leader otthe settlers
Nomi Pzthshuttier Earth elemental wrangler with a task

for the party
Priest oicallarduran srnoothhands
with a task for the party

cunilk Tapfingev

Kazook Plckshine Aichernistand are specialist who
receives and gives quests

cliipgrsn Galdwhisker Leader erthc wererat colony
Burrow Warden ladgci Undead leader orthe

burraw wardens
The Pudding King Insane deep gnome enthralled liy

the demon lord lulblex

4
CORNERED RAYS

lFtliey are with the party, Topsy and Turvy do their best
to conceal and resist their lycanthropic curse ilthe
adventurers have not already learned etit, in the time
since they were imprisoned in velkyrivelve, the two have
likely undergone their wererat transiormatinn at least
once. when the decision is made to go to l-zllingdenstone,
the twins might tome (lean about leaving home because
oftllell curse, or they could abandon the adventurers and
strike out on their own in any event, they might (all in with
the Coldwhlskerclan ofwelerats. either on their own or
with the adventurers help,

 y
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SETTLERS, SQUATTERS,

gun INVADERS
The current citizens of Blingdenstone are a different
breed than their forebears. They aren't simplyhard
workers and resourceful miners. but also settlers,
explorers, and—above all—survivors.

LEADERS or BLINGDENSTONE
By deep gnome tradition, Blingdenstone is governed
jointly by a king and queen, but the svirfneblin have
had no true sovereigns while living as refugees tor the
good part bra century. Dorbo and Senni Diggermattock
are talented miners, but they have become even more
capable as community leaders. They spent years
planning an expedition to Blingdenstonc. paying
adventurers to scout and keep an eye on the territory
while they organized their people across the dwarven
holds and surfaceaworldcities that had received them.

After a decade of careful and determined planning,
the Diggermattocks led a toree back to Blingdenstone
to reclaim it. While they have not yet been crowned,

svnrmsstm
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everybodytreats them as the de facto rulers of the
Selllemenxl

ChieiDorbo oversees rebuilding industry. opening
mines. and organizing patrols to explore parts of the
ruined city that remain uninhabited by the svirfneblin.
He is also responsible for rebuilding and commanding
the new settlements defenses. Like most svirfneblin.
Dorbo is serious and aggressive when dealing with
outsiders: for all of that, however, he is also a loving and
caring husband and a thoughtful leader oihis people,
devoted to the vision that he and his wife share oia
Blingdenstone rebuilt and reborn.

Quartermaster Senni takes the count and lneasure
of everything. ensuring her husbandsefforts are
well supported and efiicient. She oversees the trade
efforts and caravans to Mithral Hall, Gauntlgrym, and
Mantol-Derith.She manages and helps to maintain
l3lingdenstone’smagical infrastructure, and is
intimately familiar with security conditions across the
settlement. As quartermaster, she assigns homes to
the everincreasing numbers of svirfneblin returning to
Blingdenstone.

MINERS’ GUILD
The svirfnehlin base most of their economic subsistence
on their ability to mine ores and gems. The settlement is
largely self—su('ficient, but it still relies on the duergar of
Mantol—Derithfor tools, weapons. and supplies.

Because the Blingdenstone economy depends on
mining, the Miners‘ Guild holds a lot of power in
Blingdenstone. Led by the Pickshine lamily. the Miners‘
Guild oversees all of Bllngdenstones mines, as well as
the mining, cutting, and enchanting of spell gems (see
appendix E), both for the settlement‘: defense and for
trade export.
STON EHEART ENCLAV s
This group of svirfnehlin spellcasters once trained
under the Emerald Enclave but eventually splintered
off, choosing to focus solely on earth elemental magic.
After doing so, they absorbed the surviving priesthood
serving the deep gnome deities Segojan Earthoaller
(the god of deep earth and nature) and Callarduran
Srnoothhands (the god of stone and mining).

The Stoneheart Enclave is in charge of summoning
earth elemenlals to help defend Blingdcnstone, They
also use their magic to aid in various engineering
tasks, such as widening burrows, closing otrtunnels,
or cstablishing spell gem emplacements and delensive
measures. When needed, the spellcasters of the
Stoneheart Enclave serve as extraplanar diplomats,
forging occasional agreements with item and galeh duhr
to aid Blingdenstone.

The ellclave's leader is Yantha Coaxrock, a young
female mage who splits her time and energy between
conducting magical research in Blingdenstone, aiding
the svirfneblin enclave in Manlol—Dcrith (see chapter 9),

and working with the rest of the Stoneheart Enclave.

BURROW WA RDENS
Most of the honored protectors of tho svirfneblin
died during the drow invasion. and the rest perished
while protecting their people during their flight from



Blingdanstone to Mithral Hall. Only the memory of their
valiant ctfort remains tuday—and even that is fading
due to the deep gnomes‘ penchant for forgetting their
own history.

in the last year. a handful of svirfneblin youths have
been training in secret under the rather terrifying rare
of the veteran Burrow Warden jadger. who lingers
on as a ghost. ln lile,_ladger was an expert in the
Undertlark and its many denizens. as well as how to
light theln. lie is grooming his brightest student, Trisk
Adamantelpiece. to command the new burrow wardens.
who are preparing to announce their existence to the
Diggermattocks and demand recognition as the new
Burrow Wardens of Blingdcnstone.

Gl-tosTs or BLINGDENSTONE
Although not truly organized, the ghosts of the
svirfncblin killed during the drow attack are an
undeniable presence. The settlershave been wise
enough to mark haunted burrows off from their
reclamation plans. But as new svirlneblin arrive and
need accommodation. space is starting to become
a problem. There are far more ghosts in the ruined
settlement than anyone expected. and each ghost is
ditrercnt. Some are harmless, appearing only as echoes
ofthe event that led to their deaths. Others are fully
aware—andoften hostile and dangerous.

Oclzlélvlool-t's BANE
ugremochsBane is a drifting cloud ottransparcnt.
magical dust that first appeared in Blingdenstone over a
century ago. Believed to be sentient. it is found roaming
the Rockblight section of the settlement. Elemental
creatures touched by the cloud fall under its control.

The cloud's origin remains a mystery. but it is known
to have something to do with Ogrémoch, Prince of Evil
Earth. A medusa named Neheedra serves Ogrémochs
Bane and leads some of the elemental creatures
that have become enslaved by the evil cloud (set: the
‘Ro<:kl:llight"section and urea 19 in particular),

CLAN GOLDWHISKER
After Elingdenstones fall. a gang of wererats tried
to make a home in the ruined cl

_ . Thc last handful
of svirlneblin hiding in Bllngtlenstonc after the draw
armies abandoned the city managed to kill or drive oil
the wererats, but many of the deep gnomes became
infected with lycanthropy.

Today. deep gnome wererats claims a large chunk of
the ruins under the name of Clan Goldwhisker.holding
territory against new settlers and gaging in urban
warfare against them. The pack leader is the cunning
and charismatic Chipgrin, whose concern for his packs
saiety has him hoping to negotiate a truce with the
Diggermattocks and stop his svirfneblin cousins from
seeing his people as dangerous monsters fit only for
extermination. Chipgrin is all too aware of the threat
posed by 0gre'mor,h'sBane and the oozes plaguing the
settlement, and he hopes that making common cause
against those threats will force the other svirineblin
to recognize Clan Goldwhisker's right to remain in
Blingdenstone.

THE PUDDING KING'S “CotlttT"
The so—called Pudding King holds court In the deepest
sections of Blingdenstone. He was part oi the first
settler mi sion led by the Diggerniattoeks, but the other
svirfneblin soon shunned him for his many disturbing
habits. among them his preoccupation with capturing
and stutlying oozes, and his penchant for stealing and
hoarding food until it rotted and then talking to it.

The shunned deep gnome eventually struck out on
his own. He spent years living among the oozes of the
region, eventually suhjugaring a black pudding he calls
“Princess Ebonmire" and a gray ooze he calls “Prince
Livi . When the demon lords arrived in the Underdark,
he followed the oozes drawn by]uil:lex's presence,
immediately throwing himself down before the Faceless
Lord and pledging his ctcrnal loyalty, His previous name
and existence ended in that moment. and now there is
only the Pudding King.

juiblex granted the Pudding King the power to
summon and command oozes, then ordered him to
return to Blingdenstone and claim it as part of thc
Faceless Lord's new domain. The Pudding King slipped
back into the closed—ofi areas of Blingdenstone and set
up court, summoning all manner of oozes along the way
and rendering portions ul the ruined city uninhabitable
and dangerous to outsiders.

Utterly insane and channeling a terrible power, the
Pudding King sits upon his throne with his “ehildren"
at his side. summoning ever more loyal subjects with
each passing day. When he is ready, he will send them
forth to cover and devour everything, transforming
Blingdenstonc and its people into one giant mound of
slime and goo formed in the image of his master. the
Faceless Lord,

BLINGDENSTONE
OUTSKIRTS
The quarries. mines, mushroom fields. and forges
of Blingdenstone are located outside the settlement,
accessible by tunnels and passages beyond the main
gate. Trade caravans headed toward Blingdenstone are
either rerouted to the outlying mines, farms. and forges,
or they are stopped at the city gate. where their cargo
is searched. unloaded. and distributed by agents of
Quartermaster Senni. This keeps unwanted riffraffout
of the city proper and protects Blingdenstones security.

The dccp gnomes working in the mines, larnis, and
(urges outside the settlement spend less time enjoying
the leisure and company nithcir kin and tricnds
back home. The rising madness of the demon lords
affects these brave pioneers more than thosc who live
within the rclativc security of the reclaimed parts of
Blingdenstone.

Svlrrneblin in the outskirts are more curt with
strangers. and a few might even try to steal from
them. Taskmasters at each location are now feeling
themselves driven to the point of near tyranny.
demanding that their workers toil ever harder. Some
miners pockct gemstones they dig out. while others are
drawn to possess things the adventurers are carrying.
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PEORLEMS Cunsn
ltthe gelatmous cube clabbagool travels with the party

(see thaptt-.r4), its presence poses a few challenges in

Blingdenstone The recent ooze attacks have the deep

gnomes rattled, and an intelligent, telepathic gelatinous
cube IS Somethingbeyond their urldetstarldlng.The
characters have to corlvlrlce the svlrfneblin to allow their
unusual companion lnstde, or tell it to remain outside the
settlement. ltlett outside, Glabbagoolmight eventually

find its way in through the wererat warrens, giving the
characters insight into how the other oozes are getting lflr

or appearing in the nick oftime to help the characters if
they find themselves in peril.

§NTfilr/got-l‘s BooN
__This large cavern is located west of Blingdensionc (see

the map of Unclerdark regions and locations in chapter
2) and has always been a closely guarded secret, Most
svirfneblin who knew of it perished during the draw
invasion of Blingdenstone, A few members of the
Stoneheart Enclave have heard oi its existence, but
have either dismissed it as legend or have simplyhccn
tno preoccupied with the reclaiming and rebuilding of

Blingdenstone to search for it.

The cave is two days‘ walk of the settlement. its

entrance a small tunnel leading to £1 ledge high above

the cavern floor. The cave is lined with stalagmites and
stalactitcs, but the dominant feature is the summoning
circle at its ccnler. The circle was once used by the

svirfneblin to summon Entémoch. 2| prince of elemental
earth. and his energies suffused the entire cavern,
empowering elemental summoning within its confines.

if the circle is used to cast a spell that summons an
earth elemcntall the speil's duration becomes 1d4 +
6 days and the spell requires no concentration. The
summoned elemental never becomes hostile toward the
spell‘s caster or its companions. To gain these benefits,
the caster must provide material Components in the
form orgerns with a total value or 10 gp per Hit Die of
the elemental summoned.

FINDING EN'l'c'MocH‘s Boon
Locating the tunnel that leads to Entc’moch‘s Boon is a

great service tor the svirtnehli and might be a quest
set tor the adventurers (sec "Uniting Blingdenstone"
later in this chapter). Despite how close the cavern is to

Blingdenstone. finding it is no easy task.
Characters can search for thc lunnel by traveling at a

slow pace in its general vicinity. Each day they search,
have the characters make a DC 20 group Intelligence
(investigation) oi- group Wisdom (survival) check. If
the group check succecds, the characters find a curious
waylnarker: 21 small pyramid of carefully stacked stones
next to the mouth of an otherwise unassuming tunnel.

After locating the waymarker and following the tunnel
next to it, the party can make a DC 20 group Intelligence
(Investigation)or Wisdom (Survival) check. On a
failure, the party wastes a day searching for the next
waymarkcr. llthe group check succeeds, the characters
find their next lead after 2tl6 hours: a tunnel whose
entrance is flanked by the sculpted faces ota male
and female decp gnome. This tunnel features many
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side tunnels concealed by roclt formations. The party
must make a DC 20 group Intelligence (Investigation),
Wisdom (Perception), or wisdom (survival) check. if
this group check succeeds. the party rinds Entemoch’s
Boon: ifthe check fails, the characters waste a day of

exploration searching for it.

Finding Entémochs Boon allows the characters
to make a check to improve the attitude of the deep

gnomes (see “Changing SvirfricblinAttitudes").
RandomEncounters. For each day of cxplomtion,

check for random encounters using the tables in chapter
2 and adjust the drow pursuit lcvel as necessary.

THE Brnsrs or Enrfiwloci-l's Boon
Characters who explore the cavern find shattered bits of

statuary. A successful DC 17 intelligence (Investigation)
check confirms that the stone bits are the remains of
petrified cave Vermin, Unless they lcave the cavern
immediately,the characters are accosted by a mated
pair of basilisk: that call Ente'moch'sBoon home.

Once the basilisks arc defeated, characters can
resume their cxploration oi the cave and find three
basilisk cggs in a nest made of pulverized stone. Each

egg is a 6»inch-diameter.20—p()I1ndsphere with a
pebbled-grayshell as hard as stone. Left alone, the eggs
hatch in 1d4 + 1 months. An infant liasilisk that emerges
imprints on the first creature it sees. lt thereafter
follows that creature around like its parent, demanding
to be fed. If the characters manage to keep the basilisk
alive, it reaches adulthood after twelvc months. Track its
growth using the Basilisk Maturation table.

BASILISK MATURATION

Age size Notes
AC ll; 4 (ion a 2) hit points;
speed l0fi.; Strl0 (+0); no
Petrrfying Gaze; bite attack is

+2 to hit and deals ‘l piercing

lntant Tiny

(up to 3 months)

damage plus 1 poison damage

on a hit; Challenge0 (10 xv)
AC U; 22 (Ads + 8) hit points;
speed l5 tt.; str l3 (+1);

Petritying Gaze has a range
ofis feet; bite attack is +3

to hit and deals 3 (M4 +1)
piercing damage plus 2 (ld4)

voung small

(342 months)

poison damage on a hit:

Challengei (200 XP)

Adult Medium See the Marlstzr Mlmbuzl

(\2+ months)

WHlTE_s31EliMlNE
_

Blingtlenstonefslargest salt mine is half a day's travel to

the south. Like many of Blingdenslones resourcc sites,
the road to the mine is easy to miss by casual travelers,
but sentrics hiding along the way can recognize iriendly
visitors (such as those in the company uljimjar, Topsy,

or Turvy) and guide them along the proper tunnels.
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Whiteshell Mine is an intcrcrmnectetl network of
small caverns dug into the vast salt veins lining this
area of the Undcrdarlt. The mine produces enough salt
to supply both the Blingtienstone settlers and sell in the
market hub of M;lntol—Derith.The mine has a tavern
devoted to keeping the giant cave lirards the svirtnehlin
use as beasts of burden.

The deep gnome Perigrog Serapedust runs the
mine with a fair but demanding hand. He believes that
the more the mine produces. the more hc can export.
and the quicker Blingclenstorie can be returnetl to its
former glory.

I_’1_cKsmNE MtNEs_
Renamed after the larg 1 and most influential family
tn the Miners’ Guild. tht‘, Pickshine Mines comprise
several mines scattered in a wide circle around
Blingdenstone. The deep gnomes have engineered
the access tunnels in such a way that only one known
entrance leads to tilt‘ mine complex. and this entrance
is defended by four galeb duhr disguised to look like
nrtlinaty bouldcrs and a dozen deep gnomes.

The largest mine shafts include veins of cttmmtin
metals such as iron and copper, as well as many veins
ui rarer mineral ch as mithral and adamantine. The
mines also l’lUl(l crystal caverns where the svirfneblin
harvest all manner of gems.

All the main routes to Blingdenstone inle ect
near the mine coinplexs rnain Cntrant , ineaiiiiig
the characters are likely to pass it huiore arriving in
Elingdenstune. If they stop there. they meet Daseo
Pickshine, the deep gnome ovcrseer in charge
otgencral operations. Dasco is willing to let the
Charttcters tag along with a ttargt) otnres heading for
Blingdensmne. happy to have the extra security.

§'l"oNEl-lEARr @1512 RY
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The Stonehcart Enclave has its headquarters in this
cavern suffused with faerzress and elemental energy.
This quarry doesn't provide stone for constructimi,
since Blingdcnstone builders need only take a pick to
any wall to find their building materials. Rather. this
cavern provides the small army of earth elenientals
aiding the settlers. anti its magical stone is used in the
creation of items such as earth mentalgems. rings
ofearth elemental command, and stones of controlling
earth elementals. Elemcntals entering into the Material
Plane here. whether by spell or other means, have an
additional 2 Hit Dice.

Normally,Yantha Coaxrock leads the operations in
the quarry. While she is in Matltt)i»DEri[h (scc chapter
9). her apprentice Nomi Pzithshutter is in charge or the
druids and wizards of the Stunelteart Enclave.

ELEMENTAL HEALING
Nomi Pathshutrer is aware of Ogrétnoclfs Bane and
has made it her life's work to protect elementals
from its influence. She studies samples of corrupted
elementals as part of her efforts, and rewards characters
who bring her at sample from any out—of—controlearth
elemental creature found in the unexplored areas

%.
Dooits or BLINGDENSYDNE
Heavy stone doors reinforced with steel or adamantirie
are found throughout the deep gnome settlement. Unless
otherwise indicated, a door in Bltngdenstone has AC 18, 40
hit points, a damage threshold on 5, resistance to thunder
damage, and immunityto poison arid psychic damage.

of Blingdenstune. She pays 10 gp per Hit Die of the
creature from which the sample was taken.

OUTER BLINGDENSTONE
Everything in Outer Blingdenstone was designed to
thwart would—l)e invatlcrs.

l STAIRS
Rising up to a broad terrace before the gate. these
wide stairs are built for gnomish fcct. They are diiticult
terrain for lyletltiini and larger creatures.

la. Carr LIFT
At the top oftlie stairs is a large entrance on the west
wall. where wagons are secured on stone sleds pulled
by it chain up a steep slope. The hoisting mechanism is
at the top or the hit is operated by an earth elemental,
although any creature with a Strength of 20 or any
group of creatures with the combined strength to lift
600 pounds can operate it.

The lift's tunnel is wide enough for the sleds but has
little clearance above them. The floor is part of the
mechanism and is difficult terrain. Climbing in and out
oi a sled costs 10 feet of movement.

2. MAIN GATE
The main gate of Blingdenstonc is él tloor made of steel
and mithral. inlaid with a secret magic-resistant alloy
and plated with adamantinc. The gate has AC 23, 60 hit
point. a damage threshold of20. r sistanee to thunder
ttaniage. and immunity to poison and psychic damage.

The terrace between the top 0ill1F stairs and the
gate has a slight upward slope. The slope imposes
disadvantage on checks made to rain the gate.

Eight deep gnomes guard the gate. One ofthcm
carries a s ellgcni (see 'd[)p€lldiX B) that contains a
see irzvt ty spell and uses it to scan for invisible
creatureswhen the party arrives Arriving characters
are questioned to determine tllei "mentions. The
guards are thorough but not threatening: as long as the
characrcrs S(‘Cl'I1 benign. they are granted entry. Four of
the guards c‘S(‘(ll’l them through the maze (area 3) and
the gauntlet (area 4) to Inner Blingdenstone.

Having_]it'n_]ar. Topsy. or riirvy in the party helps
smooth the characters‘ entrance to Elingdenstone. This
is especially important if the party contains one or more
draw, whose presence would otherwise demand an
armed escort at all times within the settlement.

It’ the characters rev .al that they are fleeing the draw.
the guards decide that Chief Dorbo Dlggcrmattock
should hear their tale. The armed escort that brings the
characters into the settlement leads them to an audience
with the chicfin area l4.
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3. MAZE
Between the gate and Blingdcnstone proper, the
svirfneblin built the maze: a twisting and turning path
that runs between 10—foot—high walls studded with nai
Climbing Ll nz|il—studdecl wall requires a successful DC
l3 Strength (Athletics) check. Even With a successful
check. a creature must succeed on a DC 13 D txterity
saving throw to avoid the nails, taking ld4 pi rcing
damage on a failed save. The path slopes up and down,
so sections can be flooded or inundated with poisonous
smoke. At certain points, the path narrows to allow
Small creatures through; Medium creatures must
squeeze, and Large creaturescan't tit through at all
unless they have an amorphous form.

A second path is inaccessible from the main gate,
traveling above the winding path. This upper path is
festooned with towers and battlemcnts where tleiendcrs
can fire freely at creaturesattempting to tnake their
way along the lower path. A paved road runs along the
western wall of the cavern. onto which wagons and draft
animals are hoisted so they can bypass the maze. The
hoist mechanism can be destroyed Wllh the single pull
ofa levcr ifinvaders manage to hijack it.

4-. GAUNTLET
Blingdenstoncfslast line of defense is a wide, winding
tunnel behind a gate similar to the one in area 1.

GATE Tow;-zns
Flanking the gate are two stone towers embedded in
the cavern walls. Peering through shuttered windows
in each tower are four deep gnomes. eight in all. These
gnomes operate winches that open and close the gate. If
the characters are travelingwith a deep gnome escort.
the gates open as they approach, allowing access to the
tunnel hcyond. If the characters arrive here unescorted,
the gnomes refuse to open the gate.

C)-l:\l’TFR 5 i ELlNlal)|-.NSTONE

TUNNE L
The tunnel has a 30-foothigh ceiling, and embedded in
its walls are spcllgerns spaced 30 feet apart and 15 feet
above the rough—hewnfloor. The gems are set in sockets
and held in place with sovereignglue. and each gem
contains a symbol spell. Any deep gnome who can see a
gem can activate the spell within it by using its action to
speak the proper command word. Any attempt to pry a
spellgcrn from the wall destroys the gem.

At the north end of the tunnel is a smaller door made
of stone reinforced with adarnantine (see the “Doors
of Blingdcnstone" sidebar). Fifteen—foot—high ledges
in alcoves flank the door. The ledges are currently
unguarded, and the stone door opens easily to reveal the
caves of Inner Blingdcnstone beyond.

INNER BLINGDENSTONE
Population:300 deep gnomes (svirfneblin)
Government: Work collectiveled by Dorbo and Scnni

Diggcrmattock
Defense: Militia. summoned earth elementals
Commerce: Salt. gemstones, and rare minerals
Organizations:The Miners’ Guild, the

Stoneheart Enclave
The defenses in Outer Blingdenstone paint a picture of
a paranoid people under siege. but once past the final
gates, the true character of the settlement is revealed,
warm. cozy, and welcoming, Blingrtenstoneis a rarity in
the Underdark.

Read the followingboxed text when the characters
first arrive in Inner Blingdenstone, omitting the second
paragraph it they arrive unescorted.

You leave the dark tunnel behind and step into what
looks like another world. These aren't sinister drow

caverns or harsh, bare stone, but a subterranean land of

warm colors and welcoming smells. The deep gnomes
you see going about their business glance up at you with

suspicion, but you instinctivelyunderstand that you face

no threat here.
one ofthe guards eseortlngyau abandons his severe

frown to give a deep nod as he prompts you past the

inner gate. "Welcometo Elingdenstorle, travelers."

5. RECEPTION HALL
This busy cavern welcomes visitors to Biingdenstune
and connects the most important chambers of the
new settlement. Two sealed tunnels here lead to the
GoldwhiskerWarrens. One is closed off by a deliberately
caused cave-in to the south, and the other by reinforced.
locked. and guarded gates.

6. BARRACKS
This chamber is above the main level of Blingdenstone.
and houses off-duty svirfneblin currently assigned to
defend the entrance.
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7. TRADERS’ GROTTO
This cavcrn serves as Blingdenstoncs central market.
All manner of fungi once grew in the moist grolm. but
a miscast spell turned them to stone centuries ago.
Blingdensloties merchants gather here in makeshift
stalls amid the stone stalks to hawk their Wares and
barter with one another. Arriving caravans lower their
cargo to warehouses carved out beneath the grotto,

Kazooxc PICKSHIN E

if the characters accepted Werz Saltbaronserrand in
Gracklstugh (see chapter 4). they can deliverWerz's
sack of gems to Kazook Pickshine. who has a stall in
the Traders‘ Grotto. Kazook is a deep gnome. If the
characters approach him openly and present the sack to
him. he muffies a gasp as he looks around. then quickly
ushers the characters into the stall, admonishing them
to talk quietly and not be so open. He inspects the gems.
weighs them by band while looking at the characters
with suspicion, then pays them for the deliverywith a
zircon worth 50 gp.

GIELATINOUS CUBE INCURSION
The first time the characters vi ’t the Traders‘ Grotto
without an escort, a clanging bell sounds near the main
entrance. when this happens. read the following boxed
text to the players.

The deep gnomes around you all draw weapons and

retreat as you see a guard stumble back. then rise up
in the atr, A strange shimmer around him reveals the
surface ofthe gelatinous cube that has engulfed him.

Two gelatinouscubes seep through a collapsed
tunnel between the Traders‘ Grotto and area 24 of the
Ciolrlwhisker warrcns. Both cubes advance, attempting
to engulf and consume any other creatures in their
paths until they are destroyed.

The trapped svirfncblin is named Mev Fllntknapper
(use the veteran statistics in the Monster Manual, but
also give Mcv the Stone Camouflage. Gnome Cunning.
and Innate Spellcasling features ofa deep gnome). He
has already taken to acid damage and takes another
21 (6d6) acid damage at the start of each of the cul:lc's
turns until pulled free with a suc essful DC 12 Strength
check. The attempt requires an action, and any creature
making the attempt takes 10 (3d6) acid damage is it

reaches into the cube.
lf Glabbagool is with the characters. it attempts

to intimidate the other cubes by interposing itsclf
between them and the characters. At your discretion.
allow Glabbagool to use the Help action to assist the
characters‘ attacks.

Treasure. Once destroyed. the hostile cubes spill
their contents on the groun 2 go and a +1 sliortsword
of drow manufacture (see the "Drowcraft Items" sidebar
in appendix B).

‘
lNNER Buucozusrons: GENERAL FEATURES

lnrier Blirigdenstone covers the areas the svlrfrleblin have
recovered rrdrn supernatural squatters and other dangers,
now secured by mundane and magical means.

Chambers. Blirlgderistone is not a single cavern, but a

network of interconnected caves and pockets the svirfnebliri
have widened arid worked rpr use as homes, workshops,
vending stalls. places crwdiship. stcrerdcrns, arid the like.

Other than the private homes ofsvlrfrieblln families. all

chambers are tall enough for Medium creatures to walk
around without dimculty, and common areas are even larger,

lt is rare for cavern walls to be bare in Bllrlgderrstorie, The
walls nrlarga caverns are studded with stairs and ramps
leading to balconies and hollows Sewing as storage or
sliops.Tl'ie largest caverns ara crisscrossed by walkways
allowing svlrfrlebllri and visitors to reach conrlectlriglurinels
high above the floor.

LigliL The caverns oflririer Elirlgdenstclrie are brightly lit

with a mix dttiiclurviinescerit rungi, caged giant fire beetles,
and magi:.Tl'le light from these chambers spills into short
connectingtunnels lacking their pwn illumination, creating
areas ofdlm light, Lorigertuririels have their own light,
usually magically prcducad

cininccringTunnels. svirfnelalin and other small races
can walk through tunnels with ease, but Medium or larger
creatures rnust duck and squaaztka feature intended to
control invaders‘ movements. Mostturinels have smooth
floors. but those around the periphery crthe reclaimed

areas are strewn with rubble and debris
Some ofthe connectingtunnels Irl Blingdenstcneare

trapped The most common traps are collapsing roofs and
spiked pits (see "Sample Traps” in chapter 5 nfthe Dungeon
Master‘; Guide). Many tuririels slope down liatnra rising up
again, allcwingtlie gnomes to flood them. All tunnel traps
are inactive in lrlner Bllngdenstorte. but the svirrnchlin can
quickly activate them in case ntarnargcncy,

DEVELOPMENT
After the gelatinous cube cncoiintcr, svirtneblin inform
the characters that incursions by oozes are becoming
more frequent. ln every case. it seems as though
the oozes are trying to make their way toward the
abandoned northwest section of the city (labeled "The
Pudding Court" on the map of Elingdenstonc).

XP AWARDS
The rhnracters gain a spcciai award or 100 XP each for
delivering V\'erz‘s sack of gems to Kazook Pickshine.

It the characters managed to rescue Mcv. or made a
sincere efiort to do so. award each of them 50 XR and
allow the characters to make a group Charisma check
to improve the deep gnomes‘ attitude (sec “Changing
Svirfnehlin Attitudes").

8. THE RUBY IN THE ROUGH
The Stoneheart Enclave agreed tojoin the
Diggermattock effort to rescttle Blingdenstonc in
exchange for help reclaiming this reniplc known as
the Ruby in the Rough. The temple is dedicated to
Segojan Earthcaller. the svirfnehlin god of deep earth
and nature, The rituals and day—t0—d2ly iluties of the
temple are overseen by a deep gnome named Cilyphic
shrocni1ight,a nervous young novice doing his best in a
situation requiring a much older and more experienced
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cleric (use the acolyte stati. s in the Monster
Manual. but also give Glypl , the Stone Camouflage.
Gnome cunning. and Innate spelleasting features ota
deep gnome).

Despite the desecration of the drow invasion and the
decatles of scavenging and raiding in its aftermath.

 __
TH E WAY Hon E

The svirfneblin know of routes from Blingderistorie to both
the surface world and cauritlgrym. If you want to keep the
characters adventuring iri the Underdark, Blirigdenstorle
should either be their last destination after having explored
the other areas in the initial chapters ofthe adventure, or
they should he kept busy with other commitments and
quests perore returning to the surface world. rhese quests
could come either from the deep gnomes or from earlier
chapters orthe adventure

The svirtnebliri won't help the party reach the surface
world until their attitude toward the characters is friendly.
The characters can achieve this through minor acts and
services (see “Changing svirrriclallriAttitudes" earlier in
this chapter), as certairi svirhiepliri ask ror their help.

Ifthe characters leave the svirineblin without providing
them assistance in dealing with their troubles, the deep
gnomes‘ attitude toward the characters is hostile iithey
ever return to Elirigderistorie.

 j7
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the old city's honored di-ad still rest securely in tlie
catacombs beneath the temple. A passage on the east
side of the cavern loads down into this network of small
linked caverns accessible only through the temple.

The catacombs are built along a mostly regular grid,
making it easy for characters to find their way among
standing statues and funerary nichcsr If the characters
come here followingrumors of ghosts, it's only a matter
of time before they meet Burrow Wardenjatlger, a ghost
from the time ofthe dmw invasion.

If the characters recovered FelCk's severed hand in
the "WhorlstoricTunnels" section of chapter 4, they can
lay Felek's spirit to rest by placing his remains in the
catacombs. If they do this. the ghost of Burrow VVardel1

Jadger appears before them.

BU RROW WARDEN _]At)crER
_[adger‘sghost greets the characters but disappears
through a wall ifthey attack. (Word quickly gets around
the settlement of the adventurers’ rudeness. negatively
shifting the gnomes‘ attitude loward the characters.)
Jadger speaks candidly about who he is and what
happened to him After gaining any sense that the
characters are eeking intorrnatioii from lhe svirrnchlin.
he asks them to pertorrn two tasks involving laying
other svirfneblin spirits to rest:



>lin.

Destroy Vazuk. a deep gnome who is mad with grief
and a threat to the other residents of Blingdenstone.
His specter can be found haunting his old home
in area 12a.
Recover the remains ola deep gnome named Udhask
and bring them to the uatacombsjadget knows that
the deep gnome died somewhere in Rockblight,the
northeast section of Blingdenstone.
Jadger tells the characters he will answer one

question tor each ghost laid to rest (includingPelek from
Crracklstugh. if the characters have returned his hand
here). His knowledge of thr: Underdark is considerable.
though somewhat ontdztterl.

XP AWA R us
If the party returns Pclck's remains to the catacombs.
each cltamcter gains a special award or 100 XP.

9. CULTIVATION CAVE
This cavern complex is devoted to the cultivation of
useful fungi the svirfneblin use in their cooking and
crafting, including the following edible and exotic fungi:

3d6 barrclstalks
6d6 hluccaps
3d6 Nilhoggis noses
3d6 torchstalks
3d6 trillimacs
Two blockedoff tunnels lead north and northeast to

areas that have not been resettled. All elemcntals are
kept away from the passages because the Stoncheart
Enclave believes they lead to the caverns where
Ogrémoohs Bane lurks.

10. STAGING AREA
This cave is forlilied with barricades and defended
by eight deep gnomes and four cave hadgers (see
“Random Encounters in Blingdenstone").There are no
earth elementals reinforcing security here because the
passage on the north wall sealed at either end with
a locked door—learls to areas where the deep gnomes
have confirmed the influence nf 0grémoch's Bane.

UNSEEN Evll.
The leader of the guards is a wryly cynical svirfncblin
named Sark Axcbarrel, who warns the characters of
reports ofa medusa lurking in the caverns beyond the
doors, in a section ofthe old city that the gnome refers
to as Rocltblight. If they decide to explore Rockhlight,
Sark asks them to find out whatever they can about
the medusa and kill her if they are able. He offers
a payment of 50 gp per character for useful
information, plus a diamond worth 1,000 gp it
they bring back proof that the medusa is dead.

ll. CAVES or CLATTER
This cluster of caverns on the eastern end of the
settlement serves as a workspace for weaponsmiths and
arrnorsmilhs. Traditional svirfncblin arms, including
picks, darts, and daggers, along with ring mail, scale
mail, and chain mail shirts, are forged and traded here.
Less common equipment such as swords and shields
can be custom ordcrcd. Prices for weapons and armor
are double those listed in the Player's Handbook.

The passages leading to area 17 are sealed ctr by steel
walls that can't be opened.

12. RESIDENTIAL CAVES
These caverns branch off into smaller caves serving
as ltuvels for families of svirfnerhlin. Tunnels lead to
secondary chambers that branch out into more hovels.
Deep gnome hovels have no doors.

The locals are willing to talk with the charactcrs.
pointing them toward a particular Cave that was recently
evacuated. A "ghost" manifested there and chased out a
family trying to scttle witltin (see area 12a).

l2A. VAZU K's HOME
Vazuk was a simple leathurworker who died in the druw
invasion. His spirit :.l\vt)ke when rt family moved intc
what used to be his home. then began to throw hrs and
terrorize any creatures roming near.

Vazuk is a specter (use the poltergeist variant). He
can't he turned while do his former home. He attacks
the characters as soon - they enter the house, all the
while screaming "Mine! My stuttl Not yours!"

Treasure. A character who searches the l't0\ el and
succeeds on a DC 15 Wisdotn (Perception) rhcclr
spots Ll concealed hole in the floor, The hole contains a
small zurkhwood chest holding right tiny rubies worth
250 gp each.
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XP Awunns
in addition to the XP earned lnr defeating Vztzuk, each
character earns 50 XP if they inform Burrow Warden
Jadger (see area 8) that the spirit has been dealt with.

13. SPEAKING STONES
A circle of stone menhlrs prcdating Bllngdcnstone
stands at the center nfthis sn-tall cavern. The gnomes
believe this henge is a cluster or truly zincient galeb
duhr. venerated as manilestatinns of the gods. The
more religious members of the Stoneheart Enclave
cast angury and commune spells within the circle.
interpreting the responses to their entreaties through
subtle changes in the Vibrations in the bedrock below.

CLEANSE THE STEADFAST STONE
Gurnik Taplinger, head priest nlcallarduran
smnothhandsin the stoneheart Enclave, approaches
the characters it’ they show any interest in the Speaking
Stones (use the priest statistics in the Monster Manual,
but also give Gurnik the Stone Camouflage, Gnome
cunning, and innate Spellcasting teatures oia deep
gnome). He asks them to undertake a taskin a closed
off area of the old city known as Rockblightiwhere the
temple of his god stands desecrated. If the characters
agree, he gives them a ruby spell gem (see appendix B)

containing the hallow spell and asks them to place the
gem in the Steadfast Stone's menhir (see area 22).

Gurnik warns them that once they place the gem,
0grémocl'i's Bane will send its servants to stop them.
They must defeat these servants until the gem awakens
three temple guardians. at which point the temple will
be cleansed and the characters can leave. Once the
characters accomplish this task, Gurnik channels the
power of the cleansed temple, bestowing a blessing
o/proleclion or a blessing of weapon on each or the
characters (each player's choice): see "Other Rewards"
in chapter 7 of the Dungeon Masters Guide lor more
information on blessings.

14- DIGGERMATTOCK HALL
This is the home of Dorho and Senni Diggermattock
as well as the “palace" of the provisional government
of Bllngtlenstune. Characters are escorted here if they
reveal to the guards in area 1 that they are fleeing
from the draw.

Two dozen or so svtrfnebltn occupy this well-lit cavern,
some moving briskly with messenger pouches in hand
while others huddle around several stone tables covered
in maps and other papers, talking In hushed, serious
tones. The back ofthe room is dominated by a dais
carved from the rock ofthe cavern. atop which rest two
stone desks facing each other. Two svlrfneb|in—one
male, one fema|e—sit behind the desks. conferring with

advisers and each other. They turn their attention to you

as you enter.

CH \PTER 6 B|lNi7DEN'STi7\E

The de farm rulers ofB1ingdenstone are interested
in everything the characters have to say about their
adventures. especially if they've witnessed any events
related to demonic influence in their visits to other parts
of the Undertlark.

The Diggermattocks ofier characters a safe haven on
the condition they cause no trouble in the community.
If asked about reaching the surface, Dorbo says he'd
like to help. but Blingdonstone is under severe pressure
and he can't spare anyone to guide them. Moreover, the
gnomes dont allow strangers to buy or borrow their
maps. Both Dorbo and Senni become evasive and angry
if the characters press the issue, at which point the
characters must succeed on a group DC 15 charisrna
check or have the attitude of the svirfneblin worsen.

If the adventurers offer to help the beleaguered
settlement, the svirfnehlin leaders mention things the
characters can do to help take the pressure off the
commun ity and free up its resources. Each task the
characters successfully undertake shifts the attitude of
the svirfneblin (see "Changing Svirfnehlin Attitudes").

“OPERATION: OOZE THERE?"
The Diggermattocks relay rumors that some monster or
magic in the northwestern pztrt of the settlement might
be responsible for the growing number of oozes in
Blingdenstone. If the characters return with information
about the Pudding Court and the threat lurking
therein, the Diggermattoclts pay them with an empty
spell gem of the highest spell level a spellcaster in the
party can cast.

“OPERATION: ExT1=.RMiNA'l'E?"
The wererats of the Croldwhisker clan are a point of
contention among the Diggermattocks. Dorbo wants
them out ofthe warrens to free up living space for
hard-working svirfnelalin. He also wants to recover
the House Center he believes is still in the wererats‘
grasp (see area 28). Senni argues that the wererats are
descendants of Blingdenstone citizens and deserve to
stay and rejoin their community.

Since the wererats are as territorial and defensive
as the svirtneblin, any attempt to parley has been met
with violence. Senni asks the characters to venture
into the warrens and talk with whomever is in charge.
The characters‘ report will determine whether the
svirfnehlin step up their efforts to eliminate the wererats
or work toward an agreement.

If Topsy or Turvy are with the party, they want to learn
more about thc wcrcrat community. If their own nature
as wererats is revealed to the Dtggermattocks or other
deep gnomes, the twins are given the choice of going
into the wererat-controlled part of Blingderlstone or
being cast out ofthe settlement altogether, which might
encourage the characters to meet and talk with the
Goldwhisker clan.

15 SINGING STONES
This elevated cavern near one of Blingdenstones main
residential areas holds a variety of rocks and crystals
in the middle of its bowlrshaped floor. Svirfncblirl
minstrels skilled in the art of stone singing can alter the



pitch of the vibrations emitted by the individual stones.
creating an erreet similar to an assemblage ofharp—
playing bards. When the characters initially come here.
a deep gnome named Garra Songstone is playing the
crystals for an appreciative audience of 3d4 deep gnome
children (noncoinbataiits).

16. THE FOAMING MUG
The Foaming Mug was built as an inn to house foreign
guests visiting Blingdenstone. It was abandoned after
the drow invasion but has recently reopened. While its
supplyof surface foods and beverages is meager, the
rooms are sized For Medium guests. with comfortable
beds and two separate hot springs used for bathing and
relaxation. There are no other guests currently. so party
members who stay here have the inn to themselves.
Many svirtneolin trequerit the inns taproom after Wnrk,
keeping the place lively. The tavern serves Darklztke
Stout, an ale that the svirfneblin purchase from duergar
traders in Marltol—Derith (see chapter 9).

Tappy Foamstrap. a bored deep gnome, runs the inn.
The characters‘ arrival is the most exciting thing that
has happened in months. so she peppers them with
questions about their lives and adventures, pushing free
drinks and food on them.

RUMOR AND HEARSAY
The svirineblin community is tight-knit. so rumors
spread quickly. Characters who engage with the tavern's
patrons while the gnomes‘ general attitude is indifferent
or triendly learn the followinginformation.

Blingdenstone's ghost problem is getting worse. and
there are even spirits haunting the catacombs.
There was a crazy svirfneblin back in the first (lays
of reclamation who disappeared. Some of the scouts
claim to have seen him. skulking around the unrecovr
ered areas of the settlement. (The scouts don't know
that this gnome is the Pudding King.)
The Stoneheart Enclave is closing in on a solution to
the threat of 0gre'moeh’sBane (untrue). The gnomes
call a large unclaimed area in the northeast of the
settlement “Rocltblight," as earth elementals go mad
whenever they go near it.
People are divided as to what to do about the wererats
living in the southwest caverns. Some want them out.
while others propose an alliance of mutual defense.
A merchant from Gracklstugh says theres an influx of
surfaccrworld coins there. but nobodyknows where
they come from, (See chapter 4 for more information.)
A svirfneblin caravan returning from Whiteshell
Mines encountered a parade of dancing myconirls.
Through their rapport spores. the myconids told
the gnomes about a "wedding celebration." which is
strange considering that myconids don't celebrate or
have weddings. (See chapter 5 for more intnrmation.)
The characters can spend a few hours socializing in

the taproom or the Foaming Mug. If they do. they gain
advantage on their next group Charisma check made to
improve the deep gnomes‘ attitude.

4
Rocitnlcrrr: GENERAL Fnrunss
Unlike the reclaimed pans of Bllngderistone, Rockbllght ls
barren, cold. and hostile

Light. All parts ofRocl(blight are dark except tor whatever
light sources the characters bring with them.

Canms and Corridors. The caverns and connecting
tunnels in this part oi Elingderistoneare ofthe same
construction seen in inner alingdenstorie, but are empty
and strewn with rubble.

Humidity. A few shallow pools and streams run
through the area, making the air ii.-imp and chill. Fools are
diificultterrairi.

ROCKBLIGHT
When the drow attacked Blingdenstone, 0gre'inoch's
Bane retreated to the far corners of the ruined city.
waiting for the time to reemerge, and seek out earth
elementals to corrupt. The malevolent entity didn't have
to wait long. as the drow sent teams of scavengers to
loot the treasures the deep gnomes left behind, bringing
their own elemental creatures with them.

Ogremoclrs Bane haunted the drow with the same
relentless cruelty it did the svirlneblin, turning their
elemental servants against them. Eventually. the drow
armies departed the city. but when they did. it drow
priestess of Lolth named Neheedra Duskryn stayed
behind. Neheedra was obsessed with collecting spell
gems for their power and beauty. intent on making
herself the regal and powerful master of her own
underground realm. She commanded a force of
drow servants and soldiers with unabashed cruelty.
relentlessly driving them to seek out spell gems and
increase her own wealth and povier.

Overcome by her own greed and vanity, Neheedra
engaged in dark rituals designed to secure her hold on
power. imagining that Blingdenstone would one day
become a drow enclave with her as its immortal lcadcr.
Unfortunately,the magical pacts she struck eventually
transformed the vain priestess into a medusa.

Enraged by her late, Neiieedra turned her servants
to stone and descended into madness. Over decades,
she petrified any creature she encountered. eventually



catching the attention of Ogrémochs Bane. Now. tlte
medusa works in concert with the lell entity. creating
stone servants animated by its power.

Since the return of the svirineblin to Blingdcnstone,
the deep gnomes have studiotisly avoided sections of the
old city that Ogrémochs Bane and Neheedra inhabit,
blocking it off from the rest ofthe settlement and giving
it the name “Rockhlight."

I] AlaANDoNEo REs1gENcl:s__
This large cavern mirrors the residential areas of Inner
Elirlgdenstone. except there is no warmllt or joy here—
only darkness and signs clfcarnage.

Every step echoes against walls beyond your circle of
light. The air is cold and damp, and you can hear a

waterfall somewhere in the blackness, along with faint

echoes of battle.

The echoes of battle are always in the darkness beyond
the range or the characters‘ light and darkvision. As
characters move toward the apparent source, the
echoes become more distant. as though originating
somewhere else.

Unless the characters quickly retreat whence they

came, the ghost ola svirlneblin named Udhask
appears. It uses I-Iorrifying Visage. then attacks with
his Withering Touch. if it takes any damage, the ghost
shouts “They are ecrningl Everyone must hide!" it then
flees. The characters can follow the fleeing ghost to an
old burrow. where it disappears. VVithin the burrow.
Udhask’s skeletal remains lie next to a stone bcd.
There's no evidence that he died a violent death, In fact.
when the draw attacked Blingdenstone, Udhask had at

heart attack and died while reaching for his loot (see
“Treasure").

Poor. AND WATERFALL
Awaterfall fed by an underground frcsltwater stream
pours into a 100—t’oot-diameter,10—foot-deep pool that
dominates the east end of the cavern. Flanking the pool

are two wide, rough-hewn staircases that climb 30 feet
to an overlookingcave filled crystals and fungi (area
18). The stream runs through the higher cave before
pouring into this one.

TREASUno
Udhask's skeleton appears to be reaching under the
stone had. A character who searches under the bed
and succeeds on ai DC 15 Wisdom (Perception) chock
finds a hidden compartment in the floor, Within the
compartment is a rotted pouch containing six 100 go
gems and a potion oiinvisihility.

DEVELOPMENT
Collecting Ut;lhask's bones and taking them to Burrow
Wardenjadgers ghost in area 8 completes one of
]adger’s tasks.

CHAY'l”ER is l l|Ll!\'GDl;\lST\’).\l-.
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A shallow, swiftly flowing stream bisects this (ave.
Crystallineformations sprout from the floor on both

sides ofthe stream, and rough-hewn staircases at the
back ofthe cave climb 30 feet to a barren stone ledge
with a pair otwinged statues perched atop it.

The "wingetl statues“ on the ledge are two gargoyles. if
the characters attack the gal-goyles or move within 30
feet of them, the monsters swoop down and attack. In
the second round of combat, an insane earth elemental
rises from the stone floor andjoi s the fight.

The stream that flows through the cave originates
from a naturally formed culvert in the northeast wall.
beneath the ledge. The stream is only 3 feet deep.

The crystal formations growing throughout the cave
are large enough for characters to hide behind, but they

are neither magical more valuable.

TR EASUR E

Among the remains ofthe earth eletncntal, the
characters can find an earth elemental gem. Before they

can use it. however. it ntust receive a remove curse spell
from a priest of the Stoneht-art Enclave. Otherwise,
the elemental summoned by the gem is always hostile
toward its summoner. The characters can also harvest
samples from the bodies of the corrupted elemental and
the gargoyles for Nomi Pathshutter (see “Stoneheart
Quarry" in the "BlirtgdenstoneOutskirts" section).

&9R;s_TAL GemN
Light from biolumivlescerlt fungi retracts through large

crystal formations erupting from the floor, creating a

kaleidoscope oreolois on the surrounding walls. The

crystals are semitransparent, slightly distorting images

seen through them. A statue ofa gnome cowers rleal a

crystal outgrowth, holding a broken crystal in its hands.

Six nightlights (see "Fungi of the Underdark' ‘n chapter
2) illuminate this cave. Tunnels in this area climb up
to area 20 and down to area 21. and two sets of stairs
carved from the walls lcad up to area 22.

The statue is actually a deep gnome named Vort. who

was turned to stone by Neheedra the medusa. He tried
to use one of the crystals to block the medusa's gaze
but failed. Anyone examining the statue notices that the
gnome seems to be raising the crystal toward his face,

as if to look through it.

The crystals here can be used as countermeasures
against Neheedras gaze. A creature with one hand free
can hold a rrystal to its eyes, gaining advantage on the
Constitution saving throw made against Neheetlra's
gaze. However. the creature makes attack rolls with
disadvantage.
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Z0. NEH
Neheedra Duskryn was part of the expedition sent to
loot Blingdenstone of its spell gems. Her abode refiects
the richness and elegance of the drow monarch she
yearned to be.

The adorrlrl-tents in this chamber would be more at home
in a draw city. spiderthemed tapestries, fine zurkhwood
furniture, and ranks orexpensivc clothing fill the area,
all ofit old and rotted. At the center oithe chamber, a
female drow sits upon a zurkhwood throne. She stands,

eyes closed and arms crossed as ifln medttatton or
prayer. Then her white hair writhes, and you see it is

conned orprle, hissing snakes.

The medusa attacks intruders without hesitation.
Neheedra’scurse has driven her mad, and reasoning
with her isn't an option.

TREASURE
Five of the dresses in Neheedra’s rack are made of
spider silk shaped b) drow magic. They are worth
200 gp cach if sold in the markets of the Underdark.
The drow magic on a dress fades when the garment is
exposed to sunlight. causing it to fall apart.

DEVELOPMENT
If the characters divulge the meduszfs location to
Sark Axebarrel in area 10, they receive the promised
reward of 50 gp each. If they deliver Neheedra’s head
to Sark, he also gives them the 1,000 gp diamond he
promised them.

XP AWARDS
The characters gain 50 XP each if they successfully
report back to Sarlt. whether they defeat the medusa or
not. Upon earning this award. the characters can make
a group Charisma (Persuasion) cheek to improve the
gnomes’ attitude (see "Changing Svirinehlin Attitudes").

21 DROW STATUES
This ve is filled with thirty statues of drow warriors,
all standing as ifon guard. ln her madness. Neheedra
turned these warriors of her house to stone. Over long

years, Ogremoch's Bane has used its power to animate
these statues, turning them into elemental creatures.

When the characters step inside the chamber, six
of the statues animate and attack. The statues have
the statistics of animated armor, except that they are
elcmentals instead of constructs.

The statucs attack until destroyed but don't leave this
area. If the characters spend l round or longer in the
chamber after defeating the last statue. six more statues
animate. This process repeats until either all oi’ the
statues are destroyed or until the characters leave the
cave. A statue also animates and attacks it touched or
otherwise disturbed.

Ocltémocl-t's BANE
It‘ every statue in this cave is destroyed, Ogrémoch's
Bane appears.

As the last statue crumbles, a cloud ofriust erupts from

its shattered remains and expands to till the cave.

The cloud is 0gre'm0ch's Bane. Characters within the
cloud can sense its malevolence. and a successful Dc
15 Intelligence (Arcana) check Confirmsthat the cloud is
otcxtraplanarorigin. The cloud has a flying speed of 20
lcct and is impervious to all damage and spells except
the following.

A gust ofwirld spell or similar magic can ion-ilrly
move the cloud.
Casting a banishment spell on the cloud sends it back
to the Elemental Plane ofAir ifit fails its Charisma
saving throw (it has a +4 modifier to the roll). A dispel
evil and good spell is equally effective and doesn't
require a successful attack roll; however. the raster
must be in contact with the cloud.

Creatures native to the Elemental Plane of Earth
(includingearth elementals. galeb duhr, gargoyles,
and xorn) that come in contact with ogrcimocns Bane
instantly fall under the clouds sway. The effect lasts as
long as the enslaved elementals and Ogremochs Bane
are on the same plane or existence.

XP AWARDS
If Ogremoch's Bane is lJEll"llSl|C(l back tn the Elemental
Plane of Earth. award each character 150 XP.

22_.VSTEA_DFAST S"roNE_
Once a temple of Callarcluran Smootllhantls. the deep
gnomes‘ god of stone and mining, this cavern was
named after its leng—lost galeb duhr protectors—the
dharum suhn (the "Hearts of Steadfast Stone").

The floor oithis cavern is worn smooth, but the walls are
rough. A great menhir carved from a stalagmlte stands
in the center ofthe chamber, pockmarked with dozens of

empty sockets that might once have held gems.

Characters with a passive Wisdom (Perception) score ,

of 14 or higher notice that the roughness ofthe walls
‘

outlines several large, vaguelyhumanoid shapes.

CLEANSING "rm: TEMPLE
tithe characters accepted Gurnik Tapiingcr's task (see
area 13), they can place the ruby spell gem he gave them
into one of the sockets in the menl1ir.Wl‘len they do so,
the elementals in the walls begin to stir.

As the ruby begins to glow against the menhir, the walls

begin to rumble. Part ofone wall shifts, detaches, and
charges toward you.
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An earth elemental materializes out of the Wall
l and attacks. When the elemental is reduced to 0 hit
l points it crumbles, and a galeb duhr emerges from

the ground near the menhir in an unoccupied space.
The galeb duhr faces outward in u guarding pose. but
doesn't move or respond. Another earth elemental then
emerges from the wall of the chamber and attacks.

F when it is destroyed. a second stoic galeb duhr appears.
l This summoning process repeats once more. until the

third earth elemental appears and is destroyed. The
' elementals ignore the galeb duhr, which continue to

stand motionless throughout the light.
When the characters reduce three carth elementals

to 0 hit points and summon three galeb duhr. a white
light shines from the menhir. producing a hallow
effect protecting the galeb duhr from the influence of
0gre'moch's Bane. The galeb duhr then animate and
acknowledge the characters with {I grave nod, before
settling down in their boulder guise around the menhir.

Gurnik delivers his promised blessings when the
I characters return to notify him of their success in the

temple. He can sense whether or not the temple has
been restored to its former glory. so if the characters
fail to cleanse the temple but tell him they succeeded.
he knows they‘re lying, and the deep gnomes‘ attitude
toward the party worsens, It the characters accomplish
Gurnik's task, they can make a DC 15 group Charisma
check to improve the gnomes‘ attitude. with all
characters making the check with advantage.

D1-:vELol=M E NT
A wide, descending staircase ends before a wall of
collapsed stone that blocks access to the tunnels and
caves that constitute the Pudding Court. The debris
can be cleared with a few days of work. However, if the
characters want to use this passage as an entry point
to attack the Pudding King. they can use a volatile
concoction brewed by Kazook Pickshine to quickly
clear the debris (see "Battle for Blingdcnstone" later in
this chapter).

XP AWARDS
Each character gains 200 XP for restoring the temple.

COLDVIHISKEIWARRENS: GENERAL FEATURES

One drthe fivst things lycarithropy cost the svirinelaliri was
their fastidious tidiness. The wereratwarreris are messy,

l with several areas smelling of mushrooms too ripe for any
normal person to eat.

Light. The wererats light theirwarrens with nightlight
iurigi and torchstalks (tee "Fungi ofthe Underdarlt" in

chapter 5)

mpr. The wererats have rigged traps throughout the
, warrens. All wererats know where the traps are and how
‘

to avoid them. The traps are marked with russet squares
on the map. The first time a party member enters one of
these areas, he or she triggers a trap unless the trap has
been detected and disarmed. Roll a d6 to determine the
type oftrap: 1-2, spiked pit (in feet deep and lined with
Iurkhwood spikes); 34, collapsing roof: or 54,, poison
darts. See “Sample Traps" in chapter 5 ofthe Dungeon
Master’; Guide for informationon each trap.
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CHAPTER c
l

BLIKGTJENSTONE
no

GOLDWHISKER WARRENS
The svirineblin wererats of the Goldwliiskerclan don't
remember having lived anywhere but in the ruins of
Blingdensione.They descend from survivors of the drow —

invasion who became infected with lycanthropyafter an
unfortunate encounter with a pack of wererats.

For decades, the Croldwhisker svirineblin have lived
and thrived in these caverns. avoiding drow and crazed
clementals. and securing their homes in cunning and
vicious ways. They arcrrt willing to leave just because
the onwards who fled Blingdenstone when it needed
them most have now returned.

23. MAIN ENTRANCE
The svirfneblin installed locked doors to close off this
section of the warrens. West of the doors, the wererats
have installed a trap (see the “Traps" section in the
"Goldwhisker Warrens: General Features" sidebar).

Four svirineblin wererats (see "Random Encounters
in Blingdenstone") attack when the characters trigger,
disarm, or avoid the trap. The wererats avoid biting their
enemies to minimize thc risk ofgiving them the “gift”
of wererat lycanthropy.If the characters kill two of lhe
wererats, the survivors retreat to area 25.

DEVELOPMENT
Sounds of battle here alert every other wererat in the
warrens. Thereafter. the wererats can't be surprised.

24. REFUSE FILE
The characters notice a foul stench as they approach
this cave. This chamber used to be a small residential
area, with homes dug into the walls at various heights,
but no one dwells here now.

The pile of refuse dominates the cave. It contains
decomposing matter. including a pair of slimy. partially
digested svirfneblin corpses. A successful DC 12

intelligence (Investigation)check reveals that the
gnomes were victims of some kind otooze.

25. HALL or MINERS
During Blingdenstones heyday. this cavern held the old
city's smelters and marketplace for ore and uncut gems.
It's now the main square of the wcrcrat warrens.

A small crowd has gathered here. Most olthe assembled
creatures are deep gnomes, but some have ratlike

feati.ires—includiriga fat specimen standing in front
ofthe others, smiling at you with jagged buckteeth.
“Peace," the big wsreiat says. He takes a step forward,

arms extended and hands open. “Chipgrin's the name.
l'm chiefofthe Goldwhiskerclan. Shall we talk?"

Forty svirinehlin wererats (see. "Encounters in
Blingdenstone") are gathered here, making combat
a dangerous proposition and likely inspiring the
characters to accept Chipgrin‘spoacetul parley. The
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wererat boss climbs a set of stairs to the top of a natural
rise (area 26), bidding the characters to follow him.

Chipgrin is a svirfneblin wereral with 45 hit points
and AC 14 (studded leather).

Z§.__gH11>G1z1N‘s RISE
The leader of the Goldwhisker clan claims this plateau
as his personal retreat and also entertains guests here.

Stairs lead to the top ofthis rise, where the floor is

covered with a soft and well-manicured carpet ofgreen
moss. The wererat chiefsits on a stone chair flanked by

two giant rats. Draped overthechairs back is a cave
badger pelt.

“Let's get down to brass hobrtails, then. You were sent
by the Diggermattocks ‘cause they want us out, right?
Right?! Well, they might get their wish soon enough, but
in a way they ain't likely to cheer about."

The wererats face constant attacks by the oozes and
are close to fleeing the settlement and leaving the other
deep gnomes to fend for themselves. However. Chipgrin
has learned otthe mysterious figure controlling the
oozes, and he hopes to use that information to strike a
bargain. If the characters are willing to hear what he
has to say, Chipgrin goes on to describe the crcaturc he
refers to as "the Pudding King."

“I remember him flum when he worked in the tunnels,
and my kin saw him when he returned. I know who he
is, what he's doing, and—most olal|—where he can
be found! Ifyou and the Diggerniattocks want, I

can
take you straight to hlm—|'lewhat calls himselftlrie
Pudding King."

The wereral leader remains civil. but he refuses to tell
the characters anything more about the Pudding King
until he has secured a meeting with the Diggermattocks.
If there is any hint nf violence.he calls for help.

lfihe characters decide to light, all forty svirfneblin
wet-erats in the surrounding cavern (area 25) rush to
attack, in addition to Chipgrin and his two giant rats.
Chipgrin orders his fellow wererats to take down clerics
first. then any other spellcasters, and to keep melee
combatants locked down. He doesn't kill the characters.
but makes sure they are infected with wererat
lycanihropybefore dumping them in the maze in Outer
Blingdenstune (area 3).

During any negotiation, Chipgrin is affable but firm
in his demands. He also asks the characters if they've
noticed anything odd among the svirfnehlin. The
wererats have noticed the greed and aggression growing
among their cousins living outside Blingdenstone
[see "Blingdenstone Outskirts"). However, they are
unaffected by it themselves. given their bestial natures.
Chipgrin doesn't know about demon lords. but he's

sman and can help the characters connect the dots if
they've heard ofjujblex and its unending hunger.

If either Topsy or Turvy are with the characters,
cliipgrin is pleased to welcome them to the Goldwhisker
clan. The twins accept the offer unless their bond of
friendship with the characters inspires them to remain
with the party.

DEVELOPMENT
This encounter tests the characters‘ skills as diplomats
and peacemakcrs. Ifthey take Chipgrins message to
the Digger-mattocks and arrange an audieiice, Chipgrin
suggests that they stick around long enough to see what
comes from "all this chirchat and howdy—dol"

27. SECRET TUNNEL
The wcrerats use this secret tunnel to enter and leave
their warrens. Oozes have also been using this route
to enter Blingdenstone alidjoin the Pudding King's
Court. The secret doors are well hidden and require a
su ssiiil DC I8 Wisdom (Perception) check to spot.

THE PUDDING COURT
The Pudding King set up hi court in the northwest
corner of Blingdenstone. slipping through the wererat
warrens with his beloved "children." Princess Ehonmire
and Prince Livid (see the "Royal Oozes" sitlebtir). Since
his return. the Pudding King has been using the power
granted him byjuiblex to summon and command every
ooze in the region.

28 Housg CENTER
This cavern was once the heart of Blingdcnstonds
govcrnment—a large space with a rocky sphere in its
center. The sphere is hollowed out and contains the
royal chambers from which the old kings and queens
rulcd. All of it has been transformed by the presence of
the Pudding King.

4
ROYAL Oozzs
Princess Ebonmlre is a black pudding wllh an lritelligenre
ofé (—zi and the ability to hurl blobs one substance as a
ranged weapon attack out to a range of 30 feet This attack
has the same attack bonus, damage, and effect as the
black puddings Pseudopod attack.

Prince Livid is a gray ooze with 30 hit points [use the
psychic gray ooze variant).
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The walls oftltis great cavern are covered in slime~
dripping, sickening green slirrie. Echoes ofdripping
water also fill the cave, in the center ofwltich is a large

spherical structure is held up oiTtl'le floor by stone
pillars. Around these pillars crawl dozens orliying

oozes, heaving forward Wl'\ll£ rezchlng out with grasping
pseudopods. The sphere‘: surlace. like the cave walls,

is covered with slinie. Black slime swirls with yellow and
gray slime in a disgusting soup, the unearthly patterns
in the movements oltlie slime straining your eyes and
tugging at your mind.

A disembodied voice fills the cave. “What's this, what's
this? Visitors? Now? Not yet! We're not ready: Go away,
pests! I will call upon thee and all oralingdenstone to
announce our glad tidings ofthe Faceless Lord to come
at the proper time! Eegone!"

Hundreds of ooze creaturescongregate here. drawn by
the will otthe Pudding King. They include dozens of
blackpuddings,gray oozes, and ochrejellies. as well
as the occasional gelatinouscube. H the characters
intend to rush this deadly tide. warn them that retreat is
a better option, and that this is a fight they aren't likely
to survive without strategy and aid. See the "Battle for
Blingdenstone" section for the ways the characters can
return here and have a chance to triumph.

ll Glabbagool is with the party. it attempts to
communicate with the other ooze creatures. telling the
characters that others of its kind are calling lor it to join
them. The adventurers can convince the gelatinous cube
not to go, but even if it does, Glabbagool might still serve
as an ace in the hole during the battle for Blingdenstone.

The cavern is damp and has a l80—t’oot—highceiling
lined with dripping stalactitcs. The walls are covered
with patches olgreen slirnc (see "Dungeon Hazards" in
chapter 5 of the Dungeon Master's Guido). Any creature
that comes into contact with a wall takes darrlagt‘
as normal.

ROYAL SPHERE
The hollowcdeout stone sphere is 150 feet in diameter
and elevated 10 feet offthc ground. such that the top
of the sphere is 20 feet below the cave ceiling. Stone
ramps without railings climb 30 fcct to four small.
open doorways in the sides of the sphere. A patch of
green slime (see "Dungeon l-lzlzarrls" in chapter 5 of
the Dungeon Masters Guide) hangs ahoye carh door.
The chambers the fill the spheres interior have been
scoured by the ooze creatures, leaving nothing but bare
corridors and empty chamhers. Even the metalwnrk
has been corroded and eaten away. There is nothing of
interest or value within.

29. RUINED STO_cl<§DE
This cavern was once a shrine for Bacrvan
wildwanderer, the gnnmish deity known as the Father
or Fish and Fungus. Now it Lielmlgs in thr Pudding King.

CHAPTER ti E|l\l('rlIF!\_\Tr).‘\'E

The sound ordripping water fills this dark cave, and
various oozes slither across the walls and floor. Some
sort ortungal wall or partition once divided the cave,
but that barrier has been destroyed. Beyond it lies more
wreckage and debris scoured clean by the oozes.

This area once contained a stockade fztsltioned from
zurkhwood and tritlimac tungl. Here, the deep gnomes
kept their deep mthé (tlnderdarlt Cattle). The place was
ransacked during the draw invasion, and the Pudding
King's oozes have dissolved most of what the draw left
behind, including the bones of the slaughtered rothé.
Two freshwater pools form along the west wall.

Dozens of ooze creatures—hlnck puddings, gray
oozes. and ochrejellies—irlhahit this cavern. However,
they don't attack intruders unless they are harmed or
commanded to do so by the Pudding King.

This cave is also home to a gibberingmouther that
isn't under the sway ofjuiblex or the Pudding King.
It crept into this cave and hides among the oozcs.
occasionally feeding on them. It looks like a pool of
recldlshbrown slime in thc middle ofthc cavc until one
or more characters touch it. whcrcupon it opens its eyes
and attacks.

3.0- THEONE R92M__.

Phospllorescerlt lichen illuminates this cave. the floor of
which is covered with pools orgreen slime. More green
slime clings to the ceiling and lorms hideous drapes
alongthe walls. ln the middle olthe cave, lacing east, IS

a sllmeecoveredthrone.

The Pudding King (see appentlix C) holds court here.
attended by his royal "children," F 'l1cess Eborlmirc and
Prince Livid (see the "Royal Doze idchar).

The PuddingsKing's throne is made of chiseled stone
and sculpted with lidless eyes and gaping mouths. A
patch cl green slime covers it (see "Dungeon Hazards"
in chapter 5 of the Dungeon Masterh Guide). More
patches of green slime hang from the ceiling and form
pools on the floor. The pools are easily avoided, while
the patches on the ceiling don‘t fall unless the Pudding
King commands them [0. The Pudding King can use a
bonus action to make a patch of green slime fall from
the ceiling onto El croaturc below.

ln front of the throne is a footstool made from a
squat, petrified mushroom. The mushrooms cap can be
removed. revealing a hollow compartment in the stern
where the Pudding King hides his trcasiirc.
TREASURE
The hidden compartment in the Pudding King's tungal
luotstuol contains 55 gp. 30 op. a potion ofpojson in
a gourd, two spell scrolls written on sheets of dried
trillimuc (conjure minor elcmsntals and speak with
planls). and a varnished nothic eye that functions as a
crystal ball orlroc seeing that can he used only once.



BATTLE FOR
BLINGDENSTONE
Once the characters see how overwhelming the
opposition is inside the Pudding Court, they have little
choice but to retreat and report their findings to the
Diggermattccks. The deep gnome leaders grimly thank
them for their efiorts. asking them to wait and attend a
council meeting the following day.

The council meeting takes place in Diggermattock
Hall (area l4) and includes Chief Dorho and
Quartermaster Senni, Nomi Fathshutter and Gurnik
Tapfinger representing the Stoneheart Enclave. Kaztmk
Pickshine representing the Miners' Guild. and Burrow
Warden_ladger‘s ghost or Trisk Adamantelpiece
representing the Burrow Wardens. lithe characters
talked with Chipgrin Goldwhisker and agreed to take
his offer to the Diggermattocks. Dorbo and Senni invite
him to attend as well.

Senni asks the characters to inform everyone about
what they saw. after which the council debates what
to do. If nobody suggests it first.]adger's ghost says that
Blingdenslonehas no hope to defeat this threat ii the
settlement stands divided. That means counting the
Croldwhisker wercrats as allics and recognizingtheir right
[0 rejoin the community.

Give the characters a chance to ask questions of the
svirfneblin regarding what each faction can bring to the
tahlc (see “Blingdenstonc Factions").

l31.INGDENSTO_NE FAcT1oNs
_

The following sections describe what each deep gnomc
faction has to offer in the Battle of Elingdenstone.

THE DIGGERMATTOCKS
If the characters don't suggest it. the deep gnome
leaders note that fighting all the oozes might not be
necessary. If the advcnturers can get It: the Pudding
King and destroy him. the oozes might be reduced to
their typically tnlndless and disorganized state. A large
force can serve as a distraction. while the characters
sneak in from an alternate route.

Dorbo Diggermattock wants the main force to attack
from the temple of the Steadfast Stone. Before the
battle can get underway. the temple must be cleansed
(sec area 22). Meanwhile. Senni Diggermattock gives
Kazook Fickshine the materials he needs to create an
alchemical concoction that can Clear the debris blocking
the way into the domains ofthe Pudding King.

THE GOLDWHISKER CLAN
chipgrin doesn't know about the Pudding King's deal
withJuihlex, but he knows the Pudding King can
command the oozes as ifthcy were intelligent. If the
characters help convince Dorbo Diggcrmattock that
the Goldwhlsker clan belongs in Blingdenstone. the
svirfneblin wcrerats participate in the battle and prove
sturdier than the average deep gnome. taking point on
any attack.

THE STONE!-IEART ENCLAVE
Stone is a resilient deiensc against oozes. making
earth elementals the perfect force to coinhat them.
Nomi Pathshutter suggests that ii Ente’moch's Boon
could be found and its summoning circle put to use. the
likelihood of victory would increast: greatly.

Gurnik Tapflnger says that with Ogremochs Bane still
lurking. any elemental brought to the battle runs the risk
oiheing driven insane.

Nomi and Gurnik agree that ifthe Steadfast Stone
is cleansed and Ogrémottlts Bane is banished. the
Stonehcart Enclave can protect its elementals during
the battle.

Tm: M1NElzs' GUILD
Kazook Pickshine can concoct an oil to protect weapons
and armor from acid corrosion. but he needs a large
quantity of ingredients imm Nevnrliglit Grove. lfthe
characters have already been in NeverlightGrove and
witnessed the horror or Zuggtmoy. they can discard
this idea or brave a stealthy return to the corrupted
myconid haven.

Another option is to send a shipment of salt to
Gracklstugh to trade for high-qualityweapons. The
characters could escort the caravan if the) have already
visited the City of Blades and have unfinished business.

SVIRFNEBLJN SPIRITS
If the characters have not already completed
Burrow wardcn ]adger's tasks. doing so tzonvinces
jadgers ghost to rally the other benevolent ghosts of
Blingtlenstonc andjoin thc battle.

TASK LIST
The success of any plan to rid Blingdenstone of the
Pudding King and his minions is more likely if the
characters complete the following tasks:

. convince Dorbo Diggermattock that the Goldwhisker
clan tleserves to live in Blingdenstonc.
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Find Entémocl-i’s Boon.
Cleanse the Steadfast Stone (area 22).
Travel to Neverlight Grove and harvest a wagon load
of ingredients among its fungal pools and fields.
Escort a salt shipment to Gracklstugh to trade for
duergar-made weapons.
Complete one or both tasks set forth by the ghost of
Burrow Wardenjadger(see area 8).

Let the players come up with other ideas that might
help, such as asking for aid from the stone giants of
Gracklstugh or stealing magic weapons from the drow.
Some quests might take time to complete, since they
require travel through the Underdark.

See the “Benefits for Completing Tasks" sidebar for
benefits that the characters gain during the Battle of
Blingdenstone if they complete certain tasks.

CRY HAVO
When the characters feel that they have attained
their goals and secured their resources, the battle for
Blingdenstone can begin.

Earth elementals under the control of the Stoneheart
Enclave lead the charge, followed by the wererats of
Clan Goldwhisker. Svirfneblln under Chief Dorbo
Diggermattock form the rearguard and provide ranged
support. lithe ghosts participate, they attack from
above and below. The plan is to get the characters to
the Pudding King while the other factions hold the
oozes at bay.

To reach the Pudding King, the characters must
face ld4 + 2 encounters. minus one encounter per
goal achieved in the "Task List" section. Roll a d6 and
consult the Battle of Blingdenstone Encounters table to
determine each encounter.

‘
BENEFITS FOR COMPLETING TASKS
Completlngcertain tasks in Blingdenstonecan provide the
characters with benefits and allies in the final battle.

- lftlie characters find Erltémo:ll's Boon and share its
location with the svirfneblin, or lfthey cleanse the
temple ofCallardi.lrran Smoothliands (area 22;, in earth
elemental aids them. lfthe characters completed both
tasks. the elemental has 15 additional hit points,
ltthe characters fetch the ingredients from Nevelllght
Grove, their metal equipment is immune to the
corrosiveeffects of oozes.
lithe characters procure weapons in Cracklstugh, they
can call (or ranged artillery support during the Battle
of Ellrigderistone. Each character deals 2 extra damage
with each attack during the “Cry Havoc!" encounters,
representing covering fire from svlrfneblln using
duelgar-made clossbows.
Nth: characetls complete the tasks set belore them
by Burrow warden Jadgel, each character can reloll
one attack roll or saving throw during the Battle of
Blingdentorie as a ghost emerges trorn the ground to
distract ioesl
lithe characters befriended Glabbagool and brought
it to Blirigderlstorle, the iritelligentgelatiriouscube
lolns the battle as their ally. ltclstitiagool letttho party
previously, it can reappear as a surprise ally during
the battled
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B/int: or BLINGDENSTONE ENCOUNTEIIS
d6 Encounter
l—Z ‘l tilsclr pudding and 2 gray oozes

3 1 gelatinous cube and i ochre jelly
4—S 3 guy notes and 1 ochre ielly

s 2 black puddings

During the battle, the voice ofthe Pudding King
can be heard through the layers of oozing miasma.
crying out “Fight for your king!" and “Glory to the
Faceless Lord!"

Oozmo ROYALTY
_When the characters defeat the last group of oozes, but

before they reach area 30, the Pudding King appears.

The insane, slime-covered deep gnome points st you and
cackles. “Devourthem, my precious children! Make your
father proud!" He then bolts as two oozes drop from the
ceiling in tront oryou, their dark rorrns flowing in your
direction with unsettling awareness and malevolence.

The characters must contend with PrincessEbonmire
and Prince Livid (see the “Royal Oozes" sidebar). These
dimly intelligent oozes defend their master to the death.
blocking the characters from reaching the Pudding King
as he retreats to his throne room (area 30).

Princess Ebonmire engages in melee, protecting
Prince Livid as it uses its Psychic Crush attack. Prince
Livid prefers to slink and hide while its Psychic Crush
attack recharges.

TREASUR E
When Princess Ebonmire dies, the black pudding
disgorges a pair of spellbooks with covers made from
troglodyte hide and pages made lrom trillimac fungus
(see “Fungi of the Underdark" in chapter 2). The covers
and pages are coated with a magical varnish that
renders them immune to acid damage, protecting them
from the puddings digestivejuices. The varnish also
protects against water damage.

A svirfncblin archmage named Lesla Carrowil
authored both spellbooks, The wizard spells contained
in each book are listed below: feel free to swap out any
spell with another of the same level.

The flrst spellbook, titled Underland Magick, contains
the followingspells:
ist level; dliirnr, calmspmy,comprehendIarlgungeS,firldfnmiIlar,

grease, id:rI£lfy,jl4mp, Torrid’: hldzaus ldugnm, lmszzrl servant
2nd level: dlrorselj‘, hlur, crown ofmadrless, gust ofwind,

invisibility, knack, mlzgli: weapon. pnanidsrnirlfom,
spldzr rlirnh

3rd level. blink, dlxpzl nurgir, gdszouxform, major image,
pramlionfrarri znzrgy, slaw, toriguzx, wlnzr breathing

4th level, liliglit.fdlrrlrore,firoshield, lidllurindrory terrain, /amt:
mature, nndntosrndl lrllzr. palyrvlnrph. srohzskirl

The second spellbook, titled Magickfrom Beyond the
Mirror, contains the following spells:
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liar.

ant

mi:

he

Stir level: Elglzy's hand, cllzudklll, hold monster, legend lure,

passwall, Rwy‘: telepathic lmrld, tzlzklnosrs, wall ofsttmz
6th level: chain llglltmng, disintegrate, Dmwml/'5 mnrrrt

summons, eyebimflzsh to stone. Otto’: irrerisrlblr dam,
cm: seeing

7th level:furcemge, mirage lzrclma, Mardevlklzlrlevfls magnificent
mansion, prismatic spray, revzrse gravity, telzpart

8th level i1rltlmlzglcfielli,fE5lllemlrlli, incendiary tloud, maze,
powerwora sttm, telepathy

THE PUDDlNG_KINc.
The mad svirlnehlin waits for the characters in his
disgusting throne room, If the characters haven't seen
the throne room before. read the boxed text description
of the room (see area 30) and add the following:

The Pudding King towers behind his slime~cov:red
throne and (bottles in his joy. “Calloohl Callayl Now you

can tom the party!" he cacklcs. “You can be one with the
Faceless Lord. lust let yourselves be eaten and disgorged!"

The Pudding King (see appendix C) prefers to cast
spells while using the throne for cover. As a bonus
action on his turn, he commands a patch of green slime
to drop from the ceiling onto one randomly determined
party member (see “Dungeon Hazards" in chapter 5 of
the Dungeon Master's Guide for the rules and effects of

green slime).
When one or more of the characters close |D within

reach of the Pudding King, he laughs madly as he tcars
away his humanoid guise and transforms into an ooze.
When he reaches 0 hit points, he shrieks as he dissolves
into a dense puddle of goo. Read the followingboxed

text as he expires:

“You haven’! wonl No! We Will rise from our children‘
We will be reborn from the Faceless Lord! luiblex will

consume the banquet ofthe Queen of Fungi and we
will all grow !"

With the Pudding King gone. the oozes lose their
organization. but they are still too many and the
svirlneblin sound the call to retreat. Three galeb
duhr led by the ghost of Burrow WardenJadgcr arrive
to take the characters to safety. If the svirtnebiin oi
Blingdenstone didn‘t already have a friendly attitude,
they become friendly toward the characters after
the battle.

DEVELOPMENT
Back in Diggcrmattock Hall. the gnome leaders make
good on their promise. giving the characters a stone of
controlling earth element.-ils along with the gratitude ol
their people.

XP AWARDS
lfthe characters participated in the battle, they gain a
special award of 200 XP cach.

LEAVING BLINGDENSTONE
The characters can leave lallngdenstone heroes
oi the svirfneblin. lfthey express inn», '

other Underdark locations. the deep gnomes give them
whatewr help they Can. including placing them in a
caravan to Gracklstugh or Neverlight Ctrovc. If the
Characters ask for help teaching the surface world.
the gnomes guiding ihein to a tunnel that leads there
(eventually). They also provide enough food. vtater, and
other basic supplies lot the party's journey.

The characters achieve a great victory iithey defeat
the Pudding King. but their victory is incomplete. The
Pudding Kings dealh is a small setback torjuiblex. and
the demon lord might send another mininn to command
the remaining oozes in Blingdenstonc until they art»
destroyed.

The "banqtlt=t" the Pudding King referred to is the
demonic rite of domination through which Zuggtmoy
plans to transform thc Underdark into her new zthyssal
domain. See Chapter 16. "The Fetld Vlletlding," for more
information.
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CHAPTER 7: ESCAPE FROM THE UNDERDARK
This (Jlaptcr marks lllr‘ midpriiiit or Out oiilie Atlyss
and se the eliaraeters finall) matte their way out tsttlie
Undertlarlt. Before th final push to freedtllni however.
the vengeful drau pm. im; the atlvt-nrurerscateh tip [0
them. intent on dragging tl1Cnl bath to their dttiviutn of
perpetual tlarkarss.

lf they survite this linnl rt>nft'ol1tzltit>ll. the Clltll’Ltt‘I(‘,l‘S

reach the surfazir in a place ttfyotlr cltttristmz.After
all tllcirarduous atlxcnturesi fl'I4',‘}.

are Flllzlll} safe to
return to their homes. and must say crootlliyc to litany
of the Nl-‘Cs wlm'vt' been travelingwith them. Though
the characters tlltn'r yet know in their €>t|7l(llKS in the
Undertlzlrk will llrillg them to lllt‘, zlttemlnn mt" the
dwarves of Gauntlgryrn. setting the stage for chapter Fl

and a new call to atlv nture.
By the time they reach this ptllnt. the cltararters

should he at l(‘£lS[ 7tlt lf‘\'!‘l. having overcome countless
challenges in their wild and dangertiiisiourney through
tllt; localinnss tlcscrlbetl in chapters l through 6. They
should also have reached H terrible ttonclttslun: multiple
dtrnon lprtls tirthe Aby s arc at large in the Lliitlerrleirk
and could soon threaten the surface world.

THE WAY OUT
since ihrir escape from velltynyelve in chapter l the
cliararters have sought a way out at the Lnrlcrclark.
Given the somewhat freC—f0rm nature of chapters 2

through 6. which the characters can untiertztke in am
order. it'< up to you to tletrrmlne how and when: the
adventurers finally lint] rhctr escape route. as best suits
the story ()ftl1ElrjOurllr,y through the Undertlark.

FINTJING THE WAY
Escaping th( L‘nclerdal'k is no simple matter. Cltaractcrs
who try tn find their own way out might wander for years
without stumbling uptln the right series of passages
to take them to the surface. As the DM. you determine
whcre ant] when they find the way out. The characters
can Visit the places described in chapters 3 through 5.
using the lnterronnecting material in chapters 2 and 3.
in iirtually any order. This makes it problematic to put
the way to the surface world in a particular place, since
the adventurers could just as easily bypass it as stumble
upon it prelnattlrrly. instead, the characle,rs' escape
is made possible by a set oft-onditions thatyou can
implement when the time is right.

BLINGDENSTONE
The ttrep gnome settlement (see chapter 6) has the most
dealings witll the surlace world of any community in
this region of the Underdark, and the adventurers canhittl the resources there to guide them out. However.
the deep gnpm . are dealing with a numhcr of looming
threats to their settlement. and they can't afford to help
the characters unless the characters help thtnrn hrst.

Since Blingdenstone is the most obvious and reliable
location from which to find a way out of the Lnderclarlt.
you might want to steer the campaign to other locations
first. This can be done by treating the other chapters as
side adventures to the characters‘ mainjourney, with
many olthose side adventures focused on the Characters
helping their NFC companions return to their homes in
the Utldertiark.



GRACKLSTUGH
The duergar of Grarklstugh have fewer dealings with
the surface world compared to other Underdark races.
relying more on trade flowingthrough Mantol—Derith
(see chapter 9). The paranoid ducrgar are reluctant
to share known routes to the surface world, so the
adventurers need to cultivate considerable influence
with the gray rlwarves to earn such a prize.

THE WORMWRITHINGS
The tlrow of Monzollerranzanknow of several tunnels
in tltis region ofthe Underdark that lead to the surface
world. Characters lucky enough to find one eventually
emerge in the Lurltwood. a forest south of the spine
of the World mountains. For more information on the
Wormwrithiiigs,see chapter 13.

FARTI-[ER Ammo
Various other tunnels and passages wend their way to
the surface in places around the Evermoors or even
more remote locations. You can place these wherever
you like. ifan opportune time for the characters
to depart comes along before cxploring any ofthc
previous nptioiis.

PORTALS
.-\ number of ancient portals can be found in the
Underdark. A functional portal is a magical doorway
leading to some other specific location in Facrun. If the
characters‘ choices during the adventure leave them
unable to secure escape with the help of the NFC: they
meet, you could place a portal in or near one of the
locations explored in chapters 2 through 6. If the portal
is damaged. the characters might need to repair it. The
characters also need to figure out how to activate the
portal. or find the key or spell necessary to activate it.
A portal can be one—way only and send the adventurers
anywhere you want.

GAININQ Access
By the time they have visited the locations detailed
in the previous chapters. the characters should have
knowledgeofa route to the surface world and a map or
guide to help them navigate it. These two goals should
serve as tools to help motivate the players throughout
the earlier chapters of the adventure. As a reward in one
chapter, the characters might leam of the existence of a
potential route out. leading them to another location in
the Underdark where it is supposed to he. Then they need
to find a map or guide for the potential route. which could
involve them in what is happening in the new location.
To complicatethe search. they might then discover that
a route or guide isn't all they had hoped for. but instead
leads them to more promising options.

As an example. the rharactcrs might hear ofa
potential route to the surface from Gracklstugh. They
go to the duergar city and become embroiled in events
unfoldingthere. only to be denied access by the gray
rlwarvcs. However. meeting a group of wandering
myconids in the city reveals that the myconirls of
Neverlight Grove know a great deal about the hidden
ways of the Underdark.

Clues and loads should become more plentiful and
substantial as the characters approach 7th level, leading
them toward their eventual escape rottte—and with

many adventures and encounters happening along
the way. ltyou hand out these hints and opportunities
carefully. the characters’ path through the Underdark
should feel like a smoothly escalating series of
discoveries. no matter what order they chose to explore
the locations and deal with the challenges ofthe
previous chapters.

BIDDING FAREWELL
When the characters finally reach the surface. It's likely
that some of their subterranean companions will choose
to remain in the Undcrdnrk rather than fact‘ the perils of
the surface world.

UNDERDARK NATIVES
Knowing that many or their NFC companions have
homes in the Untlerrlark can he an important part of
the decision—m;tking process that guides the characters
through the early chapters of this adventure. The
Underdark is a dangerous place. and characters might
be reluctant to let their newfound lrienrls fend for
themselves. Helping sums of them return hnrne makes
a good incentive to visit locations in the Undcrdark.
Shunshar. Topsy. Turvy, Stool, Runtpadump. and
Glabbagoolwould rather remain in the Untlertlarltthan
suffer sunlight.

SURFn_t:E DWELLERS
Companions such as Eldeth and Rent. u ho prefer to
live on or near the surface. gladly follow the characters
all the way out if they can. Eldcth wishes to return
to Gauntlgrym. -and her prcscnce there can provide
a conm~t:tion for the characters when they visit the
dwarven settlement in chapter 8. If Eltleth didn't
survive, she might have charged the characters with
returning her body or effects to Gaurttlgrym.Rout might
wish to rejoin his tribt or seek a new home (’l. where.
based Un how the events in the earlier chapters of the
adventure have influenced him. Depending on how
he was treated. the orc most likely parts from the
characters in peace out of respect for their battle
prowess. if nothing else.

WITH FRI]-ZND_S LIKE THESE
Buppido. Prince ncrrnrlil. and saritli might he gone
well before the adventurers are ready to return to the
surface. having already revealed their dark secrets and
treacherous naturr .

If Buppido or Sarlth are still around. cithet NFC could
go mad and attempt to kill the adventure s before they
reach the surface world. Derendil might still hold to his
delusion of heing an elfprince wanting to return to his
forest kingdom. However. the quaggoth is poorly suited
to travel on the surface. needing shelter t'i-om the light
during the day. He becomes tiiereasingly irrtitioiialand
erratic. seeing enemies and plots everywhere. until he
eventually accuses the characters of eolltidingwith his
enemies and attacks in El ITl2Itl fury.
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CONFRONTING THE DROW
The draw trorn velirynvelve have pursued their escaped
prisoners throughout the first hall of the adventure,
Along the way. they might have engaged the characters
in combat or set up a number ofnear—m encounters.
At times. the adventurers might have believed they had
DROW CHASE COMPLICATIONS

d20 Complication
1 Uneven ground threatens to slow your progress.

Make a DC 10 Dexterity (Acrobatics) check to
navigate the area. On a failed check, the ground
counts as 10 feet ofdifficult terrain.

2 A fissure, rocky outcropping, or debris threatens to
trip you up. Make a DC 10 Dexterity (Acrobatics)
check. on a tailure, you ran prone

3 You disturb a swarm efbats that makes one attack
against you before quickly scattering.

4 A colony otpiercers hangs 2o teet overhead. As

you pass, one ottham drops and makes an attack
against you.

5 You have to dodge aruutid stalagrnites and
columns. Make a DC 10 Dexterity (Acrobatics)
check. on a tailure, you talre ld4 bludgeoning
damage from running into an obstacle,

5 A mass otweplsing blocks your path. Avoidmg it

requires a successful DC 12 Dexterity (Acrobatics)
check. on a tailure, you are caught in the web and
restrained. As an action, you can make a DC 12

Strength check, bursting the webbing on a success.
The webbing can also be attacked (AC i0, hp 5;

vulnerabilityto are damage; immunity to poison
and psychic damage).

7 A patch otgreen slime drops from the ceiling,
requiring a successful DC 10 Dexterity saving
throwto avoid. on a failure, you are struck and
take 5 (ldlo) acid damage. Vou take 5 (idle) acid
damage again at the start ofeach ofyourturns
until the slime is scraped offer destroyed (see
“Dungeon Hazards" in chapter 5 ofthe Dungmi
Mann's cuidc).

is The floor beneath you is smooth and slick with

moisture, requiring a successful DC lo Dexterity

saving throw to navigate on a tailed save,
you tall pronc.

9 The floor beneath you is littered with sharp rocks
and debris, and you must succeed on a DC 10
Dexterity saving throwto cross it. On a failure, you
take ld4 ptercirig damage and the ground counts as
10 feet oidiificult terrain.

10 The chasc hicks up a cloud ordust, sand. or spores.
vou must succeed on a DC 10 constitution saving
throw to pass through the cloud. on a failure, you
are blinded urltll theend ofyuurtum.While blinded
in this way, your speed IS reduced by half.

11-20 No complication.

tlitrrclz 7 Est. trr rrtmi rlii l‘\t)H(l’\Ai1l\'

shaken off their pursuers for good. only to have the draw
show up unexpectedly. The characters departure from
tho Undcrdark offers the final opportunity for them to
confront their pursuers and settle the score.

The possibility that hcr prcy might escape drives
llvara onward. ln turn, shc relentlessly pushes those
under her command to redoublc their efforts to catch
the characters. At this point, the pursuit lcvel tracking
set out in chapter 2 is no longer relevant. llvara and
her warriors catch up to the adventurersjustbefore
they reach the uppermost level ofthe Underdark. The
adventurers can choose to lead the draw on a risky
chase, or stand and right.

D ROW C HASE
If the advcnturcrs flee from the drow, use the chase
rules in chapter 8 of the Dungeon Master's Guide to play
out the pursuit, The drow arc on foot. If she gets close
enough to do so. llvara tries to cut off the party's escape
by casting web across the tunnel ahead. In addition to
giving chase, the draw in the pursuit party pepper thc
characters with poisoned crossbow bolts, hoping to
render some oithem unconscious.

CHASE COMPLICATIONS
Each participant in the chase rolls a dZ0 at the end of its
turn and consults the Drow Chase Complications table.
The result (if any) affects the next chase participant in
initiative order.

It the characters escape from the draw, they can exit
the Underdark unopposed. Ilvara returns in disgrace with
nothing to show for her considerableefforts, although she
and others from Velkynvelve might reappear when the
adventurers return to the Underdark(see chapter 15, “The
City of Spiders").

It you want to extend the chase, the draw could pursue
the characters onto the surface, which places them at
a disadvantage once the sun comes up (see “Evening
the Odds").

if the draw catch up with the characters, the chase
becomes a combat (see “Stand and Fight").

STAND ANDrFrI(7}7}}T

If the characters stand and fight, or ifthe drow catch
them, they're in for a tough battle, Ilvara alone is a
challenge for a group of 8th-level characters, and she
is accompanied by her most powerful servants. The
attacking drow force consists of the following:

Ilvara, draw priestess ofLolth, armed with a tentacle
rod in addition to the usual equipment
Asha, junior dmw priestess (use the priest stat
blockin the Monster Manual, but give Asha the
Fey Ancestry, Innate Spellcasting, and Sunlight
Sensitivity features of a typical drow)
Shoor andjorlan, dmw elite warriors(Jorlan has
disadvantage an attack rolls, Dexterity checks, and
Dexterity saving throws)
Four draw warriors
liany of the named drow were killed in chapter 1. they

have been replaced by other draw with similar statistics.
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On her first turn in combat, Ilvara casts conjure
animals to summon two giant spiders to fight alongside
the draw. while Asha casts spirit guardians on herself
and concentrates to maintain it. The other drow cast
darkness to hinder ranged attackers before closing to
melee. Shoor protects llvara, while Jorlan makes he errnrt
to protect his fellow drow. Ilvara prefers to strike [mm
a distance with her tentacle rod. or cast spells such as
poison spray and ray o/"sickness.

If llvara loses more than halfher hit points, she
attempts to summon n yochlol demon,

EVENING ‘rm: Oops
The characters might have a couple NFC companions
around to help them defeat the draw (see "Bidding
Farewell"), but ifthey need more assistance, consider
the followingoptions:

Having pushed themselves to catch up to their prey,
the drow all have one level of exhaustion.
llvara and Asha have already expended some of their
spell slots.
The characters make it to the surface before being
intercepted by the drow. and the dark elves follow
them into daylight. Under the light ofthe sun, the
drow have disadvantage on their attack rolls and on
Wisdom (Perception) checks relying on sight. The
drow can pursue the characters for l hour before their
armor and weapons are destroyed by the sunlight.
Asha chooses the confusion of combat as the moment
to betray Ilvara, attacking while the elder priestess's
back is turned. llvara instantly turns her attention to
eliminating the traitor, distracting her and weakening
the draw side if she succeeds.
Wanting to deny llvara the triumph of recapturing
the adventurers, jorlan turns against his tellow drow.
attacking them until he's slain. lf he survives. he turns
against the characters in his self-destructive fury once
all the draw are dead.
One or more NPC companions whom the characters
left behind in the Underdark show up to help, having
spotted the pursuing drow and followed them,

TREAS U R E

The characters can claim any equipment and treasure
carried by the draw, although drowcraft items don't
survive exposure to sunlight (see the "Drowcraft Items"
sidebar in appendix B). ln addition. if the characters fled
Velltynvelvc without retrieving specific magic items or
valuables. Ilvara can be carrying those items, allowing
the adventurers to finally reclaim their property.

XP AWARDS
Each character earns 300 XP if the party makes it to
the surface.

FURTHER ADVENTURES
The end of this chapter of Out of the Abyss forms
a break between the first half of the adventure and
the second half, which begins when the characters
are summoned to an audience with King Bruenor
Battlehammer of Gauntlgrym (see chapter 8). You can

use the break between the two halves of the adventure
to deal with any or all of the following.

OVERLAND TRA}_/EL

Once they reach the surface, the characters must still
travel some distance to reach civilization.Most of the
tunnels that connect to the Underdark in this region
he in or near the Evcrmoors or the Lurkw0od—wild
regions filled with ruins and monsters. You can choose
to narrate as much of the party's overland travel as you
wish. setting up encounters en route. If Elt .th is still
with the characters. she wants to set off tnr Crauntlgryrn

as soon ' s possible. If the characters accompany
her, this journey can easily form part of the bridging
material between this chapter and chapter 8.

EQOVERY AN]; DowNnME,
After their harrowing experiences in the Undcrdark.
the characters might need time to recuperate, ridding
themselves of madness and find the means to break
curses and Cure diseases. Other downtime activities
are also possible (as determined by you. the Dungeon
Master). For more information on downtime activities,
see the "Downtime Activities" sections in chapter 8 oi
the Player's Handbook and chapter o of the Dungeon
Masters Guide.

REsu1=l_=LY

Characters can visit a surface community or trading
post to acquire proper equipment and supplies in
exchange for some of the trcasu res they bring out at the
Underdark, By the beginning otrhapter 8. they should
be properly and fully equipped for the first time nice
the start of the adventure.

WARNINGS
The events the characters have witnessed during their
harrowing t-scape are likely to make them want to warn
the world that demon lords have come to the Underdark.
It's only a matter of titne before these fiends find their
own way out of the depths. threatening the existence of
the surface world.

Characters belonging to factions might feel compelled
to report to their superiors. Others can share what
they've learned with well-connected NPCS who can get
the word out. The attention gained by the characters as
a result leads into the events of chapter 8.

LEVEL ADVANCEMENT
The characters should be 8th level by the start of the
next chapter, It they‘re not there yet. plan additional
encounters so that the characters can earn more
experience points during their overlandjourney to
Gauntlgrym.

Ifyou'd rather skip the encounters anrljump ahead
to chapter 8. assume that the characters survive a few
harrowing encounters en route (which you can describe
or not) and gain enough XP to advance to 8th level by
the time they reach Gauntlgrym.
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CHAPTER 8: AUDIENCE IN GAUNTLGRYM
After their escape from the Untisrtl-ark tn t‘h£Ipt<‘r 7. thc whatever method best Suits the story‘ depending on
adventurers have time to rest. teetipernte. Lmtl rrurwnt where they go and what the are doing followingtheir
thcrnsclvcs back in the surface world fmtn whirls they rcmrn to the surface wurltl. II tzan be in the form of :1

werc taken. some three months after their returth tht-_t messenger carrying a handvt ritten letter bearing the
rcccivc a Summons to the dwarf kingdutn of G2>un|1gt'}rI1 kings seal. or even an Zillilllal n ngttr or sending
in the North. King BTIICHOI‘ Battlehammer desires til’! spelt {orttscd on one or more orthe advtenturt-‘,rs.
audience with them regarding their rApet'trm‘es In the Regardless of how it gets to them. the m ,., gs ts. mple
Ufldffdflfk.RCpl'KISCl1IEIllVCS of sev ‘at factttms with and clear:
an intt~rt-st in what is happening In the Underdztrk
will also be in attendance. Following the autltentr.
Brueunr extentls an offer (0 (hi) CHEIFEICICFS. who are
ta d Wllh returning H) the Undcrdark once more on a
perilous tntssien

Came at am: to catmztgtymjat an audience with King

Bruznar Btzct/ehtzmmer, ta discus: matter: ofgrm/2

Importanceconcerning your zxpzrtzncex in the unrrutxm

SUMMONEDBYBRUENOR Characters bclongintz to any of the {actions involved in
King Brucnor has learned of the Cllaracltrs exntnits 3,, ,,,,.,,,.,.,g M Gm,mtg,y,,, (See --F0,g;,,g 3,, A11,a,,L.e--)
from dwarf merchants and couriers rrvrmh rrturvtvrl might re (‘IVC n summons from their raetioti as well, and
trot-n the ttnth-rtinrk (If Etnnth Fcldrun was |J‘r\I'l nt the mum n "mt Wm, [M rCprcSen‘a[ive of mar tmmn
adventur-‘r » tr sful escape and returned safely to the ttwnrrhnlo ifcircumstances permit. otherwise.
In Gaumlerymt word of the parr,v’s hcrmcs came to the ehotee to rnakt: the journey is up to the characters.
Eruennr Ihmugh her- She “Guum1t:r.»m Connectiuns. '> although ignoring Brut:nor's request leads the dwarf
King Bruennr's summons rt‘,&I(’h£'S thr rh.-tracters bv king to :e"d WC, mum ".55,-‘cm n1C5§ageS_
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QAUNrLGRyM CoN}_~IEcTtoNs
Ii Eldeth Feldrun survived and escaped from the
Underdark with the characters. she is eager to
return home to Gauntlgrym, and does so at the first
opportunity. In that case, King Bruenor‘s summons
might come in the form ofa personal message or a visit
from her. and it's likely Bruenor has heard all about the
Undordarlt exploits from Eldeth.

lf Eldeth didn't survive. she might have charged the
characters with returning either her remains or her
warhammer and shield to her home. This errand can
bring the characters to Gauntlgrym of their own volition
even before Bruenor's summons.

Either aiding Eldeth's return or honoring her memory
enhances the party’s reputation with the dwarves of
Ciauntlgrym. It also reinforces King Bruenor's opinion
that these adventurers are the right people to do thejob
of investigating the happenings in the Underdark.

I:R.RWA.L_____
Once the characters arrive at the gates of Gauriilgryni,
they are welcomed as the king's guests and estxirtetl
into the underground city. through the Vault of Kings
(see below), and shown to guest quarters. The tlwarves
oi‘ Gauntlgrym take matters of hospitality seriously.
ensuring that the adventurers are offered food. drink,
and a chance to rest and refresh themselves before their
audience with the king (see ‘Audience Wlllt Bruenor"
under “Events in Gauntlgryrn ).

The characters’ arrival is noteworthy. and the dwarvcs
of Craiintlgrym treat them in a manner befitting great
dignitaries. You can also have one or two of the faction
representatives described under “Forging an Alliance"
pass the characters in the corridors ofthe city, giving
them curious looks —and perhaps even making a brief
introduction—bcloremoving on.

GAUNTLGRYM
In ages past. the subterranean city of Gauntlgrym was
the capital of the ancient dwarven Delzoun Empire. lts
cavernous halls—some large enough to contain entire
surface villages—werecarved with unerring precision.
their ceilings soaring scores of feet overhead. Towering
statues of dwarvcn gods and heroes stood Vigil over
chambers and thoroughfares. the least of which w s
wide enough to march fifty dwarves standing abreast.

The mines of Gauntlgrym produced endless tides
of iron. silver. gold, and mithral. and booming trade
brought goods and wealth to the city from aero
Faerun. But it was the Great Forge that was the burning
heart and true treasure of the city. Deep beneath the
settled levels of Gauntlgrym. dwarven crafting and elven
magic bound the slumbering primordial Maegera. a
being of fire and destruction, harnessing its incredible
powers to heat the forge. On anvils of adamaiiiiiie
blessed by priests of Muradin. great items of power
were forged, their base material infused with a splinter
of Maegeras essence. The unceasing wonders flowing
from these forges helped make Ciauntlgrym into one of
the most magnificent cities Faerun has ever known.

Relations heiweeii the great empires ofthe elves.
dwarves. and humans soured as the centuries passed.
And so when numberless hordes of ores smashed
into the north, each empire stood alone. The war was
brutal and devastating. Gauntlgrym was swariiied by
rampaging armies of ores, and the empire of Delzoun
was overrun in the terrible fighting. Ultimately, the
dwarves of Delzoun drove Liaclt the orcs. but at great
cost. The once—mightydwarven empire was left crippled.
never to recover, and the great city of Gautitlgrytn was
left in the control tifzin orc horde.

It was humans from nearby llltlsk who finally drove
the orcs from Gauntlgrym. but their hold on the city
provedjust as SlItil’l—li\’€d. as foul creatures from
the Undcrdarlt swarmed from the depths to claim
Gauntlgrym as their own. Ovcr the next thotisand years,
history turned to legend. and mighty Ciauntlgrym was
all but forgotten on the surface world. lllithids. tluergar.
drow. and aholeths vied for control of the fallen city. its
treasures. and the prinlordial still bound within its core.
The draw House Xorlarrin eventually took Ciauntlgrym.
establishltlg a new city they called Q'Xorlarritt.
producing Vteapons at the forge that they traded and
used to pay tribute to Mr:nzi>berranzan.

ln retzeut years. the dwarf hero Brticnor
Bzittlehammerwas able to seize the lzililed city back
from its drow masters. Bruenor. along with his
<‘om}iani0ns Wtilfgzir. (:[|llti€'bTlB. Rt: and Drizzt
Dti'Ur<len. gathered many allies from the surface world
and nearby lJndt'rtlark conlmunities zintl retook the
city. They prevented Maegera from being unleashed
upon Faertin. and set about attempting to restore the
city to its tornicr glory. l3rueiior now sits upon the Great
Tlircne ct i\l0l‘€|(lll'l. working to rebuild the city and keep
it safe—c\'t:n its a iiew threat looms in the depths of the
Underdzlrk.

The following areas within Gauiiilgrym might be or

some imptjrlallce during this part of the adventure.
although they don't represent the full measure ofthe
city by any means. A detailed description of every level.
Cl)an1lJP1',tIllt.l vault ofCiauntlgryin would take up an
entire volume olits own, and the characters have limited
[lIT|C to see the wonders of tlie tlivarven city.

Ti-tl~: VAULTVOF KINGS
Large enough to enclose a small town. this highceilinged
ttliztmber ri iiliove a network of bridges. stone towers.
and sturdy \V1lllS t‘ar\'ed from rtittk and sheathed in iron
and I1'll\l'Il'iIl. Dozens ofsmaller cllambers load out from
the \ aiilt pi Kings. includingsprawling residential areas
not yet iillrtl liy (}auntlgrym'snew occupants.

The vault is on ilie samc‘ level as the city's main gates
and can he reached from there. though a stem of
smaller gates and chcrkpoiiits has been set up to keep
potential invaders from reaching as far as the throne
room. That section of the taull. where the king spends
.1 titinsiderablcamount ofhis time. i. a large hall lined
with pillars and tieiiclies. intentietl as a meeting place
as much as a stszit of rulership. The Great Throne of
Moradin is prritnctt-ti by powerful nitigte, and forcefully
ejects anyoric but the rightful king who attempts to sit
upon it. While so seated. Brueiior has advantage on all
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Intelligence, Wisdom, and Charisma cht:cks—a divine
blessing granted to the king of Gauntlgrym by Moradin
and the other dwarven gods.

The majority ofthe city's current inhabitants live
and work within the vault, happy to share tales of the
city's reclamation and praise Br\lenor's leadership at
any opportunity. This is where the characters reside
as Bruenor's guests, and where the representatives of
the live factions are likely to be found. Here. residents
and guests alike enjoy access to well—lit passages.
comfortable quarters. and substantial amounts of food
and drink.

4
GAUNTLGRVM: GENERAL FEATURES

Caumlgrym is a city carved out ofthe living rock, with
halls and passages wide enough for the largest dragons
to walk through. There are hundreds oflevels, twisting
stairs, functioning elevators, and a system ofrnine
carts crossing in and out ofthe central hub ofthe Iron
Tabernacle. The players should feel their characters
are in a place otgreat antiquity. poised on the edge of
reclaiming its ancient glory. By no means is the city
fully occupied. indeed, given the relatively small size
of Bruertor's occupying force, keeping track ofanyone
within Gauntlgrym is nearly impossible.

Light. In the upper levels and around the iron Tabernacle
and vault or Kings, Gauntlgryrn is brightly lit Dnftglobzs,
phosphorescent tungi. and huge brazlers and troughs
of burning coals fill most hallways and chambers. Lights
in many parts ofthe city are dirnrrted somewhat during
the nighttime hours, so that its residents can mark the
passage oitirne on the surface world, In the lower reaches,
around the Great Forge, light isn't as ubiquitous. Farther
down, and in parts ofthe city yet to be reclaimed from
the ruins otthe past. there is no light otherthan whatever
visitors bring with them.

Mine carts. Mining was one ofcauntlgryms primary
sources ofwealth and materials. To facilitate the
movement of are. as well as the great quantities of
stone used to construct and expand the city, the dwarves
lard rniles ottrarlr traversed by mine rarts propelled
by erlcharitments woven into their wheels. Even after
thousands of years, the tracks remain largely intact
and the magic ofthe carts has not faded. where the
carts trundle steadily throughout the city, cauntlgrym's
residents use them for travel, hopping on and off along
the system's wide range ofroutes,While in Gauritlgryrri,
the characters can also make use ofthis convenient
transportation system.

All tracks eventually lead to a switchingstation in the
iron Tabernacle. There, posted operators rnanipulate levers
and gears to transfer carts from one track to another.

Ghosts. The shades oflong-deceased inhabitants ofthe
city, from the time ofthe Delzoun of old, haunt many of
the tunnels and hallways of Cauritlgrym. These spectral
remnants are seen passing through ruined sections ofthe
city as ifthose sections were still intact, following habitual
routes, engaging in silent conversation with one another,
and generally keeping out ofthe way ofthe living. From
time to time, the characters mtght run into a dwarven
ghost who warns thern away from a place ofdanger, or
confront a less beneficial creature such as a shadow or
speoer. King Eruenor has decreed the restless dead be left
alone for now unless they cause problems
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The Vault ofKings is heavily patrolled and guarded
by shield dwarf veterans traveling in squads of six.
It is the safest part ofthe city, and the characters can
probably depend upon its security enough to rest
without interruption in one of the guest suites provided
to them, barring any unusual occurrences (see "Events
in Gauntlgrym").

THE IRON TABERNACLE
The Iron Tabernacle is Gauntlgrym's spiritual and
cultural heart as well as its physical center, More than
a temple, the tabernacle . Zln entire section or the city
larger than some surface towns, devoted to the faith
of the former Delzoun Empire and of the dwarves
who answered Bruenor's call to reclaim the city. Vast
cathedrals of stone once echoed with the paeans of a
thousand chanting voices. Great sculptures in honor
of a multitude pl’ gods gazed across an array of shrines
and altars. Priests stood ready by night and day to tend
to the spiritual needs of their people, and hundreds of
stone tablets trumpeted the holy words of Moradin.

Like so much else of ancient Gauntlgrym. the Iron
Tabernacle isn't what it once was. The intricate patterns
and knotwork have faded from the walls, some of the
statues have begun to crumble, and many passages
are blocked with rubble. The devilish duergar, once in
control of the mines below, took delight in defiling the
holy icons of the absent dwarves. They defaced statues,
tore down altars, and carved obscenities into the sacred
tablets, Anything ofvalue, such as silver or mlthral trim,
gold icons, and hallowed weapons, has been completely
scavenged.

REEUILDING FAITH
Shicld dwarf priests have begun the lung task
of rebuilding, revitalizing, and restoring the Iron
Tabernacle to its former glory. The area is vast, and its
halls are numerous and multileveled.The dwarf priests
have restored many shrines and altars, and have cleared
paths through the cracked and broken hallways to the
Vault ofKings so that Bruenor can make personal visits
[D the main shrinesand offer thanks to the gods. This
procession often includes Bruenor's visimrs or those
ambassadors from the surface who come to Crauntlgrym
to seek counsel with the king. Bruenor leads these
processions not only to show oh’ the city and its sheer
size. but also to take measure of his guests‘ endurance
and patience in matters of spirit.

ALL ROADS LEAD HERE
As the heart otoauntlgryrn, the iron Tabernacle is the
central hub of the city's passageways and railways.
Broad corridors. winding stairs, iron rails, roadways
carved into the earth—nearlyall the city‘s major byways
pass through the tabernacle. Every part of Gauntlgrym
can be reached from this area, albeit sometimes
indirectly. Notably, the Vault of Kings is about a mile to
the north of the Iron Tabernacle, and the Great Forge
is several hundred feet below it and a half mile to
the south,
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SLUMBER or ANCIENTS
The lowest level of the Iron Tabernacle is a seemingly
endless collection of crypts. Laid out according to
patterns or traditions now lost to time. the tombs
contain thousands of G:luntlgrym's honored dead.
Some crypts are simple bier thers are intricate
sarenphagi. All include names. titles, and lincage carved
into the stone. A number of scholars have been drawn
to Gauntlgrym in response to Bruenor's call, hoping
to record a complete lineage olthe great families of
Gauntlgtym, including their possible connections to
modern bloodlines, from an exhaustive study of the
records carved in the crypts stones.

Unlike the rest of the lron Tabernacle. the tombs are
unmarred. Spectral dwarves are common in this area,
though their spirits remain quiet as long as visitors arc
respectful of the dead. If any creatures attempt to deface
or steal from the sarcophagi. a mob of dwarven ghosts
quickly attacks. Start with a total number of ghosts
equal to the number of intruders present. then add two
new ghosts for each ghost dcstroyed.

IRON TAEERNACLE RANDOM ENCOUNTERS
The Iron Tabernacle is close enough to some of the
lower reaches and fissures in the Underdark that
monsters from below occasionally rind their way in
and set up lairs in one shrine or another. The dwarves
impress upon the characters to he on their guard. or
to take guards with them. if they visit. From time to
time, the sound of combat rings through the tabernacle
hallways, a contrast to the chanting voices of the priests
and a sure sign that something unwelcome has made its
way into this most sacred of places.

Check for a random encounter once every hour
of travel in the lron Tabernacle by rolling a dZ0 and
consulting the table below to determine what. if
anything, the characters meet.
IRON TABERNACLE ENCOUNTER:

dzo Encounter
142 No encounter

13 l cloalter

l4 ld2 drltlers
l5 1 dwarfghost (friendly unless attacked)
l6 Patrol consisting ofsix shield dwarfvzterans
17 ‘l shield dwarfpriest and id‘? +l shield

dwarf acolytes
18 his +1 gargoyles
19 lgrick alpha and 1dA+ 1 gricks
20 M4 rust monsters

THE GREAT Fons}:
The Great Forge IS a cavernous chamber divtded into
smaller sections housing furnaces and anvils. Some
areas of the cavern are raised on daises of stone. while
others stand in shallow pits. Layers of stone catwalks
crisscross the chamber, providing not only vantage
points but also anchors for pulleys transporting buckets
of ore and water throughout the forge. The Great Forge
is about a half mile south of the Iron Tabernacle and

several hundred feet below it. and can be reached by
mine cart or on foot.

It was said of old that the iron Tabernacle was
Ciauntlgrym'sheart. the Vault at Kings its mind. and
the Great Forge its mighty hands. Here. on udatnantine
anvils blessed by Moradin's priests. wonders were
hammered from iron. mithral. silver. and steel.
When Gauntlgrym thrived. the forge echoed with the
hammering and songs ofa hundred smiths working at
once. In time. it might do so again.

It was the furnaces of the Great Forge that made
this place the apex of the dwarf smiths‘ art. lur those
iurnaees are driven by the power of Maegera the
Dawn Titan a primordial imprisonetl below them.
Slumbering within the stone. Maegera exudes an
unnatural heat that the dwarvrs tap into bywinding
coils of copper and adamantine throughout the forge
like webs and using them as conduits to transfer
magical heat to their furnaces. Runes of power carved
into the walls and etched into the coils allow them
to withstand the intense energy. Metals melt almost
instantly in the furnaces of the Great Forge. and tools
cast from those metals are enchanted with motes of
primordial essence.

When Maegera awoke in the last century, the earth
shook. and many of the furnaces‘ conduits were severed.
Today, lengths of twine-thin metal hang limp and broken
throughout the rubble of the Great Forge. which lies
upon the bones of those unable to escape the Collapse of
bridges and walls. other ooils remain in place, and the
furnaces to which they are linked burn as hot today as
they did in centuries gone by.

THE FIERY P1-r
Heat and ruddy light emanate from a pit in the depths
of Gauntlgrym. Chambers and tunnels lead away from
this chasm at different heights. Despite channels built
into the walls to carry water to the magma below. the
heat from the pit is ferocious, Gouts of steam billow up
through cracks in the stone to fill the chambers above
this area, and the earth rumbles in a pulse like labored
breathing.

The Fiery Pit is the prison otthe primordial known as
Maegera. who slumbers fitfully in its depths. The only
sign ofthe entity's presence is a whirlpool oiwhitehot
magma that resembles a great eye. set in thr center
of the lake of molten rork at the pits bottom. Maegera
sleeps and dreams. hallconscious of its surroundings
and half delirious with whatever dreams haunt a being
of pure destruction.

When the mages of the Arcane Brotherliood first
tapped into Maegeras power. they used water magic
to bind elementals that cooled the primordials rage
and kept it asleep. This bond lasted for centuries until
the channels of water were closed through trickery by
agents of Thay. With the pits cooling mechanism shut
down. Maegera stirred in its slumber, and its dream of
ruination was enough to destroy Gauntlgrym.

tn the years following. Maegera groggily awoke
from time to time. causing earthquakes throughout
the region. Eventually. the primordial was returned
to its slumber through the efforts of Bruenor, Drizzt
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Do'Urden,_larlaxle,and other heroes. Where Maegera
sleeps now. the intense heat it generates once again fires
the Great Forge of Gauntlgrym.

BACK IN OPERATION
Under Bruenor's watchful governance. the Great
Forge has again begun to produce metalworks. If
the Characters are in the market for any metal goods
(includingarms and armor). or have any such goods in
need of repair or replacement. the dwarves of the Great
Forge are happy to help. No magic weapons or armor
are available for sale. although damaged magic items
can be repaired.

The king has left the day—to—day running of the
Great Forge to a pair of experienced smiths: Helgrim
Candlewick and Rollo Summergold (both shield dwarf
veterans).

GREAT FORGE RANDOM ENCOUNTERS
The Great Forge is always occupied by either Helgrim
or Rollo. their apprentices and assistants (2d4 shield
dwarf commoners). and shield dwarf veterans working
in squads of six to guard the active furnaces. The
characters might also cncountcr other creatures if they
explore the unoccupied areas of the Great Forge. Check
for such an encounter once per hour oftravel or rest
outside the protected areas of the forge by rolling a d20
and consulting the Great Forge Encounters table to
determine what, if anything. comes out of the darkness.
if the heroes call for help, four shield dwarf veterans
arrive in M4 +1 rounds to aid them.
GREAT FORGE ENCOUNTERS

d8 Encounter
'|—'l4 Na encounter

15 M4 + i doppelgangers disguised as shield dwarves
16 1:12 fire elementals and Ida magmins
W l salamander and ld4 + l fire snakes
is i spirit naga
is we troglodytes
20 ‘l wraith leading ids +1 specter:

EVENTS IN GAUNTLGRYM
This chapter is dominated by negotiation. social activity.
and diplotnacy—lirst directed at the characters, then
directed hy them. The adventurers must first hear what
King Bruenor has to say as he entreats them to head
back into the Underdark to find ottt more about the
rising threat of the demon lords. Then the characters
must help convince the other factions summoned to
Gauntlgrym to aid them on their in‘ 'on. This section
of the adventure has some opportunity for action, but
players who enjoy plotting. making plans, and pitting
NPCs against one another can shine here.

Takc note of your players‘ preferences. If they're not
much for long periods of conversation with NPcs. you
might want to move things along a little more quickly.
On the other hand, you can really bring to life not just
the faction representatives and the dwarf king in this
chapter. but also highlight the personalities and goals of
the characters and any NPCs who remain with them.
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tiU})IENCE wrrn BRUENOR
After the characters arrive and are shown to guest
accommodations, they are allowed some time to refresh
and prepare themselves. They are then called to an
audience with Bruenor Battlehammer, the king of
Crauntlgrym. Read or paraphrase the following:

You are taken to a mighty hall tn which a red~haired

dwarfoffierce and proud demeanor sits upon a

massive stone throne. flanked by a number or guards
and advisers. Although a long stone table has been set
to one side. laid out with refreshments. there do not
appear to be any other guests. "weIeorrte,'friends," says
the king. “I've a mind to know about the rumblings and

rumors about goings-on in the depths outside my city. If

ye relate to me what ye know. we can talk about what ye
might want to do next."

King Bruenor listens carefully to what the adventurers
have to say. Once the adventurers have told their talc.
Bruenor might have a few questions. particularly
concerning the threat of the demon lords. The dwarf
king answers questions from the characters if they
have any. However, if asked about his overall plans, he
says simply that he must consider all the information
presented to him and consult with advisors. With the
audience at an end. Bruenor tells the characters he will
consider all they have told him, and that they will speak
again at a welcoming feast later that night.

9 AT THE FEAST
After the characters have had a chance to speak with
Bruenor and lake care of any personal business.
the Vault of Kings plays host to a memorable feast.
In attendance are representatives of different
factions from the surface world. who have come to
Gauntlgrym following rumors ofbizarrc events in
the Undcrdark. If any of the adventurers belong to a
faction, representatives of that faction might even be
followingup on information provided by the characters
themselves. See “Forging an Alliance" for more
information.

The celebrationserves both to welcome the
adventurers, who are seated at the high table with
Bruenor, and to provide an opportunity for the
representatives of the different factions to gather socially
and be offieially introduced to the adventurers. In addition
to the king and his allies, a number of dwarves from
Bruenor‘scourt and important citizens of Gauntlgrym
are also present. The feast is also an opportunity for you
to include NPCs of your choice who might either be from
or visiting Gauntlgrym,or part of the entourage of one of
the representatives.

This is a free—form scene, which you can play out
as best suits your group. It can range from a detailed
rcleplaying session, with characters mixing and
mingling with their potential allies and members of
Gauntlgrym society. or just a brief description of the
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event and the characters initial impressions of the
faction representatives. before their later efforts to
negotiate with those representatives for the factions‘ aid.

If you want to add some intrigue or action, consider
having one of the options from "Enemies Among Us"
interrupt the least. gi rig the characters an opportunity
to demonstrate their abilities in front of their potential
patron and allies. Rogue fire elementals roaring out
of the hearth or at disguised assassin poisoning one
or more of the representatives can completelychange
the scene.

BltUENoR’s PLAN
Once the feast winds down, Bruerior excuses himself as
the guests depart. Shortly thvrcilfler. ‘cl sertant comes
to collect the characters and takes them to a private
chamber where the king orcanntlgryinawaits them.
His previouslyirientily manner has iurnetl grave.

“We told the allies ye met tonight what ye told me," he

says. “l invited them here to learn what is happening, to
share what we know, and to get their backing for what it
IS

l

propose, Ye have braved the Urtderdarlt and lived to
tell the tale, Ya know, better than anyone, what it is we
face, but we need to know more

"The Zhentarlm have a stake in a secret Underdaik
trading post called Marito|—Devlth. iiye (art get them on

our side. they'll guide ya there, where ye can meet with

one oftheir agents, chazrirri DuLoc. He can provide

ye with a map to Gravenltollow. It's a legendary plate
built by the stone giants long ago. said to coritairi all the
knowledgeoftlie depths. lfthere's answers to be found
for what has happened, ye might find them there, If ye

are willing to go back, that is
“I don't propose to send ye into the dark unprepared,

and I hope ye make an impression on those gathered
here so they’l| support our cause and your mission. From
all We seen and heard, there's no one better to do what
needs be done.

“So. what say ye?"

Paraphrast: Bruen0r's speech as needed to handle
interjeetions by the characters. The king provides
honest answers to any questions. He truly does believe
the char ters represent the best option to lind out more
about the demonic threat, unless they've given him any
reason to think otherwise.

Brtienor assures the adventurers they will have
his gratitude and that of all Gtiuritlgrym—indeed.
of all Faert]n—if they are successful. lithe
Characters press for details or try to negotiate
compensation for their service, the king points
out that Crauntlgrym has considerable space.
and he can offer them titles, property, and the
products of the Great Forge as rewards, Such
mercenary negotiation lowers Bruenors opinion orthe
adventurers a bit. but he never loses his genial manner.

4
BRUENDR BATTLEHAMMER
The legendary Bruenor Ealtleliarnrner is a good dwaviand
king, and always has the best interests orhis people and
home at heart. He lS drawn to help characters who follow
a strong moral and ethical code, and otten seeks their help
in return. Use his good humor arid folksy demeariorto
help endear him to the players The more the players grow
to like him, the easier it is for them to respect his advice
and request—arid to gain more resources and assistance
from him in turn

 r
ll the t‘.lIal'aC[C‘l"S are ;lgreeii|)le. the king tells them

the next step is to bring the various (actions on board.
Out: of the reasons he is liioltiiig to the adventurers to
lead El nevi mission into the Underclark. apart from their
e:<perient~.i:, is that they can serve as brokers among all
the various parties with an interest in rhi- rn’ sion. They
need to mi with the different faction ~s-eiilatives.
ClI1pl’l£lSl7|l'Ig|lIr‘llll}lOl'l3l\C€ of getting on Zhentarim
to agree to grant access to Mam0|—|]r‘.rllh. Otherwise.

aaurwoa BIVVLEM/iNlMER
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the journey to locate oravennollow is likely to be much
longer and more difficult.

ENEMIES AMONG Us
Even Gauntlgrym isn't entirely safe. nor is it immune to
the influence of the demon lords. During the characters‘
time in the city. you can implement one or more of the
following threats to challenge tllem—ztnd to potentially
disrupt their negotiations with the factions.
- One of the characters‘ traveling companions is

revealed as a traitor or succumbs to madness. This
NPC secretly serves one of the demon lords and turns
against the adventurers.

. if any of the party’s drow pursuers survived from the
previous chapter. they might slip into Gauntlgrym and
look to slay their quarry.

- A dwarrsssassin belonging to a l.lcmun—worshiping
cult steals into Gauntlgrym to kill one or more of
the faction representatives. Hoping to cast suspicion
onto the adventurers. the assassin frames them as
demonic agents.

- A doppelgangerspy poses as one of the faction repre—
sentatives and tries to arrange a private meeting with
one or more of the characters. hoping to discover addi—

tional Information regarding the looming threat. The
doppelganger might serve a faction of the underd-ark
or a surface world faction Brucnor didn‘t invite (such
as the Arcane Brotherhood or the Red Wizards of
Thay), or might simply be an opportunist looking to
sell information to the highest bidder.
Maegera roars within its prison. stirred by the mad
ness and chaos growing within the depths nf the
Underdark. As a natural r on to this new stress
upon itself. the primordial spawns a trio offire etc.
mental: that attack the Vault ofKings. setting fire to
marketplaces and unleashing chaos upon the dwarven
residents. If Cit‘. cd or somehow convinced to return
to the Fiery Pit, the elementals dissipate peacefully
and Maegern rails dormant once again for now.

FORGING AN ALLIANCE
King Bruenor has called representatives oithc iiarpers.
the Order of the Gauntlet. the Emerald Enclave, the
Lords‘ Alliance. and thc Zhcntarim to Gauntlgrym to
hear about the state ofthings in thc Underdark and to
court their aid in finding out more about the situation.
The representatives of each faction receive a briefing
on what the characters told Bruenor. and all have an
opportunity to converse with the adventurers before
makingtheirdecisions as to whether they will support
Brucnor's plans.

To play otlt these rneetings, use the social interaction
rules provitletl In chap: 8 "Running the Game." of
the Dungeon Master Guid some representatives
are fine with meeting the adventurers in the Vault of
Kings, but you might have others request a private or
even clandestine meeting—perhaps in the characters’
quarters, in an out-nf—the—Way alcove of the Iron
Tabernacle, or in the Great Forge.

King Bruenor is the original proponent ofthe
adventurers returning to the Underdark to gather
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additional information. but he knows that success
requires the support of the other factions—partieularly
the Zhentarim. He doesn't. however, have the power
to command the factions to help—and in some cases,
can't even openly negotiate with them. As King of
Gauntlgrym. he Can't be seen to favor one faction over
another. He is therefore relying on the characters to do
the legwork of getting the different factions on board.

If the characters are already involved with one or
more factions, and especially if they have previously
contacted the factions with news of developments in
the Underdark, adjust the information presented below
as needed.

THE HARPERS
Mcmbcrs of this clandestine
network of spellcasters and
spies pride themselves on being
incorruptible defenders ofthe
greater good and champions of
the oppressed. Harper agents
are trained to act alone and
rely on their own resources.
when they get into scrapes.
they don't count on fellow
I-larpers to rescue them.
Sometimes Harperagents must ._
band together to face world— ;_
threatening foes, at which V

"1

point the deep friendships '

between them forge the kind of fighting force needed to
overthrow tyranny and eradicate evil.

Harper scouts engaged in charting and blocking off
Undcrdark passages leading to the surface world have
recently brought back the terrifying news of the demon
lords incursion into the Undertlark. Word has spread
quickly through their network, and the flnest mages in
their ranks are researching how to defeat the demon
lords and their kind.

For long years, the Harpers have sworn to put an end _

to unbridled evil in all its torins—espeeiallyevil that
wields dark magic. They know the demon lords seek to
prey on the weak and corrupt the innocent. The Harpers
feel this is the moment they have trained for, and their
conscience now calls them to act.

LORD ZELRAUN ROARINGHORN
Lawful neutral male human wizard
Ideals: Freedom. opportunity. civilization .
Personality:Proud. sclf—as5ured, tickle, spendthriit
Potential Resources: Shield guardian
Lord Roaringhnrn hails from a Watcrdhavian noble
family. with all the selfassurance and pride that entails.
He pursued his talent for the arcane arts. but never
forgot his roots or lost his fondness for spending his
family's considerable income on the finer things in life.
He's a confident sort who likes to gamble. Winning over
Roaringhorn requires a willingness to dine. drink. and
potentially game with him.

Lord Roaringhorn is accompanied by a shield
guardian and holds its control amulet. The shield
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guardian currently has a lightning bolt spell stored
within it. A character can gain use of the shield guardian
by winning a game of chess against the Harper wizard.
Zelraun suggests a match after dinner.

A chess match takes 1 hour, and the outcome is
determined by a best-of-three Intelligence check Contest.
Zelraun's experience gives him a *9 modifier to his
Intelligence checks. Zelraun loans the shield guardian
and its control amulet to the first character to beat him
at the game. If Zelraun proves unbeatable. you can
decide that Zelraun. ever the gracious winner, loans the
shield guardian and amulet to the party on the provision
that the characters vow to redeem themselves with a
rematch upon their return from the Underdark.

If a character obtains Zclraunis shield guardian and
control amulet, photocopythe ShieldGuardian stat
card at the end oithis chapter and give it to the player
whose character has the amulet. If the amulet changes
hands, so too does the shield guardian and its stat card.

If the characters attack Zelraun, use the archmage
statistics in the Monster Manual to represent him.

THE 011131-1,1; or T_I_-IE GAUNTLE:
The Order of the Gauntlet is a
dedicated, tightly knit group of
holy-mindedcrusaders driven
by a finely honed sense of
justice and honor. Friendship
and camaraderie are important
to members of the order. and
they share a trust normally
reserved for siblings. They
seek to upholdjustice as best
they can, and to continually
test their mettle against the
forces of evil. There are few.
if any, lone operatives in this
organization. working in pairs
and small groups reinforces the bonds of friendship
and helps keep members from straying off the path of
righteousness.

The Underdark has always been a proving ground for
candidates of the nrder, as well as a frequent destination
for veteran paladins, monks, and clerics looking to smite
evil. It hasn't taken long for reports of new threats rising
in the Underdark to reach the order,

The demon lords embody the kind of evil the Order
ofthe Gauntlet is sworn to destroy. All members of
the order see the evolving situation as an opportunity
to deal a mighty blow to the forces of the Abyss. They
Want to send the demon lords howling back into the pit.
proving the worth of the order as well as testing their
own valor and bravery.

SIR LANNIVER STRAYL
Lawfulgood human fighter
Ideals: Faith. devotion, justice, duty
Personality:Patient, determined. witty
PotentialResources: Order of the Gauntlet veterans
A devout follower of Tyr and a member of the Order of
the Gauntlet. Sir Lanniver is the most respected figure

among the factions in Gauntlgrym. Little surprises
him at this point in his life, and he accepts what comes
with a wry wit and an nnshakable faith that things will
always work out—prcvided those of good intent do what
must be done. If most of the characters in the party are
or good alignment. Sir Lannivcr is supportive of their
mission and wants them to succeed. However. a party
of mostly neutral or evil characters will need to wnrk to
gain his support.

lfhe's ofa mind to provide aid, sir Lannivcr pledges
tive human veterans ofthe order to the party's mission.
The veterans’ names are Thora Nabal, Sylrien
Havennor. Olaf Renghyi, Elias Drako. and Tamryn
Tharke. Sir Lanniver can also offer a member of the
party a +1 warhammer, one ofa handful of treasures
held in trust by the order. He prefers to bestow this
weapon on a good or neutralaligned cleric or paladin.
Feel free to swap this magic weapon with another magic
item more useful to the adventurers,

If the veterans accompany the party, make five
photocopies of the Veteran ofthe Gauntlet stat card
at the end of this chapter. If you don't want to control
the veterans yourself. you can distribute the stat cards
among the players and let them run the NPCs.

Should Sir Lanniver come under attack. use the
knight statistics in the Monster Manual to represent
him. In addition to the veterans mentioned above. Sir
Lanniver travels with a young but able squire (female
human guard) named Rhiele Vannis.

TEE  CLAV.E..Members of the Emerald
Enclave are spread far and
wide across the Sword Coast
and the North. They usually
operate in isolation. relying on
their own abilities and instincts
to survive. Livingdeep in the
wilderness demands great
fortitude and thc mastery of
certain fighting and survival
skills. Down in the Underdark.
far from the wild lands, the
Emerald Enclave must remain
ever vigilant to avoid being
blindsided by unnatural forces.

Some members of the enclave engage with the
people of the world as protectors. emerging from the
wilderness to help others survive its perils. Some are
charged with detending sacred glades and preserving
the natural balance. At times, however. all members
of the order are called together to combat foes great
enough to disrupt or destroy the natural order, The
demon lords are one such threat.

Druids and scouts of the Emerald Enclave have
recently witnessed the corruption spreading through
ofthe flora and fauna of the Underdark. In particular,
they have tracked this corruption back to Zuggtmoyand
Juihlcx. with the demon lords both infecting different
parts ofthe subterranean realm.

The Emerald Enclave fights tirelcssly against the
corruption of nature. Its members are well aware that
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the newly seen demonic corruption will not be contained
within the Underdark for long. Eventually it will break
through to the surface and threaten all Faert‘m—and by
the time it does. it might be too late to stop it.

M0lus'rA MALKIN
Neutral good shield dwarf scout
Ideals: Loyalty. nature, the dwarven people
Personality: stern. stubborn, insightful
Potential Resources: Emerald Enclave scouts and giant

lizard mounts
Morisla Malkin is the only faction representative who
currently resides in Gaunllgrym. Originally from the
Silver Marches, she heard Bruenor's call to reclaim the
glory of the ancient line of Delzoun and followed him
to Gauntlgrym. Here, she balances her work with the
Emerald Enclave and her loyalty to her people and their
cause. Stern and stubborn, Morista sees it as her duty to
protect the people of Gauntlgryrn from the often savage
nature of the Underdark and to remind them ofits
natural beauty. she serves King Bruenor as an advisor
and both admires and respects him.

Morista spends some of her time training elite scouts
to reconnoiter the Underdark passages near the city. A
few months ago, one of her scouls—awood elf named
Sladis Vadir—l:lisappcared while on a mission in the
Underdark. Hopeful that lhe characters might stumble
upon Sladls and see him safely back to Gauntlgrym,
Morista pledges a team of three shield dwarf scouts
to accompany them, along with a giant lizard mount
for each enclave scout and each player character,
The scouts are named Brim Coppervein, Thargus
Forkbeard, and Griswalla Stonehammer.

If the characters accept the Emerald Enclave's
support. make three photocopies of the Emerald
Enclave Scout stat card at the end of this chapter as
well as photocopies of the Giant Riding Lizard stat
card (one for each enclave scout and player character).
lf you don't want to control the scouts and giant lizards
yourself, you can distribute their stztt cards among the
players and let them run the NPCs.

Should Morista come under attack, use the scout
statistics in the Monster Manual to represent her.

THE I_oRos‘_ALLlANgE‘

__The Lords" Alliance is zl

political and cconomir coalition
of cities spread throughout
the North and the Sword
Coast. The alliance owes its
success [0 effective cooperation
and diplomacybetween its
members, who work to align
their separate settlements
toward a mutual purpose. This
cooperation is easier during
times of crisis, making the
Lords’Alliance a powerful
force when threats require 2|

united front. The agents cftlte 'Lords‘ Alliance work to maintain the delicate network
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ofinformation and diplomacythat sustains their order.
alert for anything that might threaten the alliance’s
interests. Recent reports of unusual activity from the
Underdark might mark one such threat.

The alliance has noted how many Underdark sites
near their settlements have gone quiet. Routine forays
and raids onto the surface world have come to a halt,
as has the flow of trade and information. Rumors have
reached the Lords‘ Alliance of demonworshiping cults
and chaos around places such as Elingdenstone and
Menzoberranzan, though they have little confirmation.

The possibility that the demon lords of the Abyss are
active in the Underdark is a threat the Lords’ Alliance
can't ignore.

LORD ERAVIEN HAUND
Lawful neutral halfelfnoble
Ideals: Order, society, peace, stability
Personality: charming, sly, worldly
Potential Resources: Lords‘ Alliance guards and spies
The representative of the Lords’ Alliance is a noble
of Tethyrian and moon elf heritage, his youthful looks
belying his actual age and experience. Althoughhe hails
from Waterdeep, Lord Eravien often travels to other
alliance settlements. He's a charming and sly courtier,
able to immediately size up any social situation, but his
fondness for socializing often distracts him from what's
important. As a result, Eravien has heard relativelylittle
of the recent events in the Underdark. and he is initially
unconvinced of the importance of the party's mission,

If they can convince him otherwise, Lord Eravien
arranges for some agents of the Lords‘ Alliance to join
the expedition:

Five dwarf guards from the alliance city of Mirabar.
Their names are Nazrok Elucaxe. Kirsil Mantlehorn,
Anzar the Brazen. Gatgathine Truesilver, and
Splinter Darkmorn.
Three human spies from the alliance city of Yartar.
Their names are Farryl Kilmander, Zilna Oakshadow.
and Hilvius Haever.

If the party accepts these NPCS into its ranks, make
five photocopies of the Lords’ Alliance Guard and
three photocopies of the Lords‘ Alliance Spy stat cards
at the end of this chapter. If you don't want to control
these NPCs yourself. you can distribute their stat cards
among the players and let them run the NFCs.

Eravien knows that the Lords‘ Alliance has a deep-
cover operative in the Underdark. Khelessa Drag:-1, a
high elf from Silverymoon, was sent to spy on the drow
over a year ago. Eravien knows that Khelessa uses
rrtagie to disguise herself as a dart elfand warns the
characters not to attack any drow they encounter until
they can confirm the target isn't Khelessa in disguise.
The Lords’ Alliance lost contact with Khclessa months
ago, so Eravien doesn't know where she is.

Should Lord Eravien come under attack, use the
noble statistics in the Monster Manual to represent him.
He travels with three servants (strongheart hallling
commoners)and three well—paid human guards.
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THE ZHENTARIM
Members of the shadowy Black
Network consider themselves
part otan extended tamily, and
rely on the larger organization
for resources and security.
The zheritarim recognizes and
rewards ambition. granting its
members autonomy to pursue
their own interests and gain
some measure (it personal
power or influence. in this

.way, the organization is a
rneritocracy.The Zhcntarim
welcorncs dangerous times
as opportunities. When a
merchant caravan needs an escort, a noble needs
bodyguards, or a city needs trained soldiers, the
Zhentarim provides the hest—trainetl fighting forces
money can buy.

Zhentarim agents traveling to and from Mantol—

Derith have recently passed on information and rumors
concerning demonic activity in the Llnclerdark. The
organization's members have yet to realize the full
extent ofthc threat, as corruption and madness have
already infiltrated their secret outpost since those initial
reports (see chapter 9). However, evcn the most cautious
member ofthc Zhentarirn knows that demons at large
in the world are bad for business, The organization thus
views the possible presence of the demon lords in the
Undcrdark with the same concern as any other cxternal
threat to their way of life.

Zhentarim bonds of oath and honor hold the network
together and galvanize its members in united purpose.
More importantly, thosc bonds reflect the pattern of
tight control that the lcztders of tht: Zhentarim hope to
one day see imposed across the North and beyond. The
organization is thus willing to commit to stop the demon
lords trom breaching the surfac<'——knowing that such
a fate would destroy the Zhentarimsplans for control
of Faerfln,

DAVRAJASSUR
Lawful evil human assassin
Ideals: order. discipline, ambition
Personality:Driven, focused, ruthless
Potential Resources:zhentarirri thugs
Graceful and elegant as a blade, D:tVraJas:~'.ur ostensibly
recruits promising new talent for the Zhcntariin. But
she also deals with internal prtihlenls. ensuring those
problems are nipped in the bud before they can reveal
any weakness within the organization. The pragmatic
Davra values order and discipline as wall as drive and
ambition. and shc einhodics all those traits.

Thc Zhentt-trim" intelligeiicegatherirtg resources and
access to an established Undertlark outpost give the
organization the strongcst hand at any of the to -tions,
and Davra knows it. Access to Mantul-Derith is key
to the plan. and though she ultiinatcly wontwltliliold
that access from the adventurers. she intends to make
sure it's not given away for free. Dat ra deals with the

adventurers dircetly—andprivately. it possil:ile—asking
for a full share of any treasure the characters claim
during their nttxl incursion into the Underdark, and a
full reporting to her of all information given to Bruenor
or the other ft tioti leaders. ltone orthe, characters is a

El

mmther of the Zllentarirn, Davra tries to make the deal l

.

for information with that character alone.
In addition to access to the hidden trading post of

ll/lalll0l—DCl'ltll,D‘r1Vl”€lJasur can provide Zhcntarim
mercenaries to till out the expedition. These eight
human thugs proudlywear the crust of the Black
Network on their armor. It these. NPCs join the party,
make eight photocopies of the Zhcntarin-i Thug stat
card at the end ofthis (‘l"lap[e1".lf_‘/OLI don't want to

control these NPCs yourself. you can distribute their
stat cards among the players and let them run the

l

NPCS. The thugs’ names are Nero Kelvane,Lenora
Haskur, Aligor Moorivvhisper. Gorath Torn. Saliyra

l

DZllfl(lf, Prinlwln Halk. landro Alathar. and Lhytris
Ilgarn. All of them know the route to Mantol—Dcrith.

Davra is an assassin. Jn addition to her weapons,
;

she carries dust ofdisappcarance and wears goggles or
night while roaming the dark halls of Gauntlgrym.

THE WAY AHEAD
Depending on how negotiations go, the characters
are either an advance force to scout and soften up
opposition in the Underdark while looking for valuable ,

strategic intorrnation, or a diver ionary expedition
meant to buy time for the surface world to organize
a stronger response. Faction representatives not
impressed by the adventurers‘ cause might return to
their factions convinced that the characters have little
chance otsuet-ee,<ling—or surviving. The others are
confident that the characters can live up to the promise

~

they demonstrated in escaping from the drow and the
Unclerdark.

King Brncnnr convenes a final gathering ofhls
inner circle of advisors and the adventurers. giving the
characters his thanks for their commitment to the light
against the demon lords.

"Ye all know the dangers and threats ofthe world below,

and have bought that knowledge with bravery and
guile. Even more, in diplomacy have ye forged the first

otthe connections that will see the North prepared for

what might come. (we survive the coming onslaught.
we'll have ye to thank. and no dwarf ofcauntlgrym will

soon forget it, we all have the courage and convictionof
heroes. Aye, I'll even say ye remind me ofother heroes
I've known. From a previous life.

The haracters have at least a few days before they must i

ture into the Ullrlerdnrlt again—titne they can spend
to shape their plans. gather resourt: -. and prepare for

l

the threats that stand ahead of thcm. When they are
ready to brave ll‘lE Undcrdark once again, they can start
the long and dangerous journey to Mantol—Derith(see

l

chapter 9).
I
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SHIELD GUARDIAN
Large mnstrurl, unaligned

Aiirnorclass 17 (natural armor)
Hit Points 142 (1sd1o + 50)
speed so ft.

STR DEX com um wrs CHA
13 (+4) 3 (-1) 12 (+4) 7 (+2) 10 (+0) 3 (+4)

_
senses |s|lr1dsight10ft., darkvrsion an ft , passive

Perception 10

Darnagelniiniin ies poison
condition Immu es charmed, exhaustion, frightened,

paralyzed, poisoned
Languages understands commands given in any language but

can’! speak
challenge 7 (2,900 xv)

sound. The shield guardian is magieailv bound to an amulet.
As long as the guardian and its amulet are on the same plane
afexistence, the amuiers wearer can telepathioallvtall the
guardian to travel to it, and the guardian knows the distance
and direction to the amulet. Ifthe guardian is within 60 feet
onhe arrtu|et‘s wearer, halfofariy damage the wearer takes
(rounded up) is transferred to the guardian

Regeneration.The shield guardian regains 10 hit points at the
start ofits turii ifit has at least 1 hit paint.

Spell Scaring. A spellcasrer who wears the shield guardlar1's
amulet can cause the guardian to store one spell of4th level or
lower. To do so, the wearer must east the spell on the guardian.
The spell has no efiiect but is stored within the guardian when
commanded to do so by the wearer or when a situation arises
that was predefined by the spellcaster, the guardian casts the
spell stored with any parameters set by the original caster,
requiring no components. when the spell is caslora new spell
is stored,i'alr1y previously stored spell is lost,

ACTIONS

Multinltuzk. The guardian makes two Fist attacks.

Fist. Melee Weapon Arrark +7 to hit. reach 5 Ft., one target Hit:
11 (ms + 4) bludgeorllngdamage

REACTIONS

Shield. when a creature makes an attack against the wearer of
the gLlaldliIl'l'5 amulet, the guardian grants a +2 bonus to the
wearer's Ac ifthe guardian is within 5 feet olthe wearer,

ctiwllie
25 l
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VETERAN OF THE GAUNTLET
Meaiiirn humanoid (human), lawful good

Armor class 17 (splint)
Hit Points 53 (9d8 +121)
speed 30 it.

STR oex CON INT wls (HA
15 (+2) 13 (+1) 14 (e2) 10 (+0) 11 (+0) 10 (+0)

 ,_.
Skills Athletics +5, Perception +2
Senses passive Perception 12

Languagescommon, Dwarvlsh
challenge 3 (700 xe)

ea
ACTIONS

Multiunaclr. The veteran makes two longsword attacks lrit
has a shortsword drawn, it can also make a shortsword attack

Lizrrgsword. Melee Weapon Attack: +5 to hit. reach 5 ft , one
target Hir;7(1d3 + 3) slashing damage, or 8 (ldio + 3)

slashing damage it used with two hands

Shansword. Melee Weapon Atrark +5 to hit, reach 5 ft , one
target. Hit. 5 (M16 + 3) piereing damage

Heavy Crossbow. Ranged Weapon Af1nck'+3 to hit. range
100/400 rt , onetarget. Hit. 5 (1d1o) piercing damage.

NAM

EMERALD ENCLAVE Scour
Medium humanoid (dwarf), lawful neutral

Arrnoirclass ‘I6 (lareastplate)
Hit Points 19 (M8 + 5)
speed 25 ft.

5112 DEX con INT wls (HA
11 (+0) 14 (+2) 14 (+2) 11 (+0) 12 (+1) 11 (+0)

.
Skills Nature +4, Perception +5. Stealth +6, survival +5

Damage Resistances poison
senses daikvision so rt, passive Peiteptlorl 15

Languages common, Dwarvish
challenge 1/2 (l0O xv)

Dwurven Resilience. The Seoul has advantage on saving throws
against poison
Keen Hearing and Sight. The seout has advantage on wisdom
(Perception) checks that rely on heanng or sight

AcTioNs
Multinltrzck. The Scout makes (W0 melee attacks.

war pielr. M2122 weapon Attack: +4 to hit, reach 5 fl., one
target Hit:7(1d8+ 3) piercing damage.

Heavy Crasshaw. Ranged Werzyan Amiek +3 to hit, range
100/400 lt one target Hi’: s(1d1o) piercing damage
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NAME

Heavy Crossbow. Ranged Weapon Attack: t2 to hit, range
100/400 Ft

, one target, Hl'z: 5 (Tdlo) plevclng damage
NAM

.
I I

I I I

. . .

. . .
: Lolzns’ ALLIANCE GUARD : : ZHENTARIM THUG
: Mzdlum numanara (dwarf), cnaanegeea

: I Memum humarlotd (numen) neumzl
. . . .
. -

. . .
: Armor class 16 (chain shlrt, sluela)

I I

Armor class 11 (leatheravmar)
I

A

5

Hit Paints ll (2d8+ z)
I I

Hit Points 32 (sox +10)
I

I

: speed 30 ft. . : speed 30 ft. 1

— . — . . .

IA
I

STR DEX coN INT wls CHA
I I

STR DEX coN INT wls CHA
I

+0) 14 (+2) T2 (+T) T2 (+1) 10 (+0) T1 (+0) 10 (+0) : : Is (+2) 11 (+0) 14 (+2) 10 (+0) 10 (+0) ll (+0)

. .— . . I

3
Skills Perception +2

I
Skills Irltlmidaticrl +2

I

; namaga aesistanees polsorl : : senses passlve Perceptton To :

; senses aamtston so tt., passwe Perception 12 : : LanguagesCommon :

; Languages Common, Dwarvish ; : Challenge l/2 (Too xv) :

_ ; Challenge1/4 (50 xv) : :

 .
:

; — ; ; Pack Tartizx. The mug nas advantage on an attack raI| agalnsl ;

v_
; Dwnll/en Resilience. The guard has advantage on savlng throws ; :

a creature rtat least one ofthe t|'lug's aI|’les ts within 5 feet of :

I“
k

; against polson
: : the creature and the ally lsn't lncapacltated. :

ac . . . .

‘E

E

ACTIONS
E E

AcTloNs
E

I i-lallmd. Melee Wzaparl Attack‘ +4 to hit. reaan 10 rt. one Multiulmzk. Tne tnug makes two melee attacks I

I “'3” H” 7 ‘mo '
2’ 5I“h'"g damage I

Mace. Melee W2a;7orlAm1:1<: .4to l'llt,1ezcIl s(t., orletavget,
3

we
: Hit: 5 (Td5+ 2) btudgeoning damage.

:

I I

I I

. .

. .

._ .
LORDSI ALLIANCE SPY
Medlum namanoia (numan), rlel.4m1I

GIANT RIDING LIZARD
Lmgz aeass. unaligneaArmor Class 13 (Ieather arrnov)

Hit Points 27 (ads)
speed 30 ft.

Armor class 12 (natural an-nor)
Hit Points T9 (me + 3)
speed so rt

, (Ilmb 30 ft.sm nex CON INT wls CHA
10 (+0) 15 (+2) 10 (+0) )2 (+T) 14 (+2) Ts (+2)

j
Skills Deception +5, lnslght +4, Irwesllgatlorl +5, Perception

+6, Persuasion +5, slelgnr omand +4, stealtn +4
senses passive Perceptlon Ts

STR DEX CON INT wls cm
ls(+2) l2(+T) l3(+T) 2(—4) l0(+0) s(—3)

“‘
Languagesgamma" DWa,,,,5,, senses davkvlston 30 FL, passlve Perception To

"OI
cnallenge T (200 xv) L="E"'E°5T

I

_
ChallengeV4 (50 XP)

Cunning Aztilm. on each ants turns, tne spy can use a bonus I _ _

mm ,0 lake the Dash’ Dgengagev 0, Hide mm
spraer Cllmb. Tne Ilzaid can chmb dtmeult surtaees, lrldudlng
upside down on celhrlgs, wnnout needing to make an

l

Srlzak Attack (1/Tum). Tne spy deals an extra 7 (zas) damage ability check.
I

when it hits a target wrtn a weapon attack and has advantage
(

’ onthe attack roI|, or when the target lswlthirl 5 feet oian ally AcTloNs ,

"W5 aftne spy that l'sn’t lrlcapacltztad and the Spy doesn't have Bite. Melee weapon Attack’ +4 to nit, reach 5 it, one target
disadvantage on the attack ro|I. H,-,, 5 mg + 2) pmmg dmagg

jam ACTIONS

Multinmzck.The spy makes two melee attacks,

Shartswurd. Melee weapon Attack" +4 to nit, reach 5 ft., one
Iargel. Hit: 5 (Ida + z) plerclng damage.

Hand Crassbaw. Rlzrlgzd Weapon Attack: +4 to nu, range 30/120
ft one target Hm 5 (Taa+ 2) pleretng damage.
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CHAPTER 9: MANTOL-DERITH
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Anyone who touches the gem rislrs tailing pray to
delusional madness. A ducrgar ale merchant nametl
Krimgol Mucgardt found the gem and took it to Mant0l—

Derith. By the time he £il‘|'l\tE(l.Krimgol had >lUl'(‘.LIlUlJ€d

to the tlelusion that he was a Ca[assabrr1k— a rluergnr
without honor. He paid Yantha Coaxrock. an lltlnesl
srirtneolin mage. to appraise the jewel. hoping that
he could use it to buy back the goodwill of his clan.
Touched by the gems madness. Yantha lietl [U Krimgzol
and told him the gem was worthlcss. she otter-ed a lump
or gold in exchange. whereupon Krrmgol s spected
treachery and demanded the gem'.s immediate return.
While Ktimgol and Yantlta argued. one of Yztntha's
apprentices tried in hide the gem for his mistress hut
succumbed to its evil powor. The apprentice, Flink.
took the gem to the drow enclave. hoping to trade it for

some rare spell components that he imagined Yantha
needing to make Krimgol go away. A gargoyle nssignerl
to watch for thieves spotted the vein and wrestetl it

from Flink. who hid for fear of incurring Yantl't;t's
wrath. Soon thereafter. the delusional gargoyle laid
eyes on a draw assassin named Kinyel Llrtttrgilr and
was instantly smitten by her. The gargoyle gave her the
black gem as a token of its clevmitln. which she, in her
madness. mistook as a ptryrnent from tho drow enclave
to assassinate Lorthtlun. a maimed beholder allied with
the Zhentarim.

Yantha's theft of the gem led Krimgol to leave and
return with duergar reinforcements. They attacked the
svtrfneblin enclave and captured lranthzl. triggering
open eonllict between the two enclaves. With the
fragile truce in Mantolellerith finally broken. the drow
are preparing to take out the weakened rluergar and
sfirfneblin forces. Mcimwhile. Drtlu'gilr has infiltrated
a dmw delegation sent In meet with representatives of
the Zhentarim enclave to discuss how best [0 divvy up
.\tlantolrDerith between them.

Finding and destroying thc gem prevents others
from lalling prey In Fraz—Url)'lutl' madness. VVhilt:

imprisoned inside the gem, Fl';.tz

alignment and senses (see appcnrl D). but loses all
of his other attributes and can't take actions. The gem
is as big as a human list and has AC 10. 1 hit point.
imntunity to poison and psychic damage, and irnrnunity
to hludgconing, piercing, anti slashing damage from
nonmagieal weapons. it is also immune to any spell
effect that requires a saving throw. While inside the
gem, the demon lord can't be attacked. harmed, coerced.
or heard. He can be contacted via telepathy. liovtever.
Shattering the gem releases l=raz—Urh'luu‘ lite force.
which instantly returns to the demon lord's body in
the Abyss.

Any creature that touches the gem must succeed on
a DC 23 charisma saving throw or snccnrnh to a torrn
ol indefinite madness. as determined by rolling on the
Indcflnite Madness of Fraz—Urb'luutable in appendix D.
A creature that succeeds on the savitlg throw is immune
to the madnessinducingeffect of the gem for the next
24 hours. The madness lasts until cured.

lfthe characters destroy Fraz—Urb'luu's gem. awartl
each of them 1,000 XP.

4
MANTOL-DERHHZ GENERAL Fznuites
Characters encounter the following features inside
Mnntolnerith.

Climate. Marital-Derlth is chilly and damp thanks to the
waterfalls and Streams flowing through the cavern and into
the Darl<lal<e.

Light. Mantol-Derith is pnghrly lit by continual flame
spells and crystals in the walls that reflect the light. A
network ofwalkways and small plazas crisscross the rocky
ground ofthe outpost, paved with crushed crystals that
also reflect light.

REACHING
MANTOL-DERITH
lithe rharacters reached an agreement with Dztvra
lassur in chapter 8. thcy can travel to Mantollzterith
along one or the many routes the Zhentarim use to move
tnerchnnrltse to the trade hub from the surface world.
The Black Network doesnt reveal the shortest ruute for
security reasons. instead. its representatives lead the
adventttrers to a remote cave in the Surbrin Hills, about
180 miles east ol’Crattntlgrym. Black Network sentries
(SIX human veterans) guard the cave. which leads to a
series otrunnels. These tunnels descend sharply as they
wind their way cast for another 200 miles. Check for
random encounter the party's expedition makes its
way to Mantol—D<‘rith. ing the tables in chapter 2.

ll the character are traveling with faction
representatives (see chapter 8). these NPCs help the
Characters overcome random encounters. Whenever a
random encounter check yields a "no encounter" result.
use that opportunity to roleplay some or these NPCs
and develop their personalities as you see tit.

Mantol—Derithabuts the Darklake and is roughly six
days‘ travel from Blingclenstone and Menzoberranzzln.
and 22 days from Gracklstttgh via the Darklake locks
(see the overviewmap ofthc Untlerdark in chapter 2).

Characters accompanied by Zhentarim guides approach
Mantol—D<:rllh via a subterranean rift. A narrow trail
winds up the side of the rift. ending at a secret door in
the northwest corner ofthe trade hub (area la).

MANTOL-DERITH
Population:Approxilnately140 (clrow. duergar. humans.

and svirfnnblin)
Government: lnftlrinal council comprised of four chief

negotiators (one per enclave), recently dissolved
Defense: Pritale guards
Commerce: Rare and exotic goods see each cnrlave tor

int‘ormation on the goods traded by the cluergar, the
Clrow. the svirl'neblin. and the Zhentarim

Organizations:The draw. tluergar. svirfncblin. and
Zhentarim enclaves

Thousands otyears worth oftrickling wntcr carved
out the cavern where the drow. the duergar, and the
svirfnehlin established Mnntul-Derith. Four warehouses
have been excavated at the corners of the cavern, each
controlled by an enclave and containing offices and
temporary lodgings for its merchants.
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Vii

Few of MantolrD<:rith's dcnizcns arc p(‘l'lT\£In{‘l\l

residents. Even the chief nz-gotiatnrs of tnch t-nr-law
t'(‘tIirn to their C(‘lIH'l'\i1f[)L)WA’|'])t‘l‘iUdi(7}Jl1_)’.1P)£I\/lilg

representatives to l'L)l\llUL’| business. Eieryone in
M2into1—Dt-rith isthcre to |l'£.\d4', iicgunaic dlld uittuur
spy on thtir L'U\lrI[k‘FpHI'l~ HI [hr Ulhrr rmtlm

'|'l1t-,.'irriv.tltifFr;tz Urb'luu has upset the Lialzmce of
pmwr iii Mtititul—Dt>t’ilh(see "l'r;u—UrL2'luu's Getn").
resulting in open K nniim between the duergai‘ and
svirft\e|:1in.The drovi. are poised to climinatc both.
thus reducing by two the number of enclaves in Mant0l—
Dt-rnii. Tltc dmw art‘ siiiniitaiicoiisiyhoping to prcscrvc
the truce with (hC‘ll' ZhL‘nliu‘l|Tl neighbors, Howcvc it

delusional drow assassin thremvns to turn (ht draw And
Zheiitai-im ciit~i,-mas against nnt‘ zinnihcr.

l'ht; location of Mantel-Dcrith is a wt —guart|i:t|
s<;t‘i't‘I and(hitiTIfl|ltllL'r‘£1ltL|[JO\’VL‘i' rl|(‘i'(‘,har|ls gain
tmiri ac ss to II isn't stiitirihing lint‘) Wdlll IL) share.
Normal y, iii.» In M.'.ml(t|rDe‘rIth is regulatetl by thrt-‘E
>iHI]l1El’U\’F|l£ll\l>1 n siralittg of gouds imin fellow
imttmiits. nu disguising oi goods by any means, and
no use til’ magic during negotiations and liaggiing.
The puitialilnctll rm breaking -tun :nvenani is rqually
.~.lrzuglilforvi'tiriJ:ll1E violatui is wrapped in t:II‘t\inS and
tossed inlu the Dtu-klake Recent events in Manta]
Deiitii Imve rendered these rules moot.
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IMPORTANT NPCS
The fulltmxiitg NFC: have key roles in this chapter of fhl‘
adventure.

MANTOL-DERITH NPCs
$|adis Vadir

iiystia Zav
Feebles

Zilchyn Q'Leptin
Yantha Coaxrozk

Flink Thunderbonlt
Gahbie Dripskillet
Chuldur Flagorifisi

Sirak Mazelot

Kinyel Druu’giir
Ghazvim DuLoi:

Lorthuim

High elfdvuid ofthe
Emetaid Enclave

Human spy (ortiie Harpers
Svirfrieblin spy working for Xazax
the Eyemunger
Dmw mage and kieptomariiac
Svirfneblin mags and leads! ofthe
Stoneheart Enclave
Yanthafs sinmciiiin dpprcritici.‘
Sviifneblin chiefriegotiator
Ducrgat and and negolitttoi
from Cmcklstugh
DIOW and chiefnegntiatoi ivom

Merizobeirarizan
Draw assassm
The characters‘ contact and chief
negotiator ofthe zhentanm
Manned behoidev
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KEYED ENCOUNTERS
The following encounters are kcyrd to the map of
Mantol—Dei-itli.

1_. SECRET Et~I1itANcl~:s
lVl£Il‘lH)lrDE|’llll is hidden behind l0—foot—squtlrt:

doors carved to resemble walls of natural stone. A

creature within 5 feet ofa secret door can make a DC
15 Wisdom (Perception) check to spot it. Each secret
dnor has an arcane lock spell cast on it. speaking the
proper password within 5 foot oft-i secret dorir opens
it. Opening a secret door by any means other than the
correct password triggers a mzlgii::.il disintegration
trap on whichever side the door is opened from. Each
creature in the 20—foot -qunre area directly in front
of the secret door must succeetl ml at DC 15 Dexterity
saving throw. taking 55 (l0tll0) force damage on a
failed save. or half as much rlztmage on a successful
one. A creature rcducetl in 0 hit points by this trap is
disintegrated. leaving only its possessions behind.

1A. NORTHWEST ENTRANCE
characters guided by roproseniriilie - or the zhentarini
arrive at Mant0|—Dcrithvia this route ta subterranean
rift with a rouglrhewn path (:flYVt:‘(l into one wall. This
entrance is also used by svirlriehlin lrom Blingdcnstone
and draw from Menzoherrtiiizaii. The switchback path
ends at the secret door whose password is "im'yat." a
svirtnchlin word meaning "tlarltness."

lB. NORTH ENTRANCE
The password to open this. ret rloor is "helaern,"
a drow word meaning "wealtli." lithe characters are
being guided by memhe « or the Black Network. they
are led through this secret door into the trench that
bisects Mantol-Derith(area 2).

lc. NORTHEAST ENTRANCE
This sccrct door stands at the hack ola naturally formcrl
ledge ovorlotilting the Darklake. The password to open
it is "ssussun." a draw word meaning "light." When thu
characters first gaze upon the ledge. read the following
boxed tcxt to the players.

An eliwith long red hair and a backpack sits on a ledge
overlooking a vast. water-filled cavern. The alfis dressed
in the finest attire and is dipping his bare feet in the
murky water. “Care to join me?" he asks with a wry smile.

The tigure dipping his leet in the water is slndis Vuthr, a
high all druid and member of the Emerald Enclave. Use
the druid statistics in the Monster Manual to represent
him. with the (allowingmodifications:

Sladis is neutral good.
He has darkvisinn out to a range of 60 fact.
He speaks Common. Elvish. and Undercommnn.
His fry aiio siry gives him advantage on s ving
throws against being charmed. and magic can't put
him to sleep.

~\

Rvsrin znv

st iuis txirrtt

- Hi: can Cast thc pres-n'tllgit.-iritiii caiitrip at will and
uses it to mztkc his tlIV‘(—Slr’lIl'IE(l garments look clean.
Slaclis Vadir has always felt ti strange attraction to the

llnrlerdark. but the demonic incursion has broken his
sanity. lle kills and eats other hllmanoitlss he encounters
or, as he calls it. "culls thi: herd lo inttiiitain the
natural order." lhis is <:onsldt'rt'tl Ll form of indefinite
madness (sec "Madness" itl rllapter 8 of the Dungeon
Masters Glzide).

slndis happily accompzinles the party and graeiously
offers his son ties as a guide. He ltnows how to get
to Nevcrlight Grove. Blitigdensttine,Gi-acltlstugh.
and lV[l"l’I7.Ul)k‘l'l"dllZalL but not Gravenhollow.If tht:
characters llVi\'t' Slatlis to accompany them‘ he thanks
them liy olrering thern sortie "food" (soe "Trv sure").

Treasure. In addition to his cluartcrstzlflalttlspell
rompnllents. Sladis carries a bl00d—l‘Zll((‘(l film knife
that he uses to cut up his victims. as well as a Hewzirtfs
flarlrly haversack stuffed full ofscverecl limbs and
evi cerated organs—thc unt‘0Ok(‘(i remains ofhis
s rliieblin. grimlock. quaggoth. antl tlrtiw victims.

XPAwards. If (ll(‘ characters ttlirt: Sladis Vadir's
madness. award each of them l0O XP. If he is safely
returned to Morista Malkln in Griuntlgryrn (see chapter
8). award each character l50 XP.

1D4 SOUTH ENTRANCE AND SHORE
This secret door to MilI"l[0l—D€l‘iIl’I lies halfway down a
deatletld ttlnncl stemming from a rocky shoreline that
hugs the Darklakc. Ducrgar traders from Gracltlstilgh
use this entrance. The passvvrirtl to open the secret door
is "grohl." an ar 'hait: DWil|’ViSl‘l word meaning "stone."

When the char rs first game upon the Short‘. read
the following liiixerl text to the players.

Someone has pitched a small tent on this pebbled beach
overlookinga vast underground lalra. Almve the sound or
water lapping at the shoreline. you hear a soft. feminine
voice humming an unfamiliar time. The voice comes
from inside the tent. which is illuminated From within.

The it-nt belongs to the ligure inside it: a frmule human
nalrlctl Rystia zav. Rystia is a chaotic good Harper

lH\l‘llls’ 'l l
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spy from Nesmé who descended into the Underdark
two years ago to find Mantol-Derith and infiltrate the
Zhentarim enclave there. She got lost in the depths and
has no idea how close she's come to finding what she’s
been looking for. She also has no idea how to get to the
surface. Fear. loneliness. and the demonic incursion
have driven her mad. She now believes that everyone
she encounters is out to kill her. This is considered in

form olindetinite madness (see “Matlness" in chapter 8
of the Dungeon Master's Guide).

Traps. Rystia has planted four springloarlerl hunting
traps under the pebbles around her tent. A creature
within 15 feet of the tent can spot the hidden traps
with a successful DC l5 Wisdom (Perception) check.
Any creature that ilpprozlch - within 10 feet of the tent
and is unaware ofrhe traps steps on one (see chapter
5, "Equipment," in the Players Handbook for hunting
trap rules).

Treasure. In addition to her weapons and traps,
Rystia possessesa satchel made from carrion crawler
hide, inside which are ten pounds of edible fungi. She
also carries a lull waterskin and three torchstalks (see
“Fungi or the undertlarlt" in chapter 2). one oiwhich is
already lit.

XPAwar-ds. if the characters cure Rystia's madness.
award each of them 100 XP.

12. ZHENTARIM SECRET DOOR
The password to open this secret door is “eye-bite."

The tunnel leading away from Mantol—DCrith winds
steadily upward, and branches leading to other areas of
the Underdarlt have been sealed off with wall ofstone
spells, leaving a single navigablepassage. This past age
is clear of monsters, but the Zhents have installed trip
wires and pressure plates at irregular intervals. These
are triggering mechanisms for collapsing roofs. poison
darts. and rolling spheres (see “Sample Traps" n
chapter 5 of the Dungeon Master's Guide), The passage
ends at a dungeon complex under a ruined watchtower
overlooking the Surbrtn River, north ofthe Everinoors.
The Zhentarim have guards s tioned throughout the
dungeon to keep surface tlwellers from rinding their
way to Mantol-Derithvia this route. Ifthe characters
find this secret door and use it to make their way back
to the surface world, design and populate the Zhentarim
dungeon as you see fit.

2 TRENCH

_ _vThis 20—foot—wide. 50—foot—dceptrench bisects Mantt)l-
Derith from north to south. with a secret door at each
end (areas lb and 1d. respectively). A shattered platform
of crystal sits in the middle of the trencl1—an old magic
device once used to lift caravans up into the main cavern
of the outpost and bztck down into the trench. It now lies
broken. its magic spent.

The ducrgar and draw collaborated to replace the
crystal lift with a system of four mechanical lifts, two
on each side of the shattered platform. These lifts use
magic to power their winches and lighten the loads on
the lifts. Each tilt is designed for easy use and can be
operated as an action simplyby pulling on a lever.

(2l|,—\Pll;k 9 l .\lA.\'lOl. llHtllH

The treni.-h's walls sport numerous handholds and
can be txliinlied with a successful DC 10 Strength
(Athletics) Check.

3. MAIN CAVERN
when the characters exit the trench, they lind the
normally quiet outpost in chaos.

The trench bisects an enormous tavern with a 30-foot—

high ceiling supported by naturally formed stone
columns. Contimuzlflizme spells east on stone lampposts
reflect olfcrystals embedded in the walls and ceiling,

illuminating myriad fountains, waterfalls, streams, and
pools. Water drips from stalactites onto leather tarps
covering clusters at’ merchant stalls west and east of
the trench. Beyond these marketplaces are well-tended
gardens ofmold and tungi, crystal walkways, and stone
bridges. The tranquil beauty of Marital-Derith is undone
by sounds otcombat to the northeast, where you hear
the thunderous boom of metal against stone and see
panicked svitrnebiin running from 8nfoot—tal| duergat.

The marltetplaccs ofMantol-Derith have been closed
ever since the ducrgnr attacked the svirtneblin. The
duergar are killing any svirfrlehlin they encounter and
breaking into the svirfnehlin warehouse (see area 6a).

3A. WEST MARKETPLACE
The drow and Zhentarim markets are clustered here.
on the west side of the trench. However, the tents, stalls.
and pens stand empty, the merchants having retreated
to their respective enclaves with their goods and
livestock.A stream runs nearby. crossed by two stone
bridges leading to the drow and Zhentarim enclaves.
The stream is 5 feet deep and [ed by the Darklake. The
water isn't fit for drinking.

313. EAST MARKETPLACE
The svirfneblin and duergar markets are clustered
on the east side ofthe trench. Most of their tents and
stalls have been knocked over. and various goods (see
“Tre2lsurc") are strewn upon the cavern floor amid
the slaughtered corpses oi giant lizards and steeders.
Characters approaching the market see two enlarged
duet-gar chasing a pair ofdcep gnomes who have
cast blur spells on themselves. A third unarmed deep
gnome is hiding in plain sight under the wreckage ot
a zurkhwood stall. He has a pale leather bag tucked
under one arm.

if the characters rescue the blurry svirfncblin, they
reveal that more duergar are trying [Cl smash into
the svirfneblin warehouse (area 6b). and that Yanthzl
Coaxrock. a svirlneblin mage. has been captured
antl taken to the duergar warehouse (area 5h), The
svirineblin don't know why the ducrgar broke the
peace in Mantol—Derith.lfa dttergar is captured and
interrogated. he or she reveals that Yantha stole a
valuable gemstone from a dtlergar merchant and refused
to return it.



alls.

fused

Pcebles. The svirfneblin holding the bag is Peehles.
He came to Mantol—Derith to investigate rumors ot
a heltolder living here. He claims to be fascinated by
aberrations. beholders in particular. H!‘ has confirmed
that them are no beholdcrs in the duergar or svirineblin
enclaves. but he hasn't yet been able to explore the drow
ur Zhentaritu enclaves.

Peehlcs is the deranged, neutral evil servant of X3 ' x
the Eyemonger.a beholder that hunts other beholdcrs,
takes their eyestalks, and grafts thcm to its own body.
Peehlcs is xazairs private surgeon. Once he has
confirmed the presence of a heholdcr in Mantol—Derith.
Peeblcs plans to find his "master" and share the ncws of
his d overy. He suggests that the characters take, him
to the draw or Zhrntariin enclave. under thc pretense
of having inform’ iun about the duergar attack. Once
he has found Lonhnun the beholder. Feebles tri s to
leavt: MantQl—Dcrith at once, If tlle characters delay
his departure, he gets angry at them and claims to be

an expert Undcrtlark guidc. promising to lead them
wherever they wish to go. If they accept his offer. he
leads them to Xazax the Eycmonger (see chapter 10 for

more information).
Peel)les's bag is made from stitched quaggoth hide

and contains a pair of sharpened flint knives. a spool
of thread made from ropt-.r gut. a thin iron needle.
twn pounds or barrelstalk flesh, and a copper cantcctl
containing a halt gallon of water.

Pool. The large pool cast of the market is fed by small
waterfalls pouring through cracks in the cavern cciling.
The water is fresh and sale to drink. Growing along the
share are 3tl6 waterorbs (see "Fungi of the Undcrdark' .

Treasure. Characters who search the nlarkciplztfe
Find a total of 2d<> 50 gp gents scattered about.

4-. Dggw ENCLAVE
Thc drow usc M-.intol—Dcrith to trade exquisite and
exotic goods ziizttcrding to their rarefied tastes. Rarc
pertutnes. potlnns, distilled l)evel'agcs, and other
alchemical products arc some of their regular goods,

as well as common and tlnttommonmagic items. House
Baenre controls the flow or merchandise here. placing
and removing chiet negotiators as their etrtciency wanes.

Sirak Mazrlor is the current drow representative. A

sophisticaletl merchant, she deals In luxury items train
drow artisans: gems of high value, incense. art objects,
various magical treasures. and exotic spices and spirits
exclusive to the Underdark.

4-A. DROW FUNGI GROVE
This is where the drow cultivate cdible and poisonous
fungi. In the heart of the fungi grove is a stunted
zurkhwood mushroom. 20 feet tall, with a thick stalk
and a wide cap that forms a dome. keeping the area
underneath dry. The dark elves use the mushroom as
a pavilion, and this is where Sirak Mazelor rotlducts
business with visiting tradcrs.

Six gargoyles perch on natural ledges overlooking the
fungi grove. They attack any creature unncconipanicd by

a drow that approaches thc stone doublc doors leading
to the draw warehouse (area 4b). Standing in from of

ZILCNVN Q‘Lzr:riN
FEEBLES

the double doors are two female drow elite warriors
that do the same.

Zilcllyn Q'Lcptin. sitting on a zurkhwood bench
under the giant zurkhwood mushroom is a nlale draw
mnge namcrl Zilchyn Q't.cptin. Trained as a wizard
in Menzoberranzan. "Zilch w . orced to flee the
draw city after a rash of spell componetit thefts was
traced back to him. He cant control his kleptomania,
which is considered a form at indefinite madness (see
"Madness" in chapter 8 of the Dtmgcort Masters Guide).
This madness befell Zilrh long before the demon lords
arrived, and has only gotten worse since.

Zilch lost his spcllbuok during his escape from
Mcnzoherranzan. and an unfortunate encountcr with a
black pudding left him with acirl scars covering the ten
side of his body. including his face, In addition to his
staff, which doubles as a walking slirk. thc drow carries
a purple bag made of kuo—toa skin that contains hanl:l—

drawn maps of the Underdark on sheets of trlllimac,
rtiaierial components tor all of Zilch‘: prepared spells,
and 1:14 + 3 stolen trinkets (roll on the Trinkets table in
chapter 5 of the Players Handbook).Char’ rs can use
Zilch's maps to get to Monzcherrattzan, Gracltlstugh, or
the Worrnwrilhings from MantolrDerith,

Zilch doesn't know what , used the duergar to attack
the svirlncblin. but he knows the drow merchants
have withdrawn to the warehouse and that the drow
are waiting to see how the violence plays out. lfthe
characters seem approachable. ZllCl’I offers to help them
get inside the drow warehouse.

lf the characters take a short or long rest and Zilch
is with them. hr, attempts to steal something from one
randrtrttly dcrcrmitieti party member. Far front being a
skilled thief. Zilch must succeed at a Dexterity check
contested by the passive Wisdom (Perception) scores of
every character with line of sight to him. lfl-ie wins the
contest. Zilch hides the stolen item in his bag and fcigns
innocence ifquestioncd about the item's disappearance.

Flink Thunderbonk. I-luddled against a stone column
at the edge of thc fungi grove is a cowardlydeep gnome
named Flink. Hc suffers from a form nfindcfinite
madness (see "Madne " in chapter 5 of the Dungeon
Masters Guide) that makes him want to please his
mistress, Yantha Coaxrock, and also causes him to he
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deathly afraid of her. He uses his Stone Camouflage
feature to blend in with the rocky terrain, afraid that thc
drow and the gargoylcs might attack him. ll‘ he sees the
charactrrs. hr rtins mwarrl thrni in a panic, babbling
about a stolcn gem. /\ SIlL‘.Cl‘SSfIll DC 15 Charisma
(Intimidation or Persuasion) check or calm cniorions
sprll allnws Flink m ’s‘]1l‘?ll( t7tiht'rt‘rlil_V, Wht‘l'rIIpLm he
reveals the tnllowing intorrntitinni

. A dtlrrgzlr nlr rnrrrhnnt namrtd Krinigol Miizgartlr
asked Flink's l'l1lSIl“f‘S<. Vantha Coaxrock. to appraise
El large blzltik gt-msttine. For reasons iinltnotvn to
Flink. Ytll'|\l’lH tlitlii'l want to glvt:lll('gCn1SlLlf‘l!‘l’)£l('l(lO
the, diicrgar and instead 0fft‘rt'd him a lllrnp or gold in
trntie. An iil'gulnt‘llt eiistieti.
Yaiitlia entrusted the genisltitie lt) Fliiik. He ltitik it to
the drow enclave to hiiy ait eyelash eni-as-etl in giitn
ziraliir the eonipoiient tor an in ‘ii’/iiy spell. l<lIUW

trig that's what Yanthn would want him to (lo. Before
he could complete this task. a gargoyle snatched the
genlstonc from Flink's grasp. Flittk is afraid Yantha
will punish him for losing the gemstotie.
Flinlt has been spying on the gargoyle-s to find the one
tltat took his gem. but that gargoyle isn't among the
ones currcntly guarding thc drow cnclavc.

443. DROW WAREHOUSE
The draw warehouse is both a fortress and a re tleiit:r~.
The stone double doors leading to it have an arcane lock
spell cast on them, which only Sirak Vlazeltir and her
elite warrior guards can bypass.

Characters who gain entry find the warehouse
occupied by two lcnialc drow elite warriors. eigliteoii
drow merchants. ninc quaggnth slaves. and six giant
lizards fitted with saddles (use the giant riding lizard
statistics in chapter 8). The 30—foot—highceiling of the
warehouse is hidden with thick webs that conceal a
dozen giant spiders loyal to the drow.

The warehottst-‘stlcnizt-ns attack thc party unless the
characters art‘ artompaniccl by a (lrowr The merchants
havc bCl‘n instrtit-trtl It) rt-main in thc \Vr’|l‘Cl’I0llSC ttntil
Sirllk Mazeltir returns. The drow chitf negotiator and
her entourage have gone to the Zhentarim ertr,lavt- (area
7) to meet with I’t‘pl’C$l’.lIliMIVC: ofthe Black Network.
in the hopes ottorging an alliance against the tlnrlily
tlurrgar and . 'lI’l[\FblilI enttlaves.

The drow sleep in i-ot arranged in neat rows. while
the inercltants store their valuable, wares in three wane
buildings. The door to each building is protetitetl hy
glyph o/warding: (save DC 14) that trigger an explosive
runes effect (5d8 thunder damage) when a creature
other than a drow opens it.

Treasure. Each storage building contains Ztlti crystal
vials otcitotie pcrhiinc worth 100 go each. 3d6 crystal
bottles of distilled bcvcragcs worth 25 gp each. 1d4
magic items (determined by rolling on Magic Item Table
A in chapter 7 of thc DtlngcatlMasters Guide). and 2d6
Vials of Carrion crawler nnictis (sec "F'oisons' in chapter
8 of the Dtirigison Master's Gtiidc). Characters also find
ltll0 X 10 pountls of food and l(llO * 5 gallons ofwatcr
stored in each lniiltiing.

lZ1!\E‘Tl',R ‘a \lA.\TV)L—D[RHlK

5. DUERGAR ENCLAVE
The gray dwarvcs tradc mostly in armor and wcapotls
of superior craftsmanship. but ll'|(‘ll‘ cnclavc also deals
in other inetalwork, i-aw orcs. and ttncut gcmstoncs.
The duergar chief negotiator is Ghttltltir Flagonfist, who
sells armor‘ arrowheads locks. mining and srnithing
cqtlipmcnt‘ and smoked D£lI‘kl&‘ll(4“ fish. Ghtilrltlr is
friends with Kriingol ll/lu7.g2)I’Lll, ll gray tlwarl itiercltiiitt
whti S(’,llS frothy Darklakr Sttiut ale.

5A. DUERGAR FUNGI GROVE
An iron—wroughtfcncc cncloscs this fungal grove,
through which thr rltlcrgarhavc carved narrow
aislr-s, Thv grovc contains a host of crliblc fungi and is
illllminalctl h x nightlight rniishroonis "Fungi ot
the Undcrdark' in eh.-ipt -r 2). A tunnel in the south wall
lczttls to it set of tlotihlt, ttint: LIUOTS

tniiirtling tho tiingi grov IJTC rniir lI’\Vl5ll)ll duergar
that attack itltrutlers on sight. Four more invisihle
duet-gar stand in from of the double doors and attack
any itoirtluergar that come into view.

513. DUERGAR WAREHOUSE
Thr: stone dollhle tltitirs in rhr: witrehtillst ll‘(‘ llnltlt-ked
and open to reveal a 4n l:()()l'llIgl'I.l‘0Ilgl't'l1r3W|'l (t irnher
ctintainittg thirty duergar int», tit ittl lvvelve‘ inale
steeders (see appendix (3) used as pack animals. These
duergar aren't spoiling tor a riglit and iiarley with
intruders. sharing the followinginlortiiatiun:

. A s-virlnehlin rnngr stole ll gernstont-, from a dtiergiir
ale merrhant niirneii Krinigol Muzgzlrrlt. Krirngol'
good friend of Mantol-l)eritli's tlucrgar chief negotia
tor. Ghultlur Flaganflsl.
When the svirfnehlln mags rtsftlsed to return the
stolen gern. Flagunfist sent invis-ihle tluergur to the
svirtnehlin enclave to i-aptiire her and hring her to him
for questimiiitg.
Other svirlneblin tried to free the in-age. leading to the
first of several armed crinfrontalititts. Flagtinflsl has
since sent his duergar guards to storm the neighbor—

ing enclave and wipe out the deep gnomes.
A 20~lUl)lslIIgh stone huiltiing stands in the northeast

rorlter Dl the wilrehollse. Inside this llnltittketl building.
Ghultlur Flagonflsl and Kriitigtil Muzgilrtll (Li pair or
male duergar) are interrogating Yantha C(laXI‘t)(‘.k. an
unarmed fetvlale deep gnome suit ring trorn a lnrrn oi
ilirlel'lnitt> madne lll ttltapler 8 of the
Dungeon Masters Guide) that makes her tell lies, even
at the risk olhariiiing herselland others. The duergar
have dressed her in a robe sewn with gemstones (see
"Treasure" below) and suspended her above the mouth
of cihtildiirs --pet"—a hungry xorn. Ghuldur grasps the
rope from which she hangs and is threatening to feed
her to the xorn unless she divulges the location of the
gem she stole from Krimgol.

Vantha Coaxrock. Yantha is the leader of the
Stonchcart Enclavc basctl in Blingclenstone(see chapter
6). Slit‘. is bound with rope and spinning an elaborate
lit: about how the drow must'vc charmed her and taken
l<rirngoi's gern. she has an Intelligence of 16 (i 3) and
the following atltlltional fcattlrc:
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6A. SVIRFNEELIN FUNGI GROVE
The fungal grove in the deep gnome enclave has been
left to grow wild. Strcwn about the grove are the
corpses of a dozen dead svirfncblin, all ofwhom wcrc
killed by duergar.

Set into the northeast wall is 2: set of stone double
doors that the svirfnehlin have barred from within. Four
enlarged duergar are breaking through the tlotirs with
war picks, and it's only a matter of time before they
reduce the doors to rubble. Eight more invisible duergnr
stand nearby, ready to storm the svirfneblin warehouse
as soon as the doors crumble.

Treasure. Each dead svirfneblin carries a pouch that
contains ld4 50 gp gems.

In addition to species of edible fungi. the svirfneblin
grovc contains thc following cxotic fungi (as described
in the “Fungi ofthe Underdark" scction of chapter 2):

2d6 barrelstalks
3d6 bluccaps
3d6 Nilhoggs noscs
2d6 tongues of madness
2d6 torchstalks
2d6 trilllmacs

613. SVIRFNEELIN WAREHOUSE
Twenty—two deep gnomes, including Gabble Dripskillet.
are holed up in this chamber. which is shaped like a
cube. The ceiling is 100 feet high. and the walls are
lined with niches that serve as residences and storage
spaces. Levitating crystal platforms throughout the
warehouse allow the deep gnorncs to rcach thcsc
compartments. Each crystal platform can move up.
down, or side-In-sttle on command, but only thc tlccp
gnomes know the command words to activate thcm.

Most of the svirfneblin have retreated to their
residential niches. Gahhle Dripskillet is the only one at
floor level. and she's prepared to negotiate with whoever
or whatever breaks through the doors. lf the characters
deal with the duergar, Gabble is grateful and offers them
a reward (see "Treasure" below).

Crahble doesn't know what provokedthe duergar into
attacking her enclave. but she is friends with Yantha
Coaxrock and would like to see the svirfneblin mage
returned safely.

Treasure. Storcd throughout the warehouse are sixty
10—pound sacks of salt worth 5 gp each. thirty sacks of
precious minerals worth 25 gp each. twenty—lour quartz
gemstones worth 50 gp each. a dozen amethysts worth
loo gp each. and six peridots worth 500 gp cach.

Halfway tip the southeast wall is a hidden
compartment. Finding it requires a sucttcssflil DC 19
Wisdom (Perception) check. The rompartment rnntnins
1d4 magic items (tletermittetlby rolling on Magic ltern
Table C in chapter 7 of the Dungeon Masters Guide).

Gabble keeps a crystal cnfler in her inch The
cotter is worth 100 gp, and it contains a tit k. pphirr
pendant on a silver chain worth 5.000 go. She offers the
pendant as a reward to the party for saving her enclave.

CHAPTER <2 MA!~.T!JL— DERITH

7. ZHENTARIM ENCLAVE
The Zhenlarlm fnutitl great profits in Mantnl—Derith
by bringing in products impossible to obtain in the
Untlerdark. Items as innocuous as sugar and fresh
en‘ tire treasures in high tiemanrl here. The surface
dwellers trade mostly in raw materials, including wood,
line fabrics. and leathers. but also maintain stocks of
perfumes, alcoholic beverages. confectionery,paper,
and clothing tnade by surface artisanswith surface
materials. The human Ghazrim DuLoc leads the
Zhentarim enclave in Mantol—Derithand also holds the
key to finding the library of Gravenhollow.

7A. ZHENTARIM ENCAMPMENT
Zhentarim traders cut down most of the fungi grove
outside the entrance of their warehouse, keeping only
a few small gardens for decoration. In its place they
erected a huge pavilion and several smaller tents. Water
dripping from thc ceiling runs off thc tents to form
puddles everywhere, The pavilion is whcrc Ghazrim

. a do for fifteen Black Network merchants (all
human commoners).

Perched on a ledge overlooking the pavilion is a
gargoyle touched by the madness otFraz—Urti'luu's gern.
ch-.irut:trrs with a passive Wisdom (Perception) score
of 13 or higher spot the cr .ature. It's waiting for Kinyel
Druu'giir. its "true love." to emerge rrnin the pavilion.

Inside the pavilion are four draw: Sirak Mazelor
(a ternale draw mrige and the chiefnegntiator or the
draw enclave), two female draw elite warriors, and a
female drow assassin posing as another elite warrior.
The assassin. Kinyel Druugiir. has Fraz—Url:t'luu's gem
on her person. She also has the Fey Ancestry, Innate
Spellcasting. and Sunlight Sensitivity features of a
draw elite warrior. These drow await the arrival of the
Zhentartnfs chief negotiator. Ghazrim DuLoc. A table
covered with food and wine stands in the middle ofthe
pavilion, although the drow refuse to partake.

Development. ll thc characters kccp their distancc
itntl spy on the Zhentarini cnclavc for a fcw minntcs.
Gha7rim l'JuLoc, Lorthuun. and six human thugs
emerge irurn the nearby vvart-house (area 7b) to meet
with the draw rlelegatitm. Before sirnk can negotiate
an alliance, Kinyel attacks the beholder, Unless the
chararters intervene, Kiny l

e ‘capes with 19 hit points
remaining. Everyone else killed in the crossfire.

If the ('}ILI\'c -ters confront the druw before Ghazritn
and Lnrthuun arrive. Sirak orders them to leave at once.
if they refuse. she and her warriors attack as Kinyel cuts
a gash in the back wall of the pavilion with her sword
and finds a place to hide until the beholder appears. It
the characters putstte Kinyel. the gargoyle attacks them
to protect her. Ghazrim and his entourage arrive 1d4 + 2
rounds after the battle isjoined.

Kinyel was forced to leave Menzoberranzan in
rlisgracc after failing to assassinatea house rival. Fraz—

Urb‘luu's gcm has afflictcd her with a form ofindefinite
madness (sce "Madness" in chaptcr 8 of the Dungeon
Mast 'r's Guide). Shc is convinced that the gargoyle who
gave her the gem is a tncsscngcr from House Druu’giir.
and that killing Lnrthuun will redeem hcr.
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73. ZHENTARIMWAREHOUSE
The double doors leading to the Zhentarim warehouse
are made of thick zurkhwood reinforced with iron
bands. A window slit at eye level allows two human
veterans stationed inside the doors to peer out into
thc navern. They will not open thc doors to strangers
without Cthazrim DuLoc's permission. The doors are
barred from the inside. They have AC 15. 80 hit points.
and a damage threshold of 10. They can also be forced
open with a DC 25 Strength check.

The Zhentarim warehouse contains a dozen iron
storage sheds tilled with neatly sorted merchandise.
Two more sheds serve as quarters tor Ghazrim DuLoc
(a human noble) and his guards. Ten human thugs
(minus any kiiletl in area 73) are asleep in their bunks
but rise quickly ifthe warehouse comes under attack.

Lorthuun. a maimed beholder, also gtltlrds the
wztreliousc. Years ago. Lorthuun got into a terrible tight
with a behir and lost four of its eyestalks. Its spherical
body is also covered with scars from the hehir's claws
and breath weapon. Lorthtiun ltas the statistics of

a normal beholder. exccpt lltat it no longer has its
sleep. pctrificatioit. disintegration. or death rays. The
hehnldefs adjusted challenge rating is 9 (5.000 XP).

Ghazrim and Lorthutin both serve the Zlieiitarim.
but they rarely see eye, to eye. They bicker and instill
each other like an old lnarried couple. and only their
dedication to the Blarlt Network keeps them from
turning against one another.

Born into a wealthy latnily. Ghazriln has the typirally
sniarrny demeanor of the Amnian aristocracy etnipletl
with El biting SETISL‘. olltumor that he uses to diffuse
tense situations, He's not afraid ofa good fight but is

averse to attacking a superior force. It he realizes the
characters arc in league with the Black Network, he
nfiers them ftiotl. wine, and whatever else they need to
complete their rri’ sion (soc “Treasure").

Gltazrin-i'sShed. The door in this shed is locked.
and Crhazrim ttztrries the only key. In addition to his
comfortable hetl. Ghazrirn has a morbid collection of
tiny. malformed creatures in pickle jars on LI shelf.

Secret Door. A secret door in the west wall opens
to reveal a wide tulinel beyond (area 1:). Tlte secret
door makes it lol ofnoisc wlten opened, alerting the
warehottses occupants

Storage Sheds. The ontents of the twelve storage
sheds are rlescribed below:

sited 1 contains tlte Zhents' supplies. consisting ol
2dl0 X 10 pounds of food in the form of dried meats.
plucked cl‘tii'kens. fresh fruit and vegetables. and
loaves of baked bread. There are also six casks of
wine worth 50 gp each.

Shed 2 holds ltl10 backpacks. 2dl0 bcdrolls. 2dl0
hlankets, Ztlé climbers kits. and 2d6 |tealer's kits.

Shed 3 contains 3d6 hooded lanterns. 3d6 flasks of
oil. 3d6 50—l'oot coils of ltempcn rope. 3d6 grappling
hooks. and 3d6 tintlerhoxes.

Shed 4 holds five crates. each one containing ld2O days
of rations.

Shed 5 contains 2dl0 empty glass ltottles. 2d6 scroll
cases. 2dl0 Copper tankards, 2dl0 iron pdts,2d10
empty sacks. and 2dl0 empty waterskins.

GNAIHIM UIJLDL

KlNYEL Duuueiiia

Shed 6 holds 2dl0 empty wooden chests with iron
fittings and 2d10l<to s with keys.

Shed 7 contains 2d6 jars of ink. 3dl2 blank pieces of
parrhment. 3d6 boxes of candles (12 candles per box).
and 2d6 ink pens.

Shed 8 holds 3d6 crowbars. 3d6 hammers. and 3d!)
miner's picks.

Shed 9 is locked. and Cihazrim Du Lot: carries the only
key. Thc lock IS also trapped with a poison needle (set:
‘I amplc Traps" in chapter 5 ollhe Dungeon Master's
Guide). The shed contains 250 pp. 1.800 gp. 3.300 sp.
6.000 cp. and thirty 100 gp gems in a loose pile.

Shed 10 contains 3d6 jars of spices worth 10 go each.
2d6 10—p0\lntl sacks ofcinnamon worth 20 go each,
and 3d6 boxes of soap (1 2 bars oi’ soap per box).

Shed 11 holds four wooden thicken coups. each one
containing 1d6 + l liv. , ickens. Sattks olichicken
feed are stored on a shellabove the mops.

Shed I2 is currently empty.

Treasure. Gllazrim Carries 5.1 key that unlocks shod 9.

He also wears a gold ring titted with a star ruby (worth
1.000 gp). A detect magic spell reveals that the gem
radiates rt faint aura of divination magic. The gems
star—sl'tapcd r-ore is a magical compass that guides
the rings wearer along the sale. .shortes.t route to
Crravenhollow. Ghazrim is aware of the rings property
and gives the ring to the characters ifthey claim to be
headed that way.

LEAVING MANTOL-DERITH
if Ghazrim DtlL0t‘ Flies. chtiracters can remove the
ring from his dead hand and use it to find their way to
Gl’aV6l]l]0llLWV.

It the rhararters deduce that Kittycl's gem is
responsible for the havoc in MantolrDerilhand inform

BEHOLDER EVESTALK5

lftortiiuun is killed. MA otits eyestalks survive irlta(t.
Should Peebles the svlrfrleblirl happen upon the belloldefls
remains, he uses a flint knife to remove the intact
eyestalks, then tucks them iri his bag for safe delivery to
xazaz the Eyemonger (see “Follow-Up Encounters").
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the chief negotiators of this fact. the ones who are still
alive are thankful enoiigh to share disturbing news from
their lit>m< ettlemwntsof Blingdt-nstnnc.Ciracklstugli.
and Merizeherranzan. res i('t'.tiVt‘l_V(see Chapter 10.
"Descent into tht‘ Depths

FOLLOW-UP ENCOUNTERS
_

Having Slfltlls v lit r. e area lc). Pccbles (see area 3b).
or Zilchyn Q'Leptin (artfirl 4a) ioin the party can lead to
special followup erietiiinters in the vicinity of Mantel
Deritli. as tlfist‘,i'il)fitl hrlluw.

CRICKET CATCHER
If Zilclig, ii Q'l.eptiii is W h the party as it leaves Mant0l—
Derith. he insists on iisiting a nearby cave to retrieve his
set-,re ash nfpntitms.

Zilrh's cave lies one rl.'i_ s travel west of Mantol—Derith.
along the same route the rhara tars must travel to
reach Graveiihollow The t‘zl\'r‘ is wnrmirlgwitll bats
and infested with dozens of giant alhino FHVK‘ Cl'l(‘l(C[’>‘

that t‘ -d on the bat guano. The crickets are as big as
halfiinas yet harmless. A happyrgol , y kun-toa named
Ougalop is also here, trying to catch the giant crickets in
a hornesptin net. When he sees other liitriitlers. Ougalop
waves at them and continues with his Cricket cattzhiiig.
He poses no il1l‘(‘af and has no interest in joining the
party. The ku0—lU2I lives in Sloobludop (see cliaiiter 3)
and is blissfully unaware of recent events there.

Treasure. On a 30-i0O(—l1lgl‘l shclfoverlooking the
rave is an old grick nest. Hidden here are three pntlbiis
nfttitali’ . CliI'll|)Il\gil1Cwall to reach the shelf requires a
success ul DC 10 Strength (Athletics) check.

AMARITHVS Zoo
If Sladis Vadirjoincd the party and is still around
when the rharacters are ready to leave Mantel Derilh,
ht-, offers to guide them to a cavern rotighly eight days‘
travel west of Mantel-Dcrirh.along the same route the
tthararters must mi ltt) reach Gravenhollow. Sladis
claims that the t':|Vt‘ is home to another member of the
Eiiieralii Enclave: It fltvarfnilmtd Aimarllh C0ppet'Veil].
This news will interest i-h;ir;ietcr.s srarching for
Amarith on behalfni lVl0I’lS|7! M.1lkln(sct' chapter 8).

Amaritli Cnppervein i
ii shield tlwnrfveteranwith

the following stati ittal mtitlifirzitioris:

. alignment is neutral good.
tlarkvis-ion out to a range oi’60 feet.

Amzirit s rlwarvrn rcsilicncc gives her advantage oti
saving throws iigairist poison. and she has resistniice
against poison dainage.

Awiiziru
Corrnznvziu

(‘iH\i‘TFl<1 uiwrii mrurli

She wields a vvarhaminer instead ofa lungsword (11:18

+ 3 bludgeonillgdamage on a hit. (if ltllo + 3 l>liid—

geoning dainage if using the weapon with two hands).
Am-.irith's raiern contains 3! dozen stalagmitcs which

have beeii htilltivt. ,d out and littt-Ll with iron bars to serve
as r‘l'|0n.s!FI' ttag Locked in three ofthcsc cages are
a rust monster, a winged kohold, and ti fire snake.
Ainarith charges 3 cp per persml to (Our tier min."

if the characters ask Atnarith lnjnlll them, she gathers
tip her belongings and doesjusi that. lamenting that "the
zoo business is tough!" Her gear includes a battkpank.
a bedroll. a lantern with no oil. a tinderbnx, an iron pot.
ten days oiratiotis (edible tiiiigi), a pniieli eniiiainiiig 3

up. a 50—foot coil of hempen rope with a grappling lionlt
tied to one end. a net. a ininer's pick. and a 10—foot pole.

XAZ.-\X THE EYE.‘/IONGER
If Peebles or the characters harvest L<irthiiiin's
cyestalks (see the "Beholder Eyestalks" sidebar).
Peehles asks to join the party as it leaves Manl()l—

Derith. After traveling with them for a tenday, Peebles
urges the characters to deviate from their preferred
route. claiming that thcy‘rc dangerously close to a
nest of purple worms. Peehles uses this lie to propose
an alternate route. It the characters follow this
tletour, Peehles leads thcm to thc cavern of Xazax the
Eyemnnger. 2) terrifying beholder that kills others ofits
kind and grafts their eycstalks to its body. Peebles heads
to Xazaxs cave regardless of whcthcr the characters
follow him or not.

Xazax's cavern has 2| 30-foot-high ceiling and is
unremarkable save for El 20~iot)t-widc. l00—fot>t—dct:p

shaft in the middle of the floor. Upon arriving, Peebles
calls out. "Master! I've returnetl!" Moments later, Xazax
rises up from the shaft. Xazax has eight extra eycstallts
grafted to its hotly. giving it a totzil of eighteen. but it
can't lire rays [POI]! the grattetl eyes. Ifthe chziractcrs
took one or more of LorI|iuun's eyestalks, Pt-ehles
demands that the characters surrender them at once.
Whether they do or not. xazax becoines cnragetl and
attacks. Both Xazax and Peebles tight to the death.

Treasure. At the bottom of the beht:lder's shaft.
buried among the shattered remains of petrified foes, is
a flame tongue longsword. Scaling the shaft requires a
sticccssful DC 10 Strength (Athletics) check.

xntit
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CHAPTER 10; DESCENT INTO THE DEPTHS
Hm mg §nr\'ur~(| Nlm1mH)t‘rnh unrl obminéd Glmznm
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prmmr-rs Ionkmg for 2 way out. they arr m [hr head of
nn Pxpfi-\|m'nn;sr\ f:n'rP mmy m Clmllcngv \‘\hL¢lt‘\'E’r (hr
l’m|e=rdark hm lo u|'fm'

Vhurh r\Hh1~nur1rHc <c'<*n0noHhr;1dwI\1ure1~frvr
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Imvrr nu’ Am. hum!‘ 00' 1 he m ‘stvrmus m-ow arrhrnuge
\ i7:~r:m T)e=\’ur. Hnwmev. lhf‘ rharm-1er.~ arc fi"Pr‘ In
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r\'plnrv G1 Ln cnhnflnw and m11n(‘kn.~ secrrm
we <'\'H11.~ rnnsmlml in r‘hapl<'r~ 15 through 16 van
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arlv<'n1Hrr=. J\ the ulummers unrklof\1Hyunr|er<(and
mo newmr‘1mr*('>(hatha\'<‘:\ppr‘arer|inrhv'I mlerrlark.
svrknr‘\V;1|Hr‘KmI(1mfnrm;\(Im\.anr1u|l\lnuu‘lyatrrmpl
m 1-wave a plan ln end (hr (|£-mun lord fhremn

rmmver :sd\v:u\rexncnrthrough ms svrlmn ofrhr
arlvmturmsm1purmm,Thv murnr,-\ from '\InnmH‘)z-,rnh

to G ';Iwnho1low slmmd um nlvr: sxlffirimxl enc0urw~r.~
and «*h;IHH\{:es for (hr 1 Imracters m reurh 1UIh1rvr‘1

hy[h(‘mnr‘l|1Cy\i~Il uh» «tone mam hhmrv \s fhr
ch:«m<'I:‘r\1ra\rel from place In p1arr.r?IPI‘kf0I‘ nlmlmn
enanuntrrx 33 normal (me cmpwr Z).1>uls\\':Ap out me
crcavure encourmwx w uh ones pn~.~<»,merl in rim \‘hap[r‘v'
|d:'::I1_\. the Ch£\l‘EH7lP‘\"~ should br‘ Hlh |<‘Vr:| by the nmc
«he, rra<h */mummy‘; weddvng mmpxer 16. ' The
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FELLOW TRAVELERS
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as .~. »m1| group pm.;.p~ ioinrd hy a few nr mm rennw
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along the \v:\) \'mL my rcmrn m (hr anhwrr.m»>an
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mmmmbmm nd\enl\|r«"rsrumwnm. (lz‘uFn(lin§: on
hnwmanv NPR wrrc rm nmd ‘om Ahr‘ farlinns m
c;.u.nam.n (see Chaptrr >1» Tn» rheungtw somc M an»
<*muJw(ion<:1v~<'r||)edm“Umlrnlark Tmw-1' in rhnptvr 2.
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Arncltlm; IN FORCE
When dealing with combat between large groups of
creatures—etther the adventurers‘allies or their toes—you
might wish to use the guidelines under “Handling Mobs"
in chapters ofthe Dungeon Master‘: Guide. In some
cases, you can simply match forces on one side with those
on the other and assume they neutralize each othcr—
for example, a band ofshleld dwarves fighting tor the
adventurers against a band oforcs. During such combat.
the force on the losing Side 45 wiped out while the winning
force suffers a few casualttes—anywherefrom 10 to so
percent—based on how dtthcult you judge the combat
was for them.

#
MARCHING QRDERS
The tunnels and passagcs of the Undcrdarlt aren't easy
routes through which to load a large group or NPC
When the characters set out, have the players de , ‘be
how their expeditionary force is arrayed while traveling
in single file, two ahreast, and in open formation in
widc—open spaces. Also ask the players iiany of the
NPCs are scouting ahead or serving as .1 mar guard
(see “Scouting,"below) or ifthe larger party remains in
close formation at all times.

The marching ordcr affects where and hnw difierent
encounters might occur. particularly iithcy happen
while characters are marching single filo or two abreast.
A threat approaching from above. below. or thr flank
could strike the middle of the expanded party. making
it tiifiicult for the characters at either end to re ch it.
Likewise. spellcas rs must be aware of the ztllics
around them at all times when casting at-ea spells that
don't solely target enemies.

TRAVEL PAgl_a
_b

The pace of Undcrdark travel remains as outltnetl
in chapter 2, and the characters move no slower for
traveling with Al larger party. Althougha portion oithe
expeditionary torce might be mounted on giant lizards.
the lizards travel at the pace otthc rest of the party
unless they move out ahead.

As noted in chapter 2. a last pact‘ makes it harder
for characters to spot ambuslters or items or interest.
and prevents characters from imaging. A slow pace
improvcs chances of foraging. However, even while
traveling at a slow pace, the characters and the NP(7s
can't use stealth. since they are t(l() large a group to
go unnoticed. Stealth is an option only for a smaller
scouting party traveling away from the main forcc (see
“Scouting").

§I§_vrGA"r1NG

while traveling as part of a larger group. the characters
have an casier time navigating their way through the
Underdark than they did during their initial escape.
The characters‘ own experience. plus that of thcir
tollnvvcrs. along with maps and other intorrnation they
might have acquired in Ctauntlgrym or elsewherc. give
all members of the expanded party advantage on any
Wisdom (Survival) checks to avoid becoming lost (see
chapter 5, "Adventure Environments," of the Dungeon
Master's Guido).

cl-t.\l»lrtz in
l
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Scourmc H
A portion or the expanded party can hrealt ofiin nrder to
travel sortie distance ahcad. scouting for the right path
wltllc remaining on the lookout for potential hazards.
A smaller group might also lag behind. serving as a
rearguard watching for threats coming up behind the
charartcrs as they travel. NFCs can serve as scouts or
members ofa rearguard as the players wish. Some of
the adventurcrs might choose to do so as well.

A smaller scouting group can make use of stealth to
travel unnoticed. lfa random encounter occurs during
thejourney, characters in tho scouting party discover it
first and can choose whether to avoid or deal with the
encounter. If characters in the scouting party notice
the encoutt ,r without being seen themselves, they
can retreat back to the tnain force to inform the other
character imtlarly, ila random encounter escapes the
scouting characters‘ notice. the encountered creatures
can lie in wait for the rest ofthc characters in order to
ambush theln.

IN COMMAND
No longer a ragtag band of survivors and prisoners, the
adventurers are now in command of zl dcdicated force
ofNPC followers. In addition to the advantages that
brings, the characters must assume leadership roles
as they deal with allies who might ttol entirely trust or
respect them—or each other. Add in the dangers of the
Underdark. along with the unpredictable influence oi
demonic madness, and the characters have scveral new
tihallcnges that must be iacetl.

PERSONALITIES
Although the l\'PCs the characters lcad are ostensibly
allie many belong to different factions, and old
grudges and ditterenccs in ethos aren’t easily set aside.
Persortality cont-licts might arise among the followers
in the expanded party, anti the adventurers would be
well advised to head oft potential trouble. For example.
having Lords’ Alliance troops acting as scouts while
kccping Zllrntarinl mert l'I£li'lIZS close at hand will help
kccp those r-actions train fighting.

HEARTO Dig r<N§ss
[it this phase of the campaign. the characters are
moving toward the dcmoll lords and their iufiutxrlce
rather than away from it. even as tho Underclark
sinks deeper into madness and cllaos. The characters
will make saving throws against acquiring levels of
rnadlless as called for in different encounters and
whenever you teel it is appropriate. (see chapter 2 ofthc
adventure for more information on madncss.)

The NPCs followingthe characters into the
Underdark are just as vulnerable to demonic madness.
However. rather than make saving throws or track
madness levels for each individual NPC, use the
Random Events table in this chapter to dctermine when
madness appears atnong those followers.

Vl/hen tnadness appears among the NPCs, ttse it
notjust for its tncchanical effects but to create real
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complications [or the adventurers. For example. ifthe
Random Events table indicates that one member of the
expanded party suffers loiig—term madness you might
decide to bestow extreme paranoia on th.1tNF'C. In
addition in the effect of Wisdom and Charisma checks.
that character might believe that the adventurers art-
actually agents ofthc deinon lords. and are intent ml
leading the NPCS to their doom.

LOYALTY
Having the atlvenlurers trailing an expanded party
gives you the opportunity to use the optional loyalty
rules in chapter 4. "Creating NoltplayerCharrtcters." of
the Dungeon Master's Criiitle. You can track the loyalty

scores of groups of NPC uch as those belonging
to each faction. rathcr than having to track NPCs
individually. The characters must balance the goals
and bonds of their followers in order to maintain and
improve their loyalty.

§RoV1s1oNs
The (actions in Gauntlgrym see to it that the
expeditionary force is well provisioned with whatever
the t'llarat:ters' expeditionary torce can carry. Food
and water aren’t easy to come by in thc Underdark. as
the characters know all too well. and supplies must he
managed and safegiiardcd.

It the expcditioiiary tort-e needs to supplement or
replace supplies while traveling. the amounts that
characters are able to find become more. important with
a larger group to support. See "Foraging" in chapter 5 of
the Dungeon Master's Guide. as well as the guidelines in
chapter 2 of this adventure.

TREASURE
Just as they must ensure siiffii-ient supplies [or all the
NPCs. the characters need to think about how best to
share the spoils of encounters and adventures with
their followers. Although the NPCs all a<:t‘0mpal'|_y
the adventurers out ofloyalty to their fiiclioiis—and
on orders from their stlpcrinrs in Ciatlnllgrym—thL'
characters‘ treatment of the NFCs influences the
loyalty oftltose lnllowers (luring the mission into the
Underdztrk.

The characters should come up with some means tor
dividing ztny treasure. taken on the expedition hetween
the NPCs. As long as the division is reasonably fair.
most of the followerswill be (‘Dl'Iir‘.l'Il. However. the
NPCS will complain if all the choirt-' pieces of [re sure
go to the adventurers.

The characters might also need to contcnd with the
problem of theft, whether NPCS stealing from spoils not
yet divided. stealing iroin the adventurers. or stealing
from each other. Such theft might be dr' by sheer
greed. or it could lie. a maniie 'tation of madness. A bout
of long-term madness could ea ily lead to obsession
with particular items oftrcasure—especislly magir
itCms—wiih an ubsesscd NPC willing to steal or even
kill to obtain them.

MArhlTArN1No ORDER
The .1d\'t-nturers are in command tiftheir NP?
follower. and that means they are responsible for
welding together rlisparatr: forces and maintaining
discipline. The characters have a hit of an advantage
in this regard. in ll1E|l[l'V‘ NPFS placed under their
command are all well—trainl'(l faction operatives. not
rnvt recruits or mercenaries. However. some ofth ‘e
seasoned personnel might question the right at El ragtag
hztud oi advcniiirers to rommanrl them. even it their
superiors sci-m to trust the player characters. Like-vi se.
though the individual tariions are typically disciplined
within their mm ranks. members of any faction might
bristlt: at having to work alringsidc (much less take
orders from) |Tl€lTll)l‘|’S of other factions.

CHAIN or COMMAND
In addition In deciding how the expeditionary torre is
Dl’Eal'\l7i‘Fl1lfi(l EllSil‘llJ\lll"(l(see ".'\/[arcltilig Order. . the
players must also institute :| clear rhnin ofcommand.
One or more or the adventurers might be the firld
commanders ofthc r‘<pr"tll(l€l:l party. while others servc
as liciitenaitts. Likewise. the adventurers miglil appoint
some oflhe NPCs to ctitnniand pus‘ ions. Without a
clear chain of commaiirl. information might not go to
the right peoplc. and decisions might not get made
qiiirkly enough. or at all. Adding to the rlinllr-nge of
maintaining rlisriplitte is lllt‘ t'\'tJr—prese-nt threat of
dcmonit‘ madncs growing among the ranks. creating
prnhlems even tor. ssonrd Hull professinnztl troops
(see "Heart of Darkne. "i.

It the expeditionary form‘ is made up otdiverse
rnrtioiis. the players also nt'l‘(i to decirlr how much
latitude to give those faction. . For example. Zhrntarim
nierrenarics might he eager to lnrturtf prisoners for
information unless the characters put a stop to it. and
menihrrs of the Emerald Enclave might place a higher
priority on maintaining the lialarlce or nature in the
llntlerdark than on political struggles.

RANDOM EVENTS
The iidtenturers must contend \vilh a variety olevents
as they lead their forces through the Unrlcrdark. Every
other day of travel or camping in the Urttlerdark.an
event aiitpmatlt-ally occurs. Roll a d20 and constilt the
Random F.VN‘lls table. or rhrtnse a siiitahle event.

For the rules on madness see i"haptr>r 2 ofth'
adventure and t‘l‘laptcr8. Running the Gaine." in the
Dlznéeon 7‘/Insreris Guide.

4
SPLITTING THE PAIITV
You can change up the (eel ofthese later chapters ofoiit
aflhz Abyss by allowing the players to take on the roles
ottheirfaction allies as well as their regular characters.
This can range tram letting each player control the overall

actions ofthe NFC: in a single Faction. to creating multiple
subgroups so that characters can split ortand have their
own adventures. while this involves a good deal more
coordination among the game group. it can add a lot of
detail. intrigue, and interaction to the campaign.

Cli.-\PT¥R in
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RANDOM EVENTS
d10 Event

L2 Battle aftermath
3—6 Creature encounter
7-9 Demon encounter

‘l0—1'l Discipline problem
1243 Disease
l4—l5 Madness
l6—77 Poisoned NPCs

1349 spelled supplies
20 vanishing NPCs

BATTLE AFTERMATH
The party stumbles upon the remains of one or more
creatures slaughtered by rampaging demons. Roll a dl0
and consult the Corpses table to determine what they
find. A thorough search of the area yields no treasure.

CORPSES
dlo Corpse Present

1 1 dead behir
2-3 ldl dead draw and '|d4 —

‘l dead grant lizards

4-5 3d8 dead giant lire beetles (their glands are no
longer glowing)

5-7 2:14 dead gricks

8-9 2d4 dead kuortoa
10 l dead purple worm

Roll a d6 and consult the Scavengers table to
determine what scavengers, if any, are feasting on
the remains.

SCAVE N G E R 5

ds Scavengers
1-2 ‘Id3 black puddings
3-4 M4 earrion crawlers

5 ‘ids gnolls and M6 hyenas
6 l otyugh

CREATURE ENCOUNTER
Roll on the Creature Encounters table in chapter 2 or
the Darklake Creature Encounters table in chapter 3.
depending on where the party is traveling.

DEMON ENCOUNTER
Roll a d20 and consult the Demon Encounters table to
determine what appears. lfthe characters stumble upon
juihlex and flee immediately.the demon lord doesn't
pursue or attack them.

DEMON ENCOUNTEIIS

an encounter
1-4 1d4 barlguras
S—8 ma ehasrnes
940 M2 liezrpus
ll—l4 ld4 shadow demnns
1543 la: melts
19-20 luiblex (see appendix D)

(‘HI\l‘TFl( Itl l)(~~‘L‘l-..Vl l.‘\‘l‘l,\ THE l)Ef'l'liS

DISCIPLINE PROBLEM
A discipline problem is revealed among tht: NPCs.
Roll at d6 and consult the Discipline Problems table to
determine what transpires.

DISCIPLINE PROBLEMS

d6 Problem
l—Z A loud argument that has a 50 percent chance of

attracting nearby monsters (roll on the Creature
Encounters table in chapter 2)

:74 Theft or dispute overtne division otsporls
5-6 Brawl or othevoutbveak ofviolence

DISEASE
One or more NFC party members contract a disease.
Roll a d4 to determine how many NPCs are affected,
then roll a d6 and consult the Diseases table to
determine which disease is contracted. See in chapter 8.
“Running the Game," in the Dungeon Masters Guide‘ for
descriptions ofcackle tever, sewer plague. and sight rot.

DISEASES

d6 Disease
l—2 Cackle fever
3—4 Sewer plague

S Sight rot
6 Zuggtmo‘/'5 spores (see chapter 5.

“Neverllghtcrave")

MADNESS
One NFC party member goes tnad. To determine the
kind of madness. roll a :16 and mnsull the Madness
table below. To determine the madness effect. roll
percentile dice and consult the appropriate table in
chapter 8 of the Dungeon Master's Guide.

MADNESS

d6 Madness
L3 shortterm madness
4—s Longterm madness

5 Indefinite madness

POXSON1-ID NPCs
One or more NPC party members are poisoned for
1d10 X 10 hours by eating tainted food or poisonous
Underdark mushrooms. Roll 2| rl12 to determine how
many NPCs are poisoned in this way.

SPOILED SUPPLXES
The party's provisions become infested with Undcrdark
vermin or infected with spares that render them
poisonous. Unless the characters have access to ptrrily
food and drink or similar mag . the party must dlsposl‘
of 3d6 days of rations.

VANISHING NPCs
One or more NFC party members go missing and
are never seen again. Roll a A4 to determine how
many NPCs vanish in this way. Efforts to find them or
magically contact them turn up no trace.
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UNDERDARK OUTPOSTS
Characters can clear out Underdark areas and crca

-.

defensible outpo. s where they and their followers
can store supplic and take refuge-. To ensure that
an outpost isn't overrun and looted. guards must be
assigned to the outpost while the eliaracters are away.

Uutposts not only allow scouts to easily backtrack
through the Untlerdark, carrying messages and
information to the characters’ allies, but also allow
atldittonal supplies and rcinforcetnents to reaeli the
expeditionary force with relative ease. Characters
without outposts must rely on magic to send m ages
or receive supplies and rcintnrcements on e their
expeditionary force is more than a tefldzly travel away
from Matttol—Derith.

NEW DOWNTIME ACTIVITY:
ESTABLISH_AN_OUTPOST
Establishing an Underdark outpost is a new downtime
activity available to characters in this adventure, An
outpost requires a total of 150 hours of work to build.
assuming its location is clear of creaturesand hazards.
Multiple cllarzlctcrs i-an combinc their efforts to reduce
the completion time.

Each Underdark outpost is basically a fortified
encatnpment. It can take one of the following forms:

- A Sfnilli cove, roughly 20 feet square, with one or more
gated or barricaded exits

. A walled compound, up to 20 feet square. within a
much larger cavern

- A island with boats or rafts
- A hartl—to—reach ledge. pinnacle. or promontory

accessed by ladders and/or ropes

RETRACING STEPS
This section addresses what happens lfthe characters
visit places they skipped during their escape from the
Undcrdark, and what might have changed or shifttzd in

their absence.

BLINGPENSTONE
If the adventurers eiicuuntcrrd the Pudding King
and uncovered evidence of]uil)lex's prcscnce near
Blfngdenstonc. they might want to return there to
confirm that the svirfneblin settleinent rcmztins safe
from the demon lord's influence.

Alternatively. if the characters didn't previouslyvisit
Bliiigdenstone.news orthc challenges tuned by the deep
gnomes can reach them while they travel through the
Underdark. Deep gnomc merchants heutled to Mantel‘
Derith bring word of oozes infesting the » ttlement.
giving the characters an opportunity to fa e off against
the Pudding King.

At some point after the Pudding King is dealt with.
juiblcx and its servants make their way toward the
cavcrns olAraumyc<)s to crash Zuggtinoy‘s wedding
(see chapter 16. "The Fetid Wedding"). If the Pudding
King is among the survivors. he leads the mad march to
confront zuggtmoy and her iuiigal tollovvers.

REINFORCEMENTS
The deep gnomcs ui‘Blingdenstom~ are valuable allies.
In gratitude for the adventurer id. they offer to
reinforcc the party's expeditionary torce with twelve
deep gnomes. chief Dorbu Diggerniatrock can also
be persuaded to lend addititlnal aid and troops, if the
heroes present a compelling case. use the intormation
in chapter 6 to guide any negotiations or arrangements
thr adventurers attempt in make with the svirincblin.

T_HE DAl1_KLAKE
_To move thcir Expeditionaryforce across the Darklake,

the characters must build rafts or coracles from
Underdark materials. or st, k out duergar nr kutrtoa
ferries for hire. Each ferry they find can transport up to
eight memhers otthc expeditionary force.

Chapter 3 contains information on navigating the
Darklake. It the expeditionary force splits up. check for
random eiicouiiters with each group separately.

FALLEN SLOOBLUDOP
ll the characters visit Sluohlntlup. they find the kuoe
toa community in ruins. Demogorgon smashed and
crushed many of the structures ofthe settlement.
killing about halfthe kucrtoa community in the process.
The survivors have fallen prey to madness and the
prtdations of Undcrdztrk monsters in the time since.

Obscene altars and shrines arc everywhere. many
of them depicting cleiiients of Demogorgons twisted
icoriogrnphy—spiralsand "Y" shapes. twn—head(-rl

crcatiires. manta rays. and teiitaclcs. Other shrines
show the influence of other demon ltlrtls. including
piles of skulls and bones, S(I'al'lg(' maze patterns. spore
clouds. and fetid pools ofooze. Contlicts are rapidly
rising between the various "sects" that have formed.

iiSh1ttISl’laI'lh<’Awakened(see liaoier 1) vi s not
killed in a previous chapter of the adventure he
characters tind him among sloohludopssurvivors.
He is the sole point of calm and reason in the ruined
settlement. and the various factions of thc ltii<i—toa show
him respect. Shuushar mediates disputcs between the
kuo—toa and supervises the allocation oftheir dwindling
resources. Even so. the ku0—i0£I monk isn't sure how
long he can sustain his people and troop them trom
destruction.

GRACKLSTUGH
if the cliarartcrsvisited Gracklstugh previously. the
tluergar response to their return is dictated by the gray
dwarves' prior experience with the cliararters. The
duergar art-, t‘2luli0uS—if not dowtiriglit alarmed—at
the sight ofzin armed expeditionary iorcc from the
surface world at their gates. They likely refuse entry to
the full party, allowing only a select tew characters into
the Darklake: District. lnvisihle duergar guards keep
watch on Characters in the City at all times, anti might
even infiltrate the expeditionary force, attempting to
eavcsdtop on Conversations to learn the adventurers‘
intentions.

tHt\i'TYF\ ttl iit~i.t.~.r l.NTt) IHE orrrits



CHAOS IN TH E CITY
The in|'|ut'nt'c of Iht’ dFl‘I\rH\ h>I’(|\ z;row< ever sl mnflvr
in Grztrkktttgh Paranoia and frnr arc ramuanl, wnh
dlwrgarlmFl'l(’H(hI'\;{[hEI‘nRF|Vf‘SInIh(‘1I‘]1OInS\ttn(I
S[l‘()l1E|\01(I.~.ufrztltltn ventm-e mil mm the sn-eet~ mt-n
xnvisihly Rumnrx ztbmtnri n( Crrztturt ' rtiw tn the
Datklnke. nut! nf scrrct rnuals and ttfl'm'ingsI1\:ttJe In (ht-
dark waten [U ItD})(‘&!.\(‘ rhfm A I\t1IY\ht‘I' nt Foreigners
haw‘ rhS£\ppParE(I. ttntt In<‘m'fl1|\glIadE tn tht~ t-in has
sltwvrrl aa Ou[<idfiI5tlfipzlfl or stav away.

Cul1fii('tbFn.vt=,enrh9 KIil‘[1(‘!‘S ofthr F ztnw and
[hr Gt-av (tlmsm thIe\es' gmlrl (‘OIIIES ta 2: httfl. 1ch
sin» htnmra tht~ other fur tmttt happelllllga tn the
(‘ily of Blades and helimes 11 c n use lht‘ situation
to us nr|v;trtt;t;;t~. Keepers turn up drzad. nturrlervtt by
nWsLt‘rimIH éI<Sa{Ian[S. Whllr ttt,tt~nts of that 0)’lh‘\‘ HSL‘
\n(‘r$zL-<Ing1_ brtttnt tttetttntht in fcrrm nttt tttttt rhrmnali‘
ths (}r.1_vGhuats or anyone ht=,|trwt‘d [O a.<sut‘mtr
with them

VVhF[hE‘r tltw tn thr‘ m(F'I'\'EnUr)n ofthv ad\enlurrrs
the rcr‘ente\'e|\t.\1nrht‘ Underrlark.nr hrlih.
Th(‘n1bErr‘haU{] [hr \’Vyrrn5n11[h knttm that the Kerprrs
art‘ :tt»1thet~nteh l‘Ip]H'4‘~>1r\§ hin1.al\(H’1('plolsmlhm
thrir ranks and \Vr*:Ikt‘n their DU\.\t'r‘l'. Thnttgh the t1r,ttgtttt
knows that he is t-‘fft‘t'rivt‘\ytrapuerI tn thr r:t\'t3rns of
Grnrklsmgh etrn tf hr‘, wins his frertltun. hr‘ hungers for
H n0r!C[h(‘lt=Sstjusl as he httng tot rrVl‘nK.{L‘ flL'£\n\Sl
thnst: who oppose httn

DARK P LO T 5

Ifthe t h;H’dt‘n')‘< ipfnd tnttrh llmf‘ tn r.tack1.tttgh. thr_\
hEk‘4’HI\P(‘t!HghY1I['7ln a rush U[(lt‘s\‘I'llr‘[l\t€' events A
>ECl’t‘|L1][l;IrI<‘t‘ rut factions willltrt thr Council nfSz\vz\nt<
and U16 Kr:-pt vi of thc 1'|.mt(-‘. tlrtvrn by demttnir
rnadnrs mrnt-s tn the ronrlusinn that Gracklstuglfs
salvatirm hex tn t-limtnatmg Themhrrrhaud bemre he
brcomes a hlggrrthrrat. In the pmt-e. -. both {acttuns
[flan [O acquire tt nvwand far more pmvnrful patron.

Thc dusrgar and tlrrro hatch a S(‘he‘,mr‘ to mcrifice
Tttt~tnht=rc|tatttIn. ‘ttTIOfff31‘in§l0Demngttrgnn,
ttntvt mg the delnttn nttncc [0 their my and plcctgtttg
thrmsclves [0 [hr Pnnrv of Dvmons. A few nfthem
r‘\'I‘!'\ have delusmns Ih.iIT they can smnehnw bind or
ittflttttntzc the (lemon lord" powcr, or that the Llrmon
Innt wtn lead them in t‘0nq|lCrin[1 the whrflr of the
Htrlnrdark Nlemmltile. rnrnor< mount that thv draw
uH\lr,nznb<‘rt'anzm1ztrrhrhlndthe demrmlr, tnt:ur<ion.
Tales rHngrVr0n1lI}Pr|rtM rt‘ 'nr_r a mighty army nf
dt‘InUII>IUElS\lJ1]lDOIIil\g hp?“ gone tmthh wmng. A

dCl‘n<’)ml‘ nttnpagc ts said to hiivr‘ ncarly tlefilroyfll lhr
l_\ flfsplllvrst and cltmrten wtth knowledge‘ nftht‘

SIIUAUOII tn h1(‘nZ0bE'l‘l'€mLtlHarc ufgrcat inIerFsI to
all the tat-ttttns r)fCraCkt>lugh. Any (‘vidcnce that the
drovt arr r:*s]JnnSvbIE |0r the pn-st-ncr ofthe demon
lords flakes tho alrrady blazing ('mbCI‘s of atttttttmty
agatnst the dark rlvcs. vuth lhr mun-‘ mthtant [£l('lI0l\a
rtffitacklstugh l’}J”lv1gfOI'a rE‘nE‘,\‘\'fi(] war 0f\‘EI]grt’\!l(‘e‘

—~,tt-gttnst MPH/(‘Ih<‘rr;m7,t’»\Il.



MENz9BE1uzAN;AN
The characters might decide to vt it Menzoberranmtt
before heading to Gravenhollow,either to learn V\l’lEtl the
draw know about the. arrival of the. (lemon lords nr to
assess their lnvnlveinent in rnct-ill events.

MARCH ON MENZOBERRANZAN
lithe characters advance their rxpetlitionary fnrre
toward the draw L y. word oftheir approach reaches
Menzoherranzan two days before their arrival. and the
draw dispatch a wt~ll—ttrmet:l defense force to destroy
the stlrface dweller Racing zlhelitl or this (lmw lnrre
is a high elifrnrn Silveryinonn named Khale. a Draea.
A tie, it cover agent olthe Lords‘ Allianrr. Khalessa
has h . .n spying on the drow for years— so long. in fact.
that her supcrlors are hegiritiing to wonder it shes
a detector. Khzilcssa is a loyal allianre spy with the
tbllnwihtzstttttst lmodifitizilionsz

Khztlessas alignment is neutral.
she has darkvision nut to a range ortio (eel.
She speaks Cuinnton. Elvish. tmrl Llndnrrnnlmon.
Khalessas fey ilnrestry gtv .. her advantage on saving
lhruws against being charmed, and rnztgir cant ptit
her to sleep.

- she can east the dancing Iigltts Cnntrip at will.
he owns a hat oidisgitiis which she uses to appear

its a female drow whilr in the (‘CIfl'l[)Hll) nl’ drow. :Il‘l(l

she wears a piwarwi (see appendix B).

KlIi.tlP5Sa urges the characters to turn httt-k. Ifthey
don't, she fears that the drow force will cnierwhelm
them. Having hltiwn her cmer to warn the L haracters.
she asks [0 stay with them until they rant-h Ganntlgrym
or an alliance settlement.

The leaders of the draw force are a female elite draw
warrior narned Ryzhir Syniryvvtn and tier Consort. 7!

male drow mage rlamcd Velgcir zolonti. They are Joined
by {I prisoner in tnanaeles—an unarmed and unarinored
male: human knight ufthe Order of the Gauntlt-I unmet]
Aljanor Keenhlade. sir Aljanor wt. t-nptured during a
surface rttitl months ago. and tilt‘ druw have beaten him
such that he has only 3 hit points remaining. Memhers
Oi the order traveling in the part ‘s expeditionary lnree
recognize Sir Aljzinnr instantly V nrl are surprised: they
assumexl he had been killed.

Ryzliirvows to execute Aljannr unless the tiliaraernrs
withdraw their expeditionary lnrce immctliale,l3 under
no circumstance. will she willingly release her prisoner
lithe cllaracters reluse to turn back. Ryzllir kills Ahnntir
and orders her tiwn force to attack. lfthe rharaeters
leave Aljanor behind or allow him to die. members of the
party's expcditinnctryforce in league with the Order til
the Gauntlet who make it‘ hack to Gatintlgrym report the
in 't1e.nt to Sir Lanniver Stray] (see chapter 8).

Ryzliir and Velgcir are rnnunted on giant riding
lizards (see the. end of chapter 8 for statistics). and
Aljanor rides hehind velgnr. Ryzlilr eninrnands a three
of six drow warriors. twelve bugbear slaves ztnd sixty
goblin slaves. 11' all the: draw are killed, [hc gohlinnids
flee as tht-ir morale breaks.

Sir Aljanor has made his peace with Tyr and expects
in die. He is disappointed it good lives are lost in a

’\ A-«Nu Kwxtnt ins

Kattesttnntst

foolish altPrnpt‘ tn resent‘ hirn. ll he survives. he accepts
any nflerto ioin the nnrrv'- perlitlrinarv three and is
quirk to assumt‘ it leadership nile.

N1e\gsRL1GHT_C}RoVE

lfthr rh;trarter=. V‘!‘l’lll'll in l\e\'el'lii;hI Grove. lT|_V('()lIt(lS

loyal (ti Srwereiun Bztutrlia tilirltlrling §mo| anrl
R\lr‘l'I[JZI(llHnD it‘ they remained behind) try to intercept
thcm ltelrtre th arrival and wztril them riff. The
mymitids sav thiit rnntters have liierome arrive. and that
the rltamcters slltiultl avoid the grove at all rosts.

ll lhe arlvcntllrers don't ll‘2lVl* lmmedizitely. six
myconid adults. lnttr quaggoth spore servants. and
iniir awakened zurkhwonds(see appendix f‘) loyal [ti

Sovereign Phyln (‘Ill offthirtr rvlreat. Thu uurrounrl thi-
L'h.1rriCtPr< and llteirfnllowrrs. offering to escort them In
Phyln £l<(l1I‘ sovereigns l'll>ll(lI’F(l quests.

Sovereign Phyln is frlrnrllv and offers rill visitors lnnd
zmtl drin :however. his nfferinzs art" ptlisrmed. F. (‘ll

t~reaturt- that mnstirnt-s the [nod or drink niiist sttci-eed
on a DC 13 (‘onsiittltlttn saving ihrnw nr liecome
polsontitl l'r»r 8 hmirs. The ( reaturr‘ W rtlsrt uncmtsctous
while ptimnllerl in this wa Alw rrr-ztlure that rvmnins
unennsrintisiri tll('}_{\'(1v6‘fnI‘ l l’l(l\ll’ or more is afflirterl
hy zttgetntov spores. as described in rliapter 5.

lfthr characters take Basidias ElllVll‘F and turn
back. the mvconid wveretan prntiitses to rontzirl them
aqzttn when "the time is ritzhttn oppose 7,ttggtnmy'(as
d( triherl in rhilpler lfi. "I hit‘ Fellrl Wcdtllng").

VELKYNVELVE
lithe arlventurers return in the clrow nntpnsr where
they were imprisoned. the_t linrl Velk_vnvelve under the
conininnd or a drow mage nnnietl Servan l.l;ir-ahbar.
Six mall? drow rt‘p0rl I0 him. while three more male
draw 1ll\\’l one fremttle drow elite warrior have been
lockrrl in the slave pen. 1 he prisniiers are amieted
with various torms hi indefinite madness (riill on the
lnderinite Miidriess lablc in chapter 8 nfrhe Dtiiigron
M.-is/et-‘s Cittide). Even Srrvan is beginning to show
heightened rnegalomanta and paranntit. sPEinQ

enemies t-vt-ryvt here. He has delusinns nlgranrlmir
and fantasies nhotn declaring Velkynvelve independent
of Menznherrttnzan. rallying followers to his side and
eventually topnlingthe ll\atrlar(‘h~ til the great houses.

titwitr. l»!
‘
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CHAPTER 11: GRAVENHOLLOW
the library otcramiiiolitni is a bastion otpoaeo and
order in an tintterttartt gone mad. Carved out long agn
from thc boiics or the world and protected by anclttnt
and pO(Cnt magiti, the library possesses a kind of
;lV\.’Hl"¢’. ll blocks and misclirccrs those unworthy at
rfiutflllllg its gates. even as it tarititatas finding the way
tor those who neeei rt.

The ad\'E:ntuI‘ErS ncctl tn and the tihtary in their quest
to learn what has hzlppunvtl in the triirterttart. Betore
obtaining the answrrs

Il'I£‘,_\‘ -,.-It, hnvmver. they must
come to itnttorstanti Gravr:nhttllu\>i.' and its iteepers—
three stone giants who resitle within the iihrary these
lihtartans arc taskt-‘tl wllll rernrrltng and niaintatning
the lore ofthcir Own klnll. “sit as all the eohoes of
the past. present. and luture llktuullllg tllu library's halls,

(Il'2I\'Cl'IlIUllItV\t li a place where visitors wlll most
certainly tint: answers. However. those answers might
not he the ones the characters wantc‘(l—or might even
be things they never vtantcd to know.

GOING TO GRAVENHOLLOW
The ulljective of thc adventurers" return to the
Unclerdarkis to find Grttwwnhtxllmt. ~\nr'ient legends
state that eve e nt that has ever occurred in tho
LlndcrdarkI FL Ufdftd on the countless tablets and
cylinders in Gr.1ve:tIhol|0w's halls. As such. it might
be (l'lC key to disrovering the cause ofthc demon
lords’ arrival.

The stone library lies west of the VVOI‘I‘l]\tVV‘IIl'Ill'lg>.

360 milrs from Mant0l—Derithand 120 ntilcs from
Ctzltlntlgryrn. Only one tunnel leads to thr library. and
the maglr‘ surrounding Gravenhollowcan rhitngz: where
the tunnel'~ entrance appears among the in-murttling

gem ztys, even as that magic allow vi tors in
Int te its entrance. l-‘ortunatcly for th tuructnrs.
the library's avt‘arencss—iri tune with all events in the
L‘ntlet-tlark— knows that the are muting. As such. the
ring obtained from the 7,lit:ntarim in lVlall[0l—DCl"l[h

(see Chapter 9; allows rhtwm to hurt the secret site. The
journey from Mam0l—Dt:rttl1 to Grutertltulltm takes 00
days. lfthe Cl’|Zll‘r”lCl!‘l'S telrpnrt bark to Gauntlgrym and
start there. the trip takes 20 (lays iee chapters 2 and 10
for informatton on traveling in the Llnderdark.

i. .iJA4IflQil
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FINDING THE WAY
The characters can find the route to Gravenliclloir using
Crhazrim Dttl.oc's ring. it they dtiirt have the ring. ti'l(‘l'l:‘

are a couple other options available to them,

Grtszttttvfs RING
The star ruby in Gha7.rim's ring has a whitc. star—5hap(‘(l

t-tire that guides its w, rer along the safest. shortr-st
route to Gravenltollow.

S0cn:Ty or BRILLIANCE
if one or more tiieinbei-s or the society or Brilliance are
traveling with the party (set, the "society otnrillianer"
random encounter in chapter 2). they can rind thr way to
Graverihollow. having found it once belorc. Any society
or Brilliance member who coines within a day's Irztvel

tirtlie library can make a DC 15 intelligence cheek to
linrl the passage leading to Gravenliollow. this check
lai . it can try again after 8 hours or searching antl
contemplation.

STONE Gt A NT Gums
Iftlte characters don't have the ring to guide them.
a tliiergar NFC (for example. Ghultlur rlagonhst
in Mtmtol—Derith) might suggest that they talk to
Stunespeaker Hgraam in Crauritlgrym. lithe charticters
helped the stone giattts by putting an end to the horrid
tlerro rituals in the Whotlstone Tunnels (soc rhapler
4), stonespeakerHgraani is willing to assign them a
guide—a stone giant nuinedjaal—who can lllzttl them
to Gravenhollow.As he guides the expeditionary force
through the Untlt-.rtlark.Jaalperiodically stops to press
his hands against ancient stone. as though tiulltlnutllllg
with the rock itself. His tiiystical ronnr -tion to the
Underdark allows him to find the safes sllnrlesl route
to the stone library.

\_7§LDYs_ AR THE BASILISK
When the characters are within a day's travel of
Gravenhollow, they ,. r soineorie singing strange iiities
in various languages. the voice echoing down iltlj : tit
tunnels. Approaching the sound reveals a basilisk
named Vcldyskar resting in an intersection. No orrliriary
basilisk. veltlyskar has an Intelligence of 10 (+0) and
speaks Common. Dwarvish. Giant. and Unrletttnmmon.

A small group of characters scouting can sneak up
on Veldyskztr with a successful DC I0 group Dexterity
(Stealth) chctnk. Any characters who oliserve the
basilisk can note that it keeps its yes tlowncast. as it
cottsciottslytrying to control its purifying gaze. When
Veldyskarbecomes aware of the ('llt’ll'ZIClel'5. he calls
them over, speaking in all the languag ~ he knows until
he determines that the characters understand Common.

A marlyelegged reptile stretches out as irit has been
sitting for a long while. avoiding your eyes as it looks to
the rocky lloor at your feet. “About time you lot arrivedl

Corrie! The library bid me guide you to the gates, and I've

walled too long for you already."

-'\l'ter his initial greeting, Veltlyskarspeaks Dnly if
spoken to. and his arlstve s are hrief. VVith the hztsllisk

as their guide. it takes the characters another eight
hours to reach the gztle of Gravetthollow.
Untold years ago, a visitingstone giant druid presented
the librarians with a gilt; veldysltar. an intelligent
basilisk trained to serve the kcepcrs ; a guardian and
gcncraleptlrpose helper. The basilisk ttrltipled readily to
tilt‘ time 55 nature of the library and embraced his new
duties with great dedication.

Vcldys rommitted to the protection of the library
and its lhrarlatis. Iltrcluble arises, his philosophy is
to ptltrify tirst and ask questions later. In ally, this
on erited a problem for tht‘ stone giaiit librarians. as
the basilisk had Somc dirlitziilty reeriiiciling his temper
and bestial nature with the remgiiition of what lroiihle
might actually look like. The stone giants taught
Veld kar how to caslgr it‘P‘fI\°SIOfi1[i0I1iwhich the
has . k can do once per tlziy to restore anyone whri
crosses him.

GATES or CRAVEN}-[OLLOW
A pair of mi stve basalt doors mark the entrance to
Grztvt-nhnllm.v. flanked by stunt‘ giant stttlues that are
Eltiluillly stone golems. ‘the doors are opened simply by
pushing. after which the Cntlrt‘ expeditionary force can
enter along with the characters. The golems ttirn their
l’Itti1llS to watch new arrivals hut otherwise t‘Cl’I'lFlll'\ still.
The hasilisk Veldyskztr guides the characters in through
the gates. instructs them to continue straight ahead.
then quickly disappears down a side passage.

Walking across the threshold ofcraverthollow is like

stepping into another realm. The oppressive gloom ofthe
Urtdardark is replaced by light and a sense otapenriess
that brings back memories ofthe surface world.

The corridor beyond the gates is wide enough for

ten people to walk side by side, and the ceiling's
height reminds you orthe great halls titcauntlgryrn
The corridor opens into a central well, with walkways

crossing its Span to the opposite side. You can barely

see the ends ortlie level to your right and lert, with

doors opening into so many rooms that you doubt you
could explore them all in a single day.

The ceiling is bright, with rainbows trapped in

hundreds oterystal formations combining to create
a warm and inviting illumination Looking down is a
dizzyingexperience. Staircases connect to different levels

below, and you soon lose count tvtliow rar down they go.
A stout, rocky creature detaches from the perfectly

smooth wall to your left, leaving an imprint of its body in

the wall that quickly smooths out and tad-es from sight
"Tnavelerrr1sss,larrl Hourrn. The mastertrsss arre
occupied. Therre arre rroomsss rorr all oryau. Choose

yourr own, The rresaurrcesss orcrravenhollow arre at
youlrdlsssposssal You need only asssk,”

i ll «.=-ti it ll
l
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llourm. a friendly galeb duhr. answers any questions
the Characters have about (‘iravnnhollow to tho i’)(‘Si’ of
its ability. including how rlavlgzlll" its l(‘,\ and how to
access the library's knovvlcdgzi-. After le ding the party
to living quarters one level below the library's main
level, it merges into anrlther \V1~lll2]l'l(l(ll>;l[)[)(’}Jl’\.

THE STONE LIBRARY
When the characters first r:ntt:r Gr2lvt:nl‘Iolluvt. tht:
library appears to bt: a simple arrangement of great
cavernous halls carved out from the stone of the
Underdark. Howewr. thi‘ llhra ffu. with
magic thaiwarps the .~‘[l?I(7t’ within it. anil whtrh iniikrs
navigating and explttrallotl ii uniqiir i- zlllettge (see the
“Gravettltollriwz General Feature side-liar).

Earh rntlrn on earll let el of Gratellhullm-v is part
nfeither the Arrllives olthe Past. the Arcltites (lithe
Present. or the Archives of the Future. (ialeh rluhr

Tn; LWDARMN5

t IIAPILK ll r,lu»t\ltt,ttLtiv.i

tissisiaiits pick up iahlrts as Graveiihollows three
sttme giant librarians carve and catalog them. but the

it-atinn system the giants use to organize the
iiiliiriiiatioii is known only to them.

RESIDENTS
The library is qiik-i and pt‘. rriil. and visitors are free to
move within it . ‘they wish. ll anytiiii». has a iired to find
any other clt;lra(',te,rwtthitl Gravenltnllnw(includingone
of the librarians), the library subtly (lirerts the character
toward HS target within minutes.

The three stone giants who serve as Gravetlhollows
litirarians iloivt specifiritlly welcome vi ior. —or even
notice their txtiinings and goings unless the library
(lire : them In do so. The Characters need to seek the
keepers nut.

ULTHAR
ljltltar is the Keeper nllhe Past. He sorts and
I'll s ancient texts. maintaining the immeasurably
vast ralalng that organizes them. When not cross
rrtrreiiriiig his expanding collection. he composes epic
poetry and is responsible tor curating and restoring wall
carvings throughout the library.

Ullltar is illlinitely patient. always welcoming any
chance to di cuss history w th visitors. Olthe three
librarians. he is the most willing: and likely to spend
time with the library's guests. He treats surfacr,
dwcllcrs as il'thc_v were ligmcnts out of dreams. but
makes it obvious he believes that such dreams have
wisdom to share.

UR MAS
Urmas. the Keeper ofthe Present. is the busiest of
all the librarians. He commands a vast network of
inagically augmented subterranean beasts. which he
uses as nlcsseugers. bringing and sending news from
giants throughout the Underdark and sometimes from
the dream of the surface world. rrnas exrhanges

\l(t‘l‘ Hgraam (see rhapter4).
l(CE‘pil1g£llJl'(‘£ t otrvcnts as they pertain to the stone
giant Litimmtlfliiy in th tluergzir my of Gracklstugh.

is patient, it ([llil‘l\l_\' lierornes ollvious
the rhiir; , , s' qlle ions and pr etlre

out or tluty and iioliteiie seeking to return to his
work as soon as possible. The giant is distracted by the

messengers.
inrlutling reports from stone giant mystics, as well
as elemental servltnrs such as galeh duhr and xorn.
llowever. it’ the cllaracters bring; news about the demon
lords in the Undertlark, they have Urnlas's immediate
and full attention.

Usrovn
The Keeper or the Future, tlstova is a seer who sneiids
most or her nine in constant ineilitation. transcribing
her visions onto smile tablets as she experiences them.
Like Urlnas. she focuses her efforts on the fate of the
diiiereltl giant Cclnlnuntlles and clans. sorting through
the various threads of destiny and possibility for omens
presaging the resurgence of the giants once-—great
Civilization.
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The irruptiun of the demon lortls into the Undcrdark
has sent powerful ripples of indescribable Chaos
through Ustova‘s visions. All she sees of the future
is fire, blood, and death, shot through with signs
and portents based upon the natures of the demon
lotds—thc bloodyspirals and twln—forked symbols of
Demogorgon, the excessive growth and rot ol Zuggtmoy.
visions obscured arid clouded by thc slime oijuiblex.
and so on. She gladly helps any characters who can otfcr
clarity in what she is seeing, treating sut-h inlorrriation
as beneficial visions from the dream that is the world
outside the Underdark.

Game DUHR Asstsrim-rs
The library draws in elemental spirits to animate earth
and stone, iorrnihg galeb duhr to serve. as assistants for
the keepers. These creaturesare humtirle s but diligent.

EQHOES
Gravenhollow "remembers" all who have walked
its halls. as well as those who will visit the library
in the future. As the charactersexplore the lihrary,
apparitions constantly flicker in and out of existence
around them the echoes of those who have come or
will come to Gravenhollow in search of knowledge.

The time-displaced cchoes in Cira\'€.nhollt>w are a
prime opportunity to introduce great NPCs or Faerftn in
a way that will not negatively impact the story you want
to tell, nur steal the spotlight from the characters. Thc
echoes offer characters the chance to receive advice
from experienced adventurers and heroes. and for the
players to interact with some of their favorite characters
from the Forgotten Realms.

An etzho is a qtlasi»realduplicatc of the original
creature, except it has 1 hit point and can't attack or
cast spells. An echo reduced to 0 hit points vanishes.

It's impossible to tell at a glance whether an echo is
from the past or the future, Clothing and equipment
might help, or characters can simply ask. lntcrlitttiiig
with an echo is the same as interacting with the original
creature, but because most echoes are in the midst
of their own search for knowledge. they prefer to he
left alone.

Echoes appear so often that the characters find
one every time they go looking for any information
in the library. Use the Echoes in Gravenhollow table
to determine who the characters encounter. or place
echoes as you see fit.

Ecnoss IN CRAVENHOLLOW

dzo echo
I42 Alusttiel silverhariu

34 Aiidarin zarith
5-6 Bruermr Battlehaniiiter
7—8 Elminster

9-10 Graz’zt
11-12 Hgvaam
13-14 lalynfciri oblodra
1546 society of Brllllance
17—1li Xetzithor
19—2o vaulii

‘
Ittusntlous V|SI1'ORS

The time-dlsplaced echoes in Cravenhollow are a prime
opportunity to introduce some of the great adventurers
and personalities of Faercirt in a way that Will not
negatively impact the story you want to tell, not steal
the spotlight from the characters. The echoes offer
them the chance to receive advice from experienced
adventures and heroes. and for the adventurers to meet
some oftheir favorite characters from the world of the
Forgotten Realms.

The echoes belong to those who managed to find
Ciravenhollow, coming there to seek knowledge for
whatever all—lmportant purpose or quest drove them
there, Each echo is also from a specific point in time
(posslbly including the future).

ALUSTRIEL SILVERHAND
This legendary wizard and leader appears as 21 human
female in hcr early twenties. Shc interacts with the
characters with kindness and a certain whimsy.
but doesn't disclose what time period she's fromi
atlinoriishing characters who try to learn too much cl’

the pastor future.

ANDARIN ZARITH
This human Red Wizard oflhaywill vlsitCtravt*,nht1llow
nearly a century in the future. He treats the characters
as annoying iipparitions and reruses to deal with them.

BRUENOR BATTLEHAMMER
The dwarf lting's reil hair has turned mostly white, anti
he leans heavily on 3 thick crystal lzane. He is old. frail.
and quite senile. and he can't remember why he came to
Ctravenhullow or what he's looking for.

ELMINSTER
This r‘.t‘.ll0 of the future claims to be searching for ii

longtorgotten spell. lithe characters ask the venerable
liuinan archmzige about the demonic incursion.
Elmilister reveals that the demonic incursion was the
unintended r ult of a spell cast hy Crromph Baenre,
a former Art-,hiri.-ige of Mcnzoberranzan. Elminster
tlnesn‘t reveal what happened to Grornph, lor he's
reluctant to divulge too much information about the
future. lf tl’I\‘ characters press him for details. Ellninstcr
says only that many great heroes were lost to the
demonic title. but several powerful dcmun lords were
driven haclt to the Abyss.

GlzAz’z'l‘
This echo of Grant (see appendix D) is gathering all
the information it can about the Lndcrdark. The Dark
Prince asks the characters what part of the Underdark
they come from, lfthcy mention the surface world.
Graz'r.t eyes widen as his curiosity is piqued.

HGRAAM
This younger version of Stonespeaker Hgraam (see
chapter 4. "Gracklstugh") treats the characters as
spirits and asks them philosophical questions about
the nature of clreaiiis. If the characters engage him in
conversation. he bids them farewell with the words, "I

will renieniher you."
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JALYNFEIN OBLODRA
This young male drow was -t out of Menzctberranzan
after he lost his sight, yet he survived and found his
way here. The blind tlrow came to the library hoping to
overcome his blindness and take revenge on his family.
Characters familiar with dmw lore or history know,
with a suc ssiul DC 14 Intelligence (History) clterk,
that House Ohloclra was all but wiped out years ago.

SOCIETY or BRILLIANCE
The characters encounter echoes of all five members of
the Society of Brilliance (see the "Sec" 'ty of Brilliance"
random encounter in chapter 2). Any membe s of the so—

ciety traveling with the party know that the e are echoes
from the 11' t.

Tlle Society of Brilliance came to Gravehlmllowyears
ago on a pilgrimage oienlightcnment. lithe characters
mention the demonic incursion and postulate a theory
of drow involvement.the Suriety of Brillhnce echoes
confirm that such an event is inevitable vein the drow
propensity for demon summoning and the inherent
unpredictability of faerzre ' These echoes don‘t have
much else to offer. although they can explain how the
library works (see the "Gravenhollow:General Fen-
tures" sidebar).

XETZIRBOR
This mind flayer regards the characters with interest.
Xetzirbor refuses to rliselose its timeline but hints that
it knows about the demonic incursion. '1‘ he mind flayer
tries to entice the characters into telling it what they
have discovered but ofits own purpose. xotzirhor
rcvoals only that it cattle to Gravcnhollow to find a way
to save a dying elder brain it calls cyrog.

YAULN
A tnale stone giant from an ancient past. Yauln came
to Gravcnhollow to seek answers on whether his
clan should enter an alliance with the b -arcr oi the
Cairngorm Crown (see chapter 4, "Cvra(;klstugll' .

LIVING gUA_R_'rI-:Rs

Each level of Ctravenhollow Ieatures rooms rescivcd for
habitation. The galeb tluhr keep the rooms clean. and
can provide food and drink magically created by illl‘

library it aslred.

LIBRARIANS‘ QUARTERS
Urmas and Ustova live on the top level of the library.
taking up all the living quarters at either end of that
level. Their rooms reflect their duties and personalities.
Urmas's quarters contain a collection of carved tablet.
as well as ' tual books and scrolls found nowhere else in
the library. Ustova's quarters feature a collection of musi—

cal instruments and divination tools. includingcrystal
orbs. bags of bones. and a large mithral b’ In.

Ulthar lives on a lower level that he claims . '
the bottom of the library though such at di tinction is
meaningless given how distorted di: and direction
can be in the library (see the "Gravenlictllow: General
Features" sidebar). His quarters are a work of art. cov-
ered with murals and wall carvings or his own design.
along with workshops where he engages in crafting.

t.‘listl>rt'tt ll f‘rlZ\\E'\llIItlU\»

GUEST QUARTERS
The guest quarters appear bare until a visitor chooses
a room. The next time that room is entered. it is fully
furnished accurtlillg to the character's taste and needs.
Characters don't need to make any cheek to find their
guest rooms after exploring the library: they need only
wish to return, and the next set of stairs they come to
leads them to the appropriate level.

WA LKWAYS

_The walkways that surround the central well are wide
and mostly crnpty, with the occasional galch tlllhr or
visitor echo wondering about. Each level consists nfa
well opcning surrounded by a wide walkway connecting
the rooms dug into the surrounding wall. Bridges cross
the well at regular intervals. and also connect to stairs
to the levels above and below. No matter how far down
visitors go, there always appear to he more levels below.

ARCHIVES
Grave-nhollow 5 records are organized by rooms attuned
to the past, the present. or the future. Each level has
a random number of rooms, arranged without any
apparent system other than the library's intuitive ability
to direct visitors to where they want to go—or to where
the library thinks they need to go.

ACCESSINGTHE RECORDS
The library keeps its records on stone and crystal slabs.
monoliths. and stelae Iitting neatly in nich . rved
into the ills of every room. Thanks to the library's
Cumprehentllanguages effect. anyonc an easily
decipher and unricrstand the runes and glyphs carved
into the stone.

Th ( reenrds contain only what the librarians
were able to write down. Even with their network
of mes .ngers and informants. and the ‘ -ions they
receive. using the powers of the library, the stone giants
are still tnortal creatures. /\s such, the giants‘ own
understanding might limit the characters‘ ability to
lt>t:ate intorniation in the library.

The library's writtcn rettortls deal only with events
in the Underdark and the history of giants. Like most
stone giants. the librarians .0nsider the surface world
a realm or dreams. and what happens there is deemed
less important than -vents in the Underdark.

To acquire information not inscribed in the records
(includingany cvcnts outside the Underdark), the
charactcrs need a sroricspcaker crystal (sce appcnrlix
B), after which they must tind an appropriate archive to
query events in the past. present, or future.

ARCHIVES or THE PAST
Every room devoted to the records of the past has the
same inscription carved above the doorway in runes
that anyone who knows Dwarvish or Giant understands:

The put: is a crysmI,forit can be seenfnzm mlmyfiznecs yet
it always rzmlzlns the same.
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These rooms contain crystals of many colors. Ulthar
and his assistantsperiodically move tablets. cylinders.
and stelae from the Archives of thc Prcscnt into rhrsr
rooms. Somr of the records here date b to the mythic
times ofthc earliest giant gods.

Annals ofllistory. Charactcrs can researrh the
backgrounds of the primary scttlcmen ~ of the
Unclcrdark and any well—known characters who dwell
them. Thi lets them know what to expect if they Visit

thos site - in the future. or to better understand some
ofth , vents that occurred during a previous Visit.

For example. they can learn more information about
Thcmbi-,rt:liaud. about the draw siege and demonic
a ult of Blingdenstonc. or any other part of the well—

known history or Facrfin.

ARCHIVES or THE PRESENT
The rooms that contain the works of Urinas have
inscriptions carved above the doorway that anyone who
knows Dwanish or Giant can translate:

The przsent is like sand. mrflowingand tsclzplng 0rl¢'$

grasp without rrlzrcy in respite.

The records in thcst: rooms detail the current state of
the Utiderdark and the giant kingdoms.

Cun'entAifl"airs.Reading the tablets in these archives
provides a good ovcrview or what is going on in the
Underdark at the prvsent time. The latest nnws has a
delay of a few days and is orten lllconlplctc. b€C(Jl1'llng

more detailed as Urmas obtains more information from
his messt-ngorsand informants. The reports ahout
the demons’ invasion are sketchyand incomplete.but
characters can still get a rough idea about which demon
lord arrived where. They can learn that Zuggtnioy might
be on the move to an undisclosed location. or follow il’IE‘

ravnging paths of Yeenoghu and Baphomet as they gathtcr
and rally the races that worship them. Unlike the bits and
pieces of news about the other demon lords. a significant
amount of information is known about the cults oi
Domogorgon festering undcr crr-.it~klsiugh, as events
more directlyaffect the TCS Cnl stone giant clan.

ARCHIVES or THE FUTURE
The rooms with Ustova's prophetic writings have
inscriptions above the doorways that anyone who knows
Dwarvish or Giant can dcclphe

The future is a song wr rzmernhzr, but we cannot rush to its

end lest we dzslmy the rrirlody.

Unlike the other rooms in the library. thcsc archives
echo with the sound of running water. The wall niches
, ntaining the stone cylinders Ustova favors for scribing
are also fountains. where water shimmers over crystals
as it falls.

Prophetic Visions. The information in the Archives
of the Futurc is uncertain. not only bccause Ustova
focuses on prtiphecies but also because her visions

em.
CRAVENHOLLDVI: GENERAL Fsnunzs
Not even the current librarians know who built
Grzvenhollow. All they know is that the library has existed
since the dawn orgianttnnd.

Power Nada. Gravenhollow was carved from 2 titanic
geode whose rrystnls are imbued with magic that
conreritratesfimzress. The magic that snffuses the library
profoundly affects time and spare. altering the perceptions
and reality orall beings within its walls.

Eiggeron the trrridr. The notion orspaee works strangely
in Cravenhollow. The interior ofthe library continually
expands as lore is added to it. but visitors can still
traverse all its floors and chambers with ease. Only the
most abserltrrlinded and Scatterbralrled become lost in
Gravenhollaw.

Univzrsal Ll1nguag¢.\ll/hile in Gravenhollow, all creatures
gain the benefit ofthe comprehend languages spell.

Hiddenfrom Magic. Cravenhollowl5 3 window into the
passage oftirne and history. and the magi: permeating the
library blocks it olrrrorn the real world around it. Though
divination magic works normally within the library, no
divination enact used outside the library can discern any
(reature.ob|ect,o1locatlorl within it.

A Place afPenz¢. visitors to the library orcravenhollow
are expected to rondurt themselves with decorum. and to
terrain rroni arguments and violence Creatures that incite
conflict quickly draw the attention ofthe basilisk Veldyskar,
who is quick to use his Petrifying Gaze on troublemakers.
lfa threat arises thatVeldysl<zr tart‘: handle. the library
generates sds galeb duhrto assist him.

Wilma] Navigation. Finding anything in cravenhollow
is an effort ofwill. Whenever a character seeks a specific
location in the library (a particular floor or period
orhistory. rnr example). the character rriiist make a
successful DC l4 Wisdom check to find that location On
a failure. the character takes a wrong turn and must make
additional checks until successful. lfled by one ofthe
library‘: keepers, characters don’! need to make checks to
find the location they seek.

detail potential futurcs. not zlefinite outcomes. Urnias
and Ustova coniparc notes often to Validate their visions.
The prophecics in the r rooms are limited to the future
of gi:tntkind—and the trials still to come for those ont‘.e—

great races—ber,auso this is Ustova's sole interest.

THE ENEMY or OUR ENEMY
.-\s the characters explore the library. ideallyalter
encountering an echo or two. they meet the venerable
tlrovv archmagr Vi n Devir. accompanied by Kleve. a
death slaacl bodygiinrrl in its natural form. Vi . 'm is an
nrchmage with the following statistical modifications:

Vizr-ran's alignment is neutral evil.
Vlzei-an's fey ancestry givrts liiin advantage on saving
throws against being charmerl. and magic t-nn‘t put
him to sleep.
Vizeran can innatcly st the followingspcll .requlr—
mg no matcrial tzumpoltents: dancing light. at will.
darkness once per day. [aerie frrc once per day (spell
save DC 15). and Ievirate (self only) unre per day.
While in sullliglll.Vlzeral1has dis. dvantage on attack
rolls. as well as on wisdom (Perception) checks that
rely on sight.
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When the characters first encounter Vizeran and
Kleve. read the following boxed text to the players.

Two figures apprcach—2 withered draw clad in dark
flowing robes, and a hulking gray-skinnedmonster
resembling a spiky humanoid toad, its wide mouth hill

etrmr.sharp teeth. The dmw's pinched and lined face
speak to his great age. and his red eyes narrow and
appraise you teretiiiiy as he approaches.

Vizeran greets the adventurers cautiously. introduces
himself and his companion. and asks what business
brings them to Gravenhollow Ht‘ remains cool and
polite. trying to avoid any tension for fear of inciting
violence in this place

If the charaizters are willing to talk to him. Vizeraii
tells them he l1aStlpp()Sfillll’\ttl) rnnny of Lolth and her
priestesses for centur He believes that some kind of
demonic invasion of the Underdark is underway, and he
has (mine to Gratenhollow to canlirin his suspicions and
make plans to combat it.

The draw archmage suggests that the -adventurers
make llteir own inquiries—and that they look in
particular into Menzoberranzan and its archmage.
Gtoniph Baente. Vizeran then returns to his quarters.
telling the adventurers how to seek the librarians it they
don't already know how to do so.

SVONESDEAKEE

Cavsint
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During their time in the library, the characters can
meet with Vizeran several times to exchange notes.
The draw arelimage already knows a lot tit what has
trzinspirttd since the (leiitoii lords arrived. He isn‘t.
however, using the lihrziry to ttehe into specific events.
so he welctnnes the cit-.irat,ters' input while remaining
tight-llpped about his own intentions and goals.

If tlte characters threaten Vlzeran. Kleve looms
ntenacingly nearby even as the archmage tries to
keep things civil. pointing out that there is nothing
to be gained by fighting. If the adventurers attack
him or Kleve, Vizetan casts time stop and departs
before Veldyskar shows up (see "A Place of Peace"
in the "Gravenhollowz General Features" sidebar).
Kleve becomes invisible and follows his master out
of Gravenhollow. Despite their attack upon him the
archmage contacts the characters again in an attempt
to forge an lliance (see chapter 12. “The Tower of
Vengeance‘ .

APPROAGHING THE LIBRARIANS
ltthe characters set out to tind a librarian. Ulthar is the
one they find lirst. He and Urmas agree that current
events in the Underdark are a serious concern, but
their roles as record keepers prevent them from acting
in any way other than to provide information. Ulthar
will speculate that this is likely why the library allowed
Vizeran and the characters to find it so easily.

Urmas has been followingrecent events that might
have led to the current crisis. l-lc bids the characters to
tell him about their own experiences in the Underdark—
spec’ allyi their encounters with the demon lords.

Ulthar offers the characters one of the library's
smncspeaker crystals if they don't have their own.
instructing them on how to attune to it. He warns the
characters to not let themselves become lost in the
visions they will experience.

STONESPEAKER CRYSTALS
A creature attuned to a stonespeakercrystal (see
appendix B) gains the ability to peer through the veils
of time and receive visions of the past. present. and
iuture—but only while in Ciravcnhollow.

A crcaturc attuned to a stuncspcakcr crystal gains the
following additional benefits while in the library:

While standing in the, Archives of the Fast with the
crystal in hand, the creature can choose to experienct
a Vision of the pas After receiving this vision, the
creature can't experience another vision of the past
until it finishes a long rest.
While standing in the Archives of the Present with
[l1C crystal in hand. the creature can choose to rcceue
a vision of something happening at that moment.
After receiving this vision. the creature can't cxpc-
ricncc another vision of the present until it finishes
a long l‘{‘S[.

While standing in the Archives of the Future with the
crysttil in hand. the creature can choose to reccive
ii glimpse of what might happen ifthe demon lords
aren't stopped. Aftt-r rect-iving this vision, the ereat
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can‘t experience another glimpse of the future until it
finishes a long rest.
While standing in the appropriate archive. the
creature can expend 2 of the crystals charges to ask 2|

question pertaining to the past, present. or future and
receive a truthful answer in the form ofzi vision.

Characters can expend charges to confirm 5uSpl(:iOI‘lS.
fill in gaps in their knowledge, and see for IhCn]SF‘lVlfS

the events that brought the demlm lords into the world.
Such research might take several days. Ulthar doesn't
give them another stonespeaker crystal to speed up
the process, but the characters can try to steal one.
as the trusting librarian keeps Ihem on a shelf in his
quarters. The giant discovers the theft in ltl4 days, at
which point the characters are confronted by Veldyskar
and a host of galcb duhr. who politely ask them to leave
Crravenhollow at once.

Poss1_ia1.‘r: V1sto_Ns
The followingare the most relevant \ilSlDl]S the
Characters can receive as answers to their questions.
Elaborate upon or modify these as needed. and
improvise visions for other qiieslitins the characters risk
based on the inforination in the adventure.

Gnomei-i’s FOLLY
lf Lhe characters inquire about Gromph Baenrc or the
arrival of the demon lords. they receive a vision of how
everythingstarted.

An imperious draw atchwizard in spider-silkrobes
casts a mighty conyuration spell. As the ritual draws
toward its conclusion. a web of/aerzms energy expands
outward. The wizard seems alarmed by this, his cltorts

to complete the spell growing more crazed as he realizes

he‘; lost control.
And then, madness! Rifts open in the web of energy

around him. These cracks stretch and widen, and

through them come horrific fiends that scream, shriek,
and howl as they are wrenched from the Abyss and cast
into the Urlderdark

A woman‘: deep, dark laugh echoes in your mind as
the draw wizard shrinks away from the demonic hordes
he has unwittinglyunleashed.

lta character receiving this vision has at passivc
Wisdom (Perception) score of l 3 or higher. he or sht-

sees a draw insignia on the wiziirri. it the character is
a draw or otherwise familiar with the iconographyof
Menzclhurranz n‘s tiiow houses, he or she recognizes
the symbol as representing i-louse Baenre. The
character can also recall the symbol well cnoiigli to
draw ' o that anothcr more iinowierigeahlc chtiracter
can discern its signiliciiiice.

ZUGGTMov’s ARRIVAL
The characters can inquire about Zuggtmoyor the
events in Neverlight Cirovc.

A cavern orpetuliar beauty opens up before you, with

lights ofevery color shining from the pure essence oflife,
diiruscd and amplified by the glow orfocrzrcsi. The glow

pulses, and you can feelthe lite in the cavern rotting away,
bursting with intectiiin. A mushroom grows in the center
ufthe rave, ever larger and taller, pustulcs forming and
seeping as its stem thickens and its cap reaches to the
cavern’; ceiling, forming a vast fungal tower.

Two rnyconids approach the site in awe, not minding
the carpet of rot under theirleet. You sense their minds

come alive in wonder, and as they kneel in worship, you
know they are doomed. A voice sounds out within clouds
of spores that fall like snow. The voice tells the mycurlids

to prepare for a gift unlike any they have ever known,

If the characters visited Neverlighl Grove. they
recognize one of the inycarilds as Sovereign Fhylo.
whilr somehow knowing that the‘ other is Yestabrud
before it hecaitte mutated.

]Utiai_ax AND THE PUDDING KING
As miitnli as the L‘hai'acters learned from lightingthe
Puilding King in Blingdenstoric. they might decide to
seek more knowledge of the mud svirlneblin or his
fiendish ittastenjuiblcx the Faceless Lord.

A deep gnome spurned by others othis kind weeps
as he wanders the darlt tunnels, talking to the things
that crawl and seep from the walls. You see him adopt
two sllclt patches ofooze, sensing his innate power
over them. He plays with them as irthey were zhrldrerl,

chasing them through the gloomy depths
Something changes, and the oozes flow away. The

deep gnome runs .-irter them, raartul nrbctng alone once
again. You reel a great hunger seize him. He experiences
visions that pass into your vision, showing what appears
as a paradise to him but an oozing nightmare tor all

others. The great hunger speaks to him, his already

broken mind a shield against the hunger‘; shattering

power. That power seems to tecogrllze and acknowledge
something in the gnome that will serve it well.

The great hunger has a narne——luiblex. And its power...
oh. such great and terrible power! It grants the grlorrlethe
ability to command the little hungers—his children—so
that they can return to the place that cast them out and

devour lt all!

SUNDERED BLADES
The corruption in Grztcklstugh slowly rots iluei-gar
society from within. leading it towarii a brutal rate.
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You see a circle of small hooded figures, thelr forms
hunched and emanated.Their gestures and movements
are ierky, indicativeotthe madness possesslrlgthern.
They are chanting, swayingto their own words. And then
they stop as the glow offaerzrzss rises around them,
whisperlng to them in unintelligiblesounds. The deiro
cookie and dance, their hands glowing with a power that
isn't theirs. The vision shifts, and suddenly gray dwarves
stare down at the redhot metal on their anvils. The

constant rhythm ottheir hammering falters. Suddenly,

brother turns against brother as minds turn inward upon
themselves. sparks fly and a city burns.

DEMoGoRGON's ALT-tlz
One of the first brushes the characters might have had
with the demon lords was in Sloobludop. where they
witnessed the rise or Dernogorgori. the socallerl "Deep
Father" of the mad kIlu—toa

You see a kuo.toa swimming in the gloomy depths ora
dark, subterranean lake, uncertain. It turns left and right,
trying to find something, even as it's surrounded by a
fanged creatures resembling manta rays. The kuo—tozt

smiles, its needle teeth gleaming even in the darkness. It

has seen something. it understands a new secret, and its
already urlhinged rnlnd plunges ruirther into madness.

The kuo-toa curls In on Itself, arms extended in

worship. Then from the circle of rays, two tentacles
emerge—tollowed by two howling baboon heads.

Flutz-Ulzl3'Luu AND THE GEM
Characters might be riirittus to know more about the
source ottho discord in Mzmt0l—Derith, leading to a
revelation about Fraz—Urh'luu.

A rift formed byfimzrzss opens wide, illuminating a dark
tunnel. The rift spits out a black gem that elatters as it

tumbles across the tunnel floor. The gem is picked up by

a gray.skinned dwait, who inspects it closely

The vision shifts to a brightly lit cavern rull orciude
merchant stalls, where the duergar hands the gem to a
svirfneblin for appraisal. The gnome refuses to return
the gem, instead giving it to one other svirfneblin
apprentices, The young apprentice skulks away with the

gem in his clutches, but is ambushed by a gargoyle. The

gargoyle srlat(h:5 the gem, tlles away, and gives it to a
female draw. The diow gazes into the black gemstone
and sees a hideous demonic face looking back at her
Thoughts otmurderand carnage hit her thoughts as she
hides the gemstone on her person, draws her shortsword,
and coats the blade with poison.

-',tlAl"'lLl<’ ll
‘

lslt\\
l

Villll
l

tin

CYROG Llvzsl HAIL ORCUSl
Although orcus doesn't have a sigiilricaiilrole in this
adventure. players might woritler what the Demon Lord
or Undeath is up to.

In the heart ofa alien cavern gllsterllngwith slime, scores
ormirid tlayers gather around an enormous brain resting
in a pool. The brain is dead. You can hear the llllthids’

incomprehensible thoughts as they mourn its passing.
One word echoes louder than the others: Cyrog.

Suddenlyjimzisssbathes the dark and twisted hall in

purplish light. A no opens, and a hulking, horned figure

that reeks of putrescence steps out. It raises a sl<ul|—

tipped wand and points it at the dead elder brain. The

elder brain begins to pulsate, and you see intermittent
flashes orpuiple light under its rotting rlesh. The mind
rlayers are aghast as the elder brain speaks to them once
more, telling them that orcus has saved Cyrog, and
commanding them to follow it into urldeath.

The librarians of Gravenhollowknow that Cymg ls the
name of distant mind flaycr settlement. Vizerau DeVir
and every member otihc soiiiety of Brilliaiice also
knows that cyi-og is named sitter an ancient elder brain
that commands the settlement. which lies deep in the
Underdark. thousands of miles to the east.

BAPHOMET, THE HORNED KING
The demon lord Baphomct dor:sn't play a siglllflcanl
role in this adventure, However, .1 character seeking
clues to the Horned Kings wlleriezibouls receive the
tollowingvision.

The smell otblood fills your nostrils as you wander a

maze or underdark tunnels. moving with purpose as

your giant hooves crush stones underfoot. Fizzrzresr
light reveals that your shadow is monstrous, suggesting
a hulking beast with a crown of horns. with your bloody
glalve, you carve a swath through a forest ortoweiing
zurkhwood mushrooms that stands in your way. The
tunnels beyond would confuse an ordinary mind. but you
instinctivelykriow the path you must walk. Every step
brings you closer to a magmahlled chasm, lodged in

which is an enormous contraption or metal and stone—a
weapon capable or reshaping the Underdark itselr

This vision provides a briclglirnpso of the Maze Engine
an arcane clevlcc located in the heart ofthe Labyrinth
(see chapter 14).

SPAWN or YEENOGHU
A character that tries to learn more about Yeenoghu, the
Demon Lord of Gnolls. receives the following unsettling
Vision.



the
ing

A hunched and rotting creature with the head ofa
fiendish hyerta swings a triple-headed flail at a beholder.
crushing it. As the eye tyrant falls to the floor, a pack of
hyenas leaps onto the corpse and tears on its eyestalks
while the demon lord licks the gore on his weapon. As

the hyenas feed, they transform into slaverlng, caeltltng

gnolls oerore your eyes.

LOLTH, DEMON QUEEN or St>ll)ERs
if the characters inquire about Lulth. they receive a
vision of her home in the [lcmonwt-‘b Pits. cnrtflrlning
that at least one demon lnrtl didn't escape the Abyss.

You behold the true form ofihe Demon Queen of
Spiders—that ofa black, bloated arachrlid with the head
ofa female drow. Nestled in the webs all around her are
thousands upon thousands orgray eggs. Lolth knows she
is heing seried, her rury tangihle as her mind reaches out
to find you. Her shriek of rage as she's shut out by the
powerful wards orcravenhollow echoes in your mind as
the vision is suddenly tom away to darkness.

This vision uficrs El glimpse of LtJlth‘s plan to drive her
rivals out of the Abyss and repopulate its layers with
her own demonic offspring. The character experiencing
the Vision must succeed on a DC 16 Wisdom savin
throw or gain one level of madness (see "Madness
chapter 2).

OTHER VlsioNs
The other visions the characters might look for depend
on what they experienced during their escape from the
Undcrdark. and what you want the advcntttrc to focus nn
(including the activities or other demon lords).

RETURNING TO VIZERAN
When the characters have discoverer] all they are
looking to find out. they can go to Vizeran. ll they don't.
he seeks them out, having finished his own research.

“That tool cromph brought the demon lords down upon
us, with his demon queen pulling his strings all the
while. He has given Lolth Free reign in the Abyss. My own
research leads me to believe Grorvlph used fnerzressto
achieve such a summoning, though l

am sure he didn't
intend this result lmbecilel

“l can save you months orreseareh—tims we clearly

don't have. The information Ifound here has confirmed

my theories, and I know how to banish the demon
lords back to the Abyss. we can do this only irwe work

together. ifyou are willing and daring enough to directly

challenge the demon lords. Or perhaps ioolhardy is the
better word."

ant to wnrk with Vizeran,
he reminds them of the l faring the surface world
should the demon lord cape from the Underdark.
H the Characters act. SC Vizeran ufhaving ulterior
motives. the lil’()W smiles thinly and agrees. still, he
insists his goal is the same as the characters‘ own.
and he doesn't ask them to involve themselves in his
other plans. He points out that he is by far the must
inconsequential oithe many evils that the characters
must contend with.

Vizeran invites the adventurers and their NPC
followers to Aral. his tower and stronghold, where
they can discuss the matter further. There. he (‘an
demonstrate what he intends to do and why he needs
the heroes’ help. He rcfilscs to ti s plans in detail
in Gravenhollow.saying. "The wa ~ here literally have
ears. and echoes linger toreve ' Only his home is secure
enough to serve as the place from whirh to plan the
demon lords‘ defeat.

II the characters sccm h

LEAVING GRAVENHOLLOW
As long as the characters remain respectful guests. the
librarians don't mind them staying in Ciravcnhollow as
long as they like. However. the library stops providing
new visions after the characters learn the most essential
inlonnation. If the players persist beyond that point.
their eflnrts prove fruitlcss. and the librarians or their
assistants suggest there is no more they can learn at
this time.

The characterscan travel with Vizcran, or he
provides them with a map and pret directions to
guide them to Araj ifthcy want to deal with other
matters in the Underdark first. He emphasizes that
time is of thc csscncc. Every day the characters tarry
allows the demon lords’ power and influence in the
Underdark to grow. SEE chapter 12, "The Tower of
Vengeance,"for more information about Araj.

The last favor the library provides for the adventurers
is to have the tunnel out directly connect with routes
leading to the characters‘ desired destination.
whether that destination is Araj. Blingdcnstone.
Menzobcrranziln, Gracklstugh. Mant0l—Derith, the edge
of the Darklake. or somewhere else.

XP AWARDS
_

The characters should leave Graverlhollowwith a clear
picture of what is happening in the Underdark under the
inliuence of the demon lords, and the roles that Croinph
Bacnrc and Lolth hare played in creating the cris _.
Each uharaltter gains 5.000 XF for learning the truth.

.ll\l‘ll k ll l,tt\»t,~lllot,ti,.w
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ARA]: VIzERAN’s TOWER
r a t-normtitisstrilagmitr, t',?lr\’(‘,d with a

spiraling serie oti. amhera leading up to its per k. The
center of the stone spike is hollowed out to form an open
Vr!l"[l(‘1Jl shall. A sltine SlZll|‘C8S(", spirals ariiiiiitl the shall.
with landings leading to tthzimbe ~ on the upper level

Level 1 has a broad antcchambcr and audience hall,
Level 2 contains kitchens, storage. and currently

disused servants’ quarter
Level 3 houses guest btwdrhambers and 2| torture

chamber for special git
’

Level 4 contains Vizr:r;in's library and laboratory.
Level 5 i-tiiitaina the .’.ir(',liinage's private chambers.
Level 6 is Vi erai sanctum at the mt-ver's peak. Wl\P|’E

he spends his time in cnilleinplallmiand stuti;
The sanctum features a pcrmancnt tclt-purtalion 'rclt:
that Vizeran can use to return to his home ifhis net-l
is great. (He uso_ it only as a last resort. however, g
thc risks involved in telcpurting in Ihc Untlertlark;
scc ‘'F.'icrzrt3 « in chapter 2.)vireran tlnesnl reveal
this cirrlcs ex -tenet-. to out tiers unless absolutely
ncccssary, anrl he never gives aviay its sigil seniieiite.
MEET‘I_ljI(_}>WITH_\7IZERAN

Assuming the aclventurers arrive as Vizt-rrin‘s guests.
they find the door to the tower open to them. lithcy
arrive under other circtimstanccs, soc ‘. ttaling into
Araj" at the end of this chapter.

Past the heavy iron door that is the towers only visible

entrance, a short tunnel extends through five feet oisolid
rock into a cool, dark chamber. As you enter, a floating
drh or pale violet light brightens heidre you, revealing an
opening in the vaulted ceiling and a spiral stone staircase
with no railing, climbing up into darkness.

Around the stairs, the light reveals a circular audience
chamber with cold, unlit lanterns hanging from brackets
set into the stone wall, heavy carpets covering the
smooth stone floor, and a throrie—lil<e stone chail on a

raised dais to the left ofthe entrance.
The ball otvialet light floats to a stop beneath the

center ofthe open shaft. beyond the foot ofthe stairs. it
then hovers there as ifwaiting for you.

The orb of magical light attempts to guide the CllEl'«’l('—

ters up the shaft to vizcran's sanctum at the top of the
tower. Characters can climb the stairs if ihcy wish. hill
arty creature that steps past the stairs and into the open
shaft activates a magical lcvitationcffcct lr‘l'lbI.ll‘,d into
the shaft (see the "Vizcran':s Tow , General Featur
sidebar). If the atlventilrers arrive in Vizernn's company.
he informs them of th ,omn'tantJ words for the 1ev'lta—

tion cfiect.

VIZERAN DEVIR
Vizeran DcVir is one of the grcarcst magical talents
produced by thc drow city of Menmlierrtinzati.

Unfortunately for him, his rise to power came at the
same time as one of the other great arcane talents of
thc C y of Spiders. Gromph Bacnrc. l’\ scion of thc
Firs! Hulls and as girtetl a -oheiner~
Groi-niih engineered vizeran. (‘llsgru .
\ll'll.)l',‘lll",V in Lollh. ll'(,\l'Il(‘all_). th might have snvetl
Vizé:ran's life. as House De\’ir was wiped out not long
tliereafier by its rival. House Dtl'Llrdeti.

Conslgned lo soliiudr in [he Untlerdark. Vlzeran
dl<ln‘i perish as most assumed he w(‘lult‘l. Instead. he
put his arcane powers to work in vreale a safe haven for
himself. and spent the following centuries in isolated
study. turihei-ing his mastery at the magical arts. He has
watched from afar as countless events unfolded in thc
Undnrdark and across Faerfln. gathering lnfnrmatitin
and making plans for his cvcntual rciurii After waiting
for ccnttirics, Vizcran now believes that time has comc.

Vizcran harbors a thirst for vengeance against his
only living rival—Cironiph Bacnrc, thr clrow Archmagv
of Mcnztibcrranzari. l‘\s a follower of the Elder
Elcmcntal Eyc, Viz *ran also despises Lolth and her
infiilcncc over the draw, Ht: wotiltl llkt‘, nothing more
than to show up Gromph and prott: tti iht: drow that l

Lolth has uscd them for her own gain. Of course, he also i

wants to learn whatever arliant-: set-reis have allowed
Grotnph to tap into magic powerful enough to summon
the zlemmi Iortls lo the Undcrtlnrk.

Vlzerctn iiiakes a powerful hut tlangerous ally. llis
plans and goals are entirely seli serxing. and he will
sacrifice the characters without hesitation [0 further
his schemes. Moreover. Vlzeraii lsn‘t as immune as ,

he believes to the demonic nladness growing in the
Linderdark,which has been feeding his megalomania
and his thirst for Vengeance against his fellow drow,

Vlzcran is an archmage with rhc followingstatis iral
modifications:

l

l

. \/izeran's alignment is neutral evil.

l

Vlzeran's fey ancestry gives him advantage on saving
throws against being charmed. and magic can't put

‘

him to sleep.
‘

Vizeran can innately cast the followingspells. rt:qulr—
mg no material components: dancing lights at will.

I

l
l

l

l

l

darkness once per day. faerie the once per day (spell
savc DC l5). and lciiitatc (sclf only) oncr: per day.
while in sunlight, vizeran has disadvantage on attach
rolls. as well as on Wisdom (Perception) diet‘. 5 lhal
rely on sight.

KLEVE
Vizcrzin holds the control gem ofa death slaad he calls

‘

"Klcy Thc slaad serves as the archmagcsbodyguard,
and is close by at all times. Kicve can change its tori-n to
appear as any Small or Medium humzinoitl, sometimes i

taking on the appearance of a deep gnome servant or a
draw 21* istant to Vw rati iiit wants to blend in. lt can
also cast inVisibUi!_l’ to observe silently front hiding. and
relies on its true form when it wants to intimidate other
creatures. Although cruel by nature, Klevc takes no
action to harm anyone without Vizeran‘s permission.

Kleve's control gem is a smoky crystal that Vizcran l

wears on a chain around his neck, beneath his robes. ,

tIl\till4 l. itll 'li\\llClrl \L\(.l“,\,4’L



As long as Vizeran possesses tht‘ gem. the tlealh slam]

must obey him and can't he eiiurnierl.

GRIN OUSSTYL
The only other person in Arzij is Grin Ousstyl. Vizeran's
di-ow mage apprentice. A L'l€VEl' tmuhlei-nalter from

an 0utrtJf—[avor huust‘. nriii woi-ltoti his way into the
outlawed t’1lllZli|CE oi druw mages known as the Council
of Spiders. but was careless E1l'|(l nearly executed for his
ambition. Exiled from Menzobermnzan. he was taken
in hi vizci ii. who pliiys the role oia Sl’I2ILluVV}.‘patron of
the council. The young drou has eontinueil his magical
training uiirlcr the tircltmagt-’s tutelage.

Grill is lttyztl to his master but not well suited to such

a solitary existence. lie longs for the opportunity Io

return to M€nZ0l)Fr|’aI1Zan.supporting the notion of an
uprising to ovcriiirow the matron mothers and end their
rule. He is less enthusetl uhnut the pittentiztl of turning
his old home into a battlefield for the demon lords.
h0\’Vk‘\i'el'. anti he evcntuzilly betrays viieiiins conhtleiice

Vlirltt/KN Devin

it_)‘i\.‘ it ti.

to the ;itli.entiircrs in an effort to prevent that oiitt-oiiie
(see Cl’l£iptEI‘ 15. The rty or spiiieryi.

OTHER INHABITANTS
No other living creatures dwtill iii Artij, hut the
ttwli'et' leatures a number of magical inltabitants the
zitlventurersmight interact with.

Each level ofthe tower ht a permztnem unseen
servant in eliect to attend to Vizcniii. Gt-in. and the
archmrigefs gtlcsts. Two cltizeii decorative suits oi

armor are also mi display iliiuugliuiit the tower. all ul
which are suits of animated armor that move and fight

at Viveraiils comitlztnd. Between one and three suits
guard each room and Corridor of the tower. IfVizci':ttt
is threatened, he uses them to run iiiterfcreiice. buying
him time to cst-ape or Coullleraltuttk.

/\ t’lIal'aCtt‘I’ who poltes around the tower and succeeds
on ti DC 15 wisdom (Perreptioli) tihecit notes signs that
other htiniannitl crcatures were recently present iti Arai.
iiiiiluding discarded eluthing. rnoltlering foodstuffs. and
chains and inanacles entbcdtlefl into the walls in sonic
of the tow r's rooms. Vizerettt dismisses any qltestions
about Slll‘l'I ttriitttzrs. but Cirin Ousstyl ttunlides to the
characters that Vizeraii once kept bound minor tlt-:mon<

and humanoid slaves in his service. Vizerait bztitished
the demons with the arrival uf the dcittun lords in the
liiidcrdark. fearing sume hidden connection between
the creatures of the Abyss. The slave held by the dl'0\\
archmuge (most of them }lttt|uit’eCl iroiu Grat‘klstug|1)

are all (lead— ilther lost to madness and killed by
ViZCl'2III. or Satrlrlted as part uftho preparations for
the iirrhniag titirlt ritual. cii-in ousstyl doesn't speak
dirertly of that latter in ‘ saying only that Vizei-an's
work ran be hard tiit his 8 .

4 ___.
Vlz:iuu’s Town: GENERAL FEAYURES

the following features are found throughout the tower.
Light. The cavern outside the tower is dark. for the

inhabitants ofAray require (it) light inside the tower,
occasionaldrftglabzx shed dim light, with the vest ofthe
place in darkness

Guards and V/l1IdSiTl1El7Il.€llDf ofthe tower is under
the eifeet of; permanent guards and ward: speti to thwart
intruders. vizeiari suspends the spell's ehetts for his

guests, allowing them to enter unhindered, but those
trying to sneak into the tower must deal with the spel|'s
efi'ects (see “Stealing into Aval"). Additionally, the tower is

waided against saying. Divination spells cast from outside
cannot cross the towet's walls unless vizeran allows it.

and he lmmedlately knows ifthe tower's wards thwart a

divination spell
Levitaliun Shaft. The central shaft of the tower has a

permanent levitate spell in effect, such that any creature
that steps into the shaft (or that falls ottthe stairs) lS

suspended in rriidair A creature that speaks the command
word all,4hul'l<aflun (“descerid") drops 20 feet per round
until it reaches the bottom ofthe shaft lfthe word in/lam
(“rise") is spoken, a creature rises 20 feet per round until
reaching the top level. Movementstops immediately
ifthe creature says llkallk (“ha|t").white in the tower,
Vtzeiian can deactivate or reactivate the levitation effect as
an acttorl
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V1;EItAN’s SCHEME
Vizeran DrVir invites guests to settle into his 5(u(l_\

while unseen servants bring trays of dried mushmtlms.
slnoked rothe meat. and gohlets or spicy liquor. The
draw archmage takes a cup for himself and makes
21 point or drinking l-lrsi. although he scoffs at any
suggestion that he would try to poison his guests, given
all the trouble he has taken to arrange their meeting.

Within the sale haven of his tower. Vizeran Continues
the discussion he began with the Characters back at
Gravenhollow,speaking more on what he knows of the
demon lords.

“The only one of my kind who could ever match me in

the Art is Gromph Eaerlre.
l think we knew from the

moment we met that we were destined to be rivals. But

where l sought only to masterthe Art. Gromph was also

an astute political manipulator. No more devout than I

in the service of the Spider Queen, he arranged for my
disgrace and exile. oeorived orrny considerable skills.

my house roll to our rival, House Do'urderi. crornph
became the Atchmagz or Merlzoberranzarl under the
auspices of his own house, the First House ofthe
Ruling Council.

“Gromph and I only ever had two things in common:
our passion for the Art, and our hatred ofthe mariner in

which our fellow rrlages suffer at the hands ot'the matron
mothers and mistresses ofthe drow. Grornph has always

hungered ror power, and not even becoming Avchmage

ufMerizoberranzan was enough to satisfy him.
“From this tower ofexile. l kept watch on Gromph's

activities. This was no easy task given his suspicious
and circumspect nature. Nonetheless, my observations
revealed that he was crafting a unique rltualvorle that
somehow drew on the energy oifnrrzress to channel
lncalculable arcane power. When crornoh performed
this ritual, the walls between the planes shuddered.
Then. as you have by now realized, the demon lords

were wrenched from their layers ortne Abyss and cast
about here in the Underdark What we all witnessed in

Graverlhollow (onfirms this."

Yizeran answers questions from tho characters as
best he can. then makes his proposal. Use the points
laid out in the followingsections to play out the
negotiations. utilizing whatcvt-r rombirlalion of ability
checks and roleplayingyou prcrcr. Vizcran is sincorc in
his willingness to help. even ithis motives are entirely
selfish. As such, he's inclined to reach an accord with
the characters.

WHAT VIZERAN KNOWS
The characters can learn the following information
from Vizeran by asking the right questions: he doles out
information sparingly, but rt succr~s_ ful DC 20 Wisdom

(insight) check might yield additional inlormation if the
arrhmage becomes czlgey:

Lolth is behind the plot to bring the demon lords to
xht- Underrlnrk through her manipulation n[Crrnmph
Bacnre. The Spider Queen is using the drow as pawns
in her srlletnes to dispose of her demonic rivals and
seize power in the Aby.
The demon lords oi the Abyss—along with many in
their lesser servants and legions—have been set loose
in the Underdark following Gromplfs ritual.
The presence nithe demon lords is warning the tan
ric of the Underdark. The [aerzress that permeates
so much of the subterranean realm has become a
conchut through which thc insanity ofthe demon
lords spreads.
Gromph Bacnrc vanished followingthe ritual. Vizeran
has not b(‘Crl able to detect an ‘trace of his rival arr
magc using any of the resources at hl. ommanrl.
Demogorgon. the Prince omemons, arrived in the
Claw Rift of Mcnzoberrzinzanand rzimpaged through
the city before es-raping into the wider Untlerdark.
The intended purpose or Grnmphs ritual is unclear,
but Vizeran believes that his rival meant to summon
and bind one specifir (lemon lord. Vi/_eran finds it dif—

llcull to believe that even Gromph could be arrogant
enough (0 think he could bind all the demon lords of
the Abyss at once.
The [act rhat the summoning originated in
Menznherranzan remains largelyunknown. lithe
other races of the Underdark knew. they would have
already movedagainst the draw. The dark Clvcs

almost certainly wish to keep this information E1

sel:ret—a5sumingthey even know it themselves.
Vizeran knows of no means by which Gromph
Bacnrds ritual can be reversed. However, he believes
there might be a different means of sending the
demon lords back to the Abyss (see "Vizeran's Plan").

WHAT VIZERAN WANTS
Like any other sane croaturc. Vizcran has no wish to
see the Underdark become home to tho denizens of
the Abyss. He points out that once the demon lords
establish domains here. nothing will stop them from
surging up to Faorun to spread rhnir madnep and
chaos. lnder:d,. irh an outcome . nevliable given
enough lime.

Vizcran wants tlesperately to destroy his old rival. But
even more so. the arrhmage dreams or thwarting Lolth
and or having the Demon Queen of Spiders revealed
to the draw as the treacherous creature she is. His
deepest. hurning desire is to watch Menzoherranzan
destroyed by a demonic rampage. Then the ragged
survivors of the clrow will turn away from Lolth and her
priestesses to seek V cran's guidance. letting him take
his righiful place as a wise leader among his people.

WHAT VIZERAN OFFERS
Vizeran DeVir offers the advcnturcrs his insight. his
arcane power. and various magical resources that can
help them deal with the demon lords. This includes the
following benefits:

tn KPTER ;: l THE mwra or \ l i\'xtl -\Nt‘l
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- \'izer:ln offers cash character a draw p1'Wafwl'(srt'
appendix B).

Each rhnrzirrer will he provider] with an amulet
that can be used one lllltt‘ as a scroll ofprotecriun
from firnds.
Vizeran offers the nor‘ til Araj as a sale hzlvcrl in the
Llndbrdark. ;i~: long as his alliance with the chzlrzirlt-rs
lasts. The zlrtthrnztge wolf: countennn n rJl'Il\_\' heine y

housed within his home. but he opt‘, (to tllr‘ arlven—

tu rcrs and their allies as thcy nt‘ (1 it.
Most important of all. Vizelxan can ufft-r 21 plan to
rlcft-,z|r the demon 1ords—bIlt he need the adventurers
help to tttalte it happen (sec "Vizcra s Plait").

\ izeran ts willlrlg to negollate other reasonzllllv
agrS(‘n1(‘,rIrS. iittlutlittg tutor-me wtzarrls and prot irlitte .them with opportunities to learn spells from his
library, Hnwreter. the arelttnage use: any such tetteltitte
0pp0l'lUnI[lE5 to attempt to subtly corrupt his ~lu(lPn[S.

VIZERAN’S PLAN
V

I

At the l‘ll‘S[ sign that the atltetiturers are open to
worltine wllh l’|ll'l'|.ll1("(ll’UVl. arrhlllagt explains his plats.

"Demons are cveatures ruled by madness and hatred.

even the greatest and most powerinl otthenn. They

war eeaselessly upon each other in the Abyss, and haye

already begun to do so here we can play them agamst
each other, and than deal with the weakened vtctdrs,

“l belleve l have the abtlttyto devtse and cast a ntual,
sirvlllar to Gvomph's but nowhere near as dangerous or
foolish, that wlll draw the most powerful demon lords

togetherto the site oithe ovlglrlal summoning. onee they r

are brought together. they wlll try to destroy eath other i

But though the demon lords mtghi destiny each uther's
ohysieal manrtestatrons here lfl OlAFw0Fldyll1€lreSSeV|(e

cannot be extinguished. They wlll thus be cast back into
the Atayss. as eireetiyely as rtthey had been banished

“The ritual needs certain components to produce
the talisman that will draw the demons. Then a rite to

empower and activate it Then blood and battle such

as this world has never seen Any surywors among the
demon lords will be sorely weakened, and should be far

easier to destroy
“All l need are the neeessary ingredients," vtzeran

says, "and, ideally, a look at Cromph’s grtrrlolres and
notes trorn his saneturn " where the draw archmzge
watches you. a thin smile curls one eorneroihts mouth.

The eh-.trat~,ters can reittse Vizeran at any time. et which
point the Llrcllltlage tells them to leave his home and
\’l'lsheS them good luck surviving in a world tlorttinated
by the demon lords. He says he will tintl other the-.ttts to
deal with the problem on his own.

lithe ad\'enturers are willing tu ally with hittt. vizerar.
rurther outlines his needs. He expltntts Ihztt the rllual
is powered by a unlqut‘ talisman he calls “the dark
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heart." The talismanscreation requires a number or
unique components:

The intact and unhatched egg ofa purple worm. for
channeling great physical power.
The central eye ola beholder. to break down magical
re ance and overcome magical lorces.
Six feathers from six different angels—theauthority
of the celestial realms and a force to enrage fiend—

ish creatures.
The heart of a goristro. to reach and influence the
hearts of other demons.
Thirtee timmasks, also known as "devil's mushr
rooms,“ sprouted from the footprint of a marilith, a
halor. or a goristro—a lure to draw demons in.
A few drops of blood nr ichnr from a demon lnrd, to
connect with the demons the ritual will call.
Gromph Bacnres grimoires and notes on his ritual.
to assist in better tlnderstantling the power that sum~
moned the demon lords.
In his research. Vizeran has located potential

sources for all these components. and he can direct the
characters to retrieve them as detailed in subsequent
chapters. The purple worm egg and the eye of the
beholder can he found in the Wormwrithings (see
chapter l3). The angel feathers and the demon heart
can be claimed in the Labyrinth (see chapter 14).

The grimoire is found in Menzoberranzan, the City
of Spiders (see chapter 15). Being able to acquire the
timmask mushrooms and blood from a demon lord
depends on the adventurers‘ resourcefulness and on the
opportunities found iti other chapters or the adventure.

You can modify the components list it you wish.
using the encounters in chapters 13 through 15 as
guidelines and opportunities. Additional encounters
can easily be inserted into chapters 13 and 14 for any
other elements you want to add to the ritual.

Vizeran provides the means for the adventurers and
their allies to gather the components for the talisman
and encourages them to get started immediately. See
chapters 13 through 15 for the sources Vizeran has
found, then chapters 16 and 17 for the endgame battles
against the demon lords.

\_/_tc'roltY w1THotl_'lf \/1_z_l§§A__1:1

___it is up to you whether or not the adventurers can
succeed against the demon lords without Vizeran's
aid. They might be able to implement his plan on their
own, particularly once he has supplied them with the
necessary components and information. The dark
heart talisman to be crafted for the ritual (see chapter
15) can he placed anywhere to draw the demons to it.
Likewise, the ritual can he perlormed in any location
in the Underdark imbued with Ilaerzress. Vizcrztn
has kept this information tram thc adventurers only
because he sees the ritual as his Chance to destroy
Menzoberranzan and take his revenge on the drow
who cast him out.

A player character spellcnster might be able to
reproduce Vizel'an's work to create and perform the
ritual, setting up the scenario in chapter 17. "Against
the Demon Lords." Regardless of how the plan untolds.

though. the adventurers should get the opportunity to
choose what they'll do about Vizeran when they learn
that the drow archmage has not been entirely truthful
with them. see chapter 15, "The City of spiders,"
for details.

STEALING INTO ARAJ
If the charactersdon't take warmly to Vizeralfs in all

offer, they might want to enter Araj covertly instead
of at the archmage's invitation. Likcwisc. once they
realize that they are being used by Vizeran to advance
his plan to destroy Menzobcrranzan. the characters
might decide to steal the arehmagessecrets and
resources to use against the demon lords—or even to
slay him jusl for the sake oflooting the place.

WARDS
Getting to thc tower undetected is all but impossible.
Vizeran knows whenever the secret dour accessing the
passage to Araj opens. by way ofa permanent magical
effect similar to a powerful alarm spell. Intruders also
have to deal with the guards and wards spell active
within the tower. whirth places arcane lock spells on all
the doors and sets web spells across the central shaft
and stairways. Doors within the Tower utvengeance
(including the main door) have AC 16. 25 hit points, a
damage threshold of 5, resistance to thunder damage,
and immunity to poison and psychic damage.

A magic mouth spell at the entrance to the tower
activates when intruders try to open the door. shouting:
"You dare to enter here unbidden? Flee for your
lives now. while you still can!" Ancthcr magic mouth
placed outside Vizeran's sanctum repeatedly calls out:
“intruders! Beware!" when any intruder approaches
within ‘20 feet otthe sanctum door.

The towers twcntyfour suits of animated armor
attack anyone who enters Araj without Vi2e,ran's
permission. and continue attacking until they are
destroyed or he calls them off. At the first sign of
trouble. the death slaad Kleve stalks intruders invisibly
and attempts to attack with surprise. lr Kleve is reduced
to half its hit points, it retreats to its master's side.

Vizeran casts his prote t‘ e spells herore entering
cornhat. along with invisibi ly (renewing the death s1aad's
[nvl'sl'bi[1'tyas well if he has time). As a Iast—ditch escape.
Vizeran casts IIHIE stop and uses the opportunity to flee
or make a risky telepnrt attempt to a l:lolt—hole shelter he
has hidden in another Underdark location of your choice.

In the event the characters have the opportunity to
loot Araj. they find the items listed under "What Vizeran
Offers." along with other treasure suitable for a foe of
the archmagespower. See chapter 7. Treasure." of
the Dungeon Masters Guide for guidelines on creating
vizcrans treasury. keeping in mind that the wily drow
has likely trapped his most powerful magic items. If he
survives and escapes, Vizeran adds those who dare to
threaten him and loot his home to the list ofpeople who
will suffer his revenge.
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The tunnels created hy the purple worms are tubular
and roughly 10 feet in dianierer. A ‘plcal stretch oi’

tunnel is ld6 miles long before it intersects viith another
tunnel or a naturally formed cavern.

RANDOM ENCOUNTERL
AS the elitirticters explore the V‘/Orfl‘l\.Vl"illl]lI]QS. check
for a randoiii eucoultter once per day. Roll a d20
and consult the Worinwrithings Encounters table to
tleterniine what. itaiiything. the characters and their
expedttioiiary for-ce encounter.

When an encounter occurs. roll at db to determine
how the area is illuminated. A roll ofl lI‘ldlC£1lCSlll(‘

area is dimly lit by phosphorescent lichen. while a
2—6 indicates [hr area is dark. The twistingtiinnels
of the Wormwrithings givc crcatiircs the opportunity
to surprise the characters (sec “Noticing Threats" in
chapter 2).

WORMWRITHINGS ENCOUNTERS

dzo Encounter
l—l0 No encounter
ll 1 drlder
T2 Drow hunting party
l3 Sdé dwarfcnmmaners
14 ldé cttins
is Zdé flumphs
I6 CrI(l< nest
17 ‘I purple worm
l ti zris lroglodyles
is lots trolls
20 l umber hulk

DRIDER
This creature clings it) the ceiling and prefers to
make ranged attacks against the party. There is a 25
percent chance that the di-icler can cast spells (use the
spellcastlng Variant in the Monster Manual). The tlritlt-r
flees ll reduced to 30 or fewer hit points.

DROW HUNTING PA RTV
A draw mage or House Melarn leads a group oi‘ ldo
draw and ld6 bugbear slaves through the tunnels
in search ofa piirple Worm nursery. where thcy hope
in l-‘ind a purple worm cgg as a gift for their matron
mother. if the characters have an egg txleiirly in their
possession, the di-ow party tries to tak it. Otherwise.
the draw marge is happy to lt-t tht tnliurzicters and their
expeditionary forte pass hy iint:halle,ngerl_

DWARF COMMONERS
There is a 75 percent chance that those shiclrl rlwarues
are prospectors troni Mithral Hall, hunting tnr precious
stones and minerals. Othcryi iser they are refugees
who becaml‘ lost in the tliitlertlark after arcs attacked
their stronghold and rhasetl tlieni uttdergmund. These
dwarves 2171* lung tor a route to the surface.

Treasure. Erich tlwarl carries ldll) pounds oi‘ food.
ld-l gallons ttrwater (sinretl in canteens). and ldé gents
worth 10 gp(:at'l1.

ETTINS
These :‘lllllS used I0 be orogs tiiitil the Iacrzrcss and thc
corrupting influence oi’ Dcniogorgon transformed them
into l\\‘O—l'leadEd giants. Thcir transformation can't be
undone. They are starving and attark the pilrly nii sight.

F LU M P H s
A clmster oi tlumphs floats through the tunnels. These
peaceful creatures have been CllS1l|\"l)CCl by the powerful
thoughts of the demon lords. They warn the L'll:ll’al‘lE‘l‘S

that these evil thought: have p0ll\tlCr‘l the [lrI<‘lt’rd£|t'k.

and that kindness is the only response It) such eyil.

Gklcx NEST
The CTIRFZICTCF‘? stumble ttpnn 2i ntitlirzllly ftirrnerl t-ysl in
a tunnel wall. A grick alpha and 2tl4 gricks are using
the cyst as a nc. .dHaL'klrIg anything that p‘ . by.

Treasure. The walls of the t have prerm rystals
growing our oftlit-m. Cl’I:Il’£u'lt‘l'~‘ ran harvest these
crystals. t-ollt-t-ting 3rl6 intact crystals worth 50 gp each.

PURPLE WORM
Roll a d6 and consult the Purple Worm Dlrettlioll table
to drterminc where the purple worm mmes from.

PURPLE WORM DIRECTiON

ds Direction

i_2 The purple warm comes trom behind the party,
heading in the same direction and filling the entire
tunnel, The party must either stay ahead afthe
worm or turn and fight it lfthey stay ahead ofthe
worm, the tunnel branches after ids miles

34 The purpleworm is moving along the timrlel iri the
opposite direction as the party and appears in front
oftherri The party must either reverse course or
fight the worm ltthey reverse course, the tunnel
branches alter lde miles

s—5 The purple worm is burrowingthrough the solid
rock on a path that intersects with the party's
tunnel. The worm erupts from the tunnel wall

behind the party, then continues on its way leaving
a new tunriel in its wake The wart-rils passage
triggers ti rockiall ln the party's tunnel, and each
party member must succeed on a DC is Dexterity

savlngthrowortakeTo (ads) bludgeonlng damage
from tailing debris.

TROGLODYTES
These troglodytes are heading toward their lair (see
"Troglotlyte Lair") and attack any other creatures they
come across.
TROLLS
These ravenous. insane trolls attack tl'lt' pztrly on sight.

UMBER HULK
This Creature is hidden bchlnd a wall and uses its
trcitiorsensc to detect passing prcy, bursting out (If

a nearby wall to attack the nearest party itieiiiber.
Randomly determine who is attarkeil, taking into
account any l\'PCs trayi-lirig ii tilt the t-liar

i l—l\i'lI‘l. .’ Till '.iiiLv_\[\tl{l1lH‘tL,~
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TROGLODYTE LAIR
Approximatelyhalt way between Araj and the worm
nursery, the characters‘ route is blocked by a looming
battle between two {actions of a troglodyte tribe.

Afoul stench and a cacophony offaint, hissing voices

rises from ahead. The tunnel plunges sharply downward
into a vast, open eavern dimly lit by luminous fungi

and laiseeted by an underground stream. Tall reptilian
hurnanoids stand on either side ofthe stream, waving

makeshift weapons and howling threats at each other in

a hissing language.
The group of creatures closest to you has a captive

lashed between two stalagmites atop a low rise in the
cavern floor. That floor is some twenty feet below your
down a steep but navigable tunnel whose walls are piled
high with rubble. The creatures are preoccupied with

their conflict and haven't noticed you yet.

The reptilian humanoids are troglodytes that worship
a lesser god called L:logzed—a reptilian horror that
dwells in the Abyss. Although Laogzcd isn't a demon
lord (and so has not been summoned to the Underdark),
troglodytes are being drawn across the Underdark to
sites where the demon lords have manifested.

Any character who understands the troglodytes
quickly learns what drives the conflict. Otherwise. a
successtul DC 13 wisdom (Insight) checlt can provide
a general sense of what's going on. The troglodytes
ambushed and killed a drow scouting party whose
leader wielded a magic sword that S'slaar, the
troglodyte chiettain, claimed as a trophy. Howevert
S'slaar'swar marshal, H’slaat, was the one who killed
the drow leader. and who now claims the right to wield
the blade.

The disagreement blossomed into a full-fledged
conflict, and the other troglodytes quickly chose sides.
On one side of the stream, troglodytes loyal to l-Yslaal
seized S'slaar’s mate and are threatening her, hoping
to force the Chieftain to back down. On hi ide ofthe
stream, S'slaar is wildly swinging the magic sword and
screaming, as the troglodytes loyal to him shout insults
and taunts at the other side.

The characters can turn back without being spotted
and find an alternate route bypassing the troglodytes.
but doing so adds forty—eight miles (and an increased
chance of random encounters) to the distance they must
travel before they reach the purple worm nursery. If
the characters simplywatch the standoff unfold. see
“Resolving the Standoff" later in this section.

1. ENTRANCE T’t,g~I_N§L

The worm tunnel the advcnturcrs are traveling through
opens up atop a steep slope leading 15 leet down into
the open cavern. The slope is diflicult terrain.

As long as the adventurers aren't calling attention
to themselves, they can remain undetected here

CH \l"Tl-‘R I3
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indefinitely. The troglodytes are too distracted by their
standoff to notice them.

Rubble is piled up along the walls on either side of
the tunnel. The rubble on the east side ofthe tunnel
conceals a hidden passageway. Any character with a
passive Wisdom (Perception) score of 15 or higher
notices the hidden passage. Anyone actively searching
the rubble finds it with a successful DC l0 Wisdom
(Perception) check. Adventurers who head into the
passage beyond the rubble discover the hidden entryway
to area 5 at the end of thc tunnel.

2. CAVE FLOOR
I-rslaat, a troglndytecttarnpion orl.aogzed (see
appendix C), and twenty—two troglodytesare arrayed in
a rough battle line along the south bank ota freshwater
stream that nearly bisects the cavern. The stream
runs west to east, tumbling down a short waterfall and
forming a small pool (area 9). The stream is about 15
feet wide and 3 feet deep at its deepest point. It can be
crossed on foot but is difficult terrain.

The troglodytes are so distracted that its possible
to sneak through this area undetected as long as
the adventurers stay close to the cavern walls. Each
character must succeed on a DC 10 Dexterity (Stealth)
check or be noticed by the troglodytes.

DEVELOPMENT
Any wounded creature entering the stream attracts the
swarm of quippers from area ll.
3. RISE
This upthrust section of the cavern floor is edged
by a steep slope to the southwest and a 6—foot—high

cliff elsewhere. The Cliff requires a successful DC 1]

strength (Athletics) check to climb.
Five troglodytes loyal to l-l'slaat are stationed here,

ln addition to their regular attacks, they are armed
with javelins that they throw from a pile of twenty-five
javelins on the cavern floor near them,
jut/2Il'n. Mzlzz or Ranged Weapon Attack‘ +4 to hit, reach 5 ft. or
range 30/lZD ft., one target. Hit: 3 (ld6) piercing damage.

I-Yhoon, a truglcldyle and Chieftain S’slaar’s mate,
is lashed between two stalagmites here. Another
troglodyte stands guard next to her. Releasing
l-Fhoort won't earn the adventurers a respite from the
opportunistic troglodytes. but if the characters hold her
captive, both sides are reluctant to attack them.

4-. BASIN
The area north of the stream is dominated by a stout
deep basin. A 10—foot-widefurrow on the east side or the
basin slopes down towu d area 9.

The troglodyte Chieftain has arrayed his iorces along
the narrow strip ofhigh ground between the basin and
the stream. Chieftain S'slaar is a troglodytewith 20 hit
points and a +2 longsword. while he wields the sword.
s'slaar gains the following action option:
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+2 Langsword. Ranged Weapavl Attack. +5 to hit. ieach 5 it,
one target Hit 3 (ids e 4) slashing damage, or 9 lldlo . 4)

slashing damage itused with two hands.

s‘slaar is accoinpnnitiilby rite troglodytes with 20 hit
points each and three ordinary troglodytes.

TREASU RE
s'slnar’s «2 langsword is tiltlmw inanutacnire (see
the “I)l‘0wcl'zlftItem. sldfihilf in appendix B). It has at

cross glmrd Shaped like a stylized spider Vvirh tiny gems
for eyes. Etchvd into its blade are the words Olorh rlu
nlalla. which ' ' LI dmw expression meaning "D:lrknl‘,sa
be praised.

5. SUPPLIES AND CAPTIVES
This area is lielel by H'slnat's tomes. One troglodyte
guards the cave. A Ch€l['t’l(l'C\' Ll‘ sneak past the guard
with a successful DC 12 Dext lly (Stealth) check.

The raw: fitmr is strewn with gnavved b(lnCs—lht-
remains or dead tlwarves and draw. A similar pit.
ninc feet cler . cap(lves—twndraw and
four shield dwarf commoners. These Hnfbflllllélifia
were separated from larger groups (stir "Random
Encollme a earlier in this chapter) and r:apltlrt:ll by the
troglodytes Every couple of days. one of them is eaten

bylhe iilie. The (.apll\ES are filthy and wr,:lk: has
four levels of exhaustion and 1 hit point remaining.
Any Of the captives can explain the nature iii the
mnliiet bElV\een ll'slaat and S'slaar. ll treetl. the dmw
iinnietliately nee into the Ul‘ldeI‘dark. but the dwarves
utter to join the expeditionary force tithe adventurers
liliemte them. The draw are nlalc members uf House
Melarn and are named Rlnil nncl xul. The shield
dwarves hail from the silver Marches and are named
Daulhorn Brl'g}lIm:lntIt' (male). Traldak xornhane

‘
TROCLODVTE LAIRZ GENERAL FEATURES

characters Hallie commonly iecurring features as they
explore the troglodyte lair.

Light. Nightlights (see “Fungi oithe Underdarl<" in
chapter 2) and other luminous tungi dimly tllumlrlale the
caves and tunnels throughout the tvoglodyte lair.

Ceilings. The maln (averrl has a 90~Foot~hlgh celllrlg
Smaller Side caverns have 60-Foorlligh ceilings. unless
noted otherwise, all ceilings have stalactltes hanging
from them.

Sterlch. The troglodytes‘ tnul musk can be smelled
throughout the lair, although the stench is not strong
enough to have any detiiniental etieet orl vlsltors.
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(male), Zulia Stonewhispcr (female), and l-largritt
Hammerhome (female).

Rubble is piled up along the south wall or the cavern.
concealing a hidden passageway to area 1. Anyone with
.1 passive Wisdom (Perception) score of 15 or higher
notices the passage. Anyone actively searching the
rubble must succeed on a DC 10 Wisdom (Perception)
check to find it.

TkrAsUxE
Within tlle cave. four zurkhwood boxes hold a 501001
length nfspidensilkrope. tour flasks oioil. twenty
pounds of rancid food. a pile of moldy blankets. six

mates and sixteen javelins (all battered but usable).
four casks of unspoiled wine worth 10 gp each. and
a locked tributc rhest. lt takes a successful DC 15
Dexterity check using thieves‘ tools to open the chest.
which contains l80 gp (minted in Menzohcrrunzan
and Gracklstugh). three gcms each worth 50 gp each.
a potion ofgaseous form, and a +1 dagger with silvery.
weblike filigree worked into the hilt. The dagger is of
drow manufacture (see the "Drowcrufl items" sidebar in
appendix B). The crude litters that the troglodytes use to
bear these goods are propped up against the cave wall.

6_. STEAM VENT
A thickjet of hot steam spe forth lrom a ttratnk in the
floor near the east wall of this cavern. Growing around
tlle steam vent is a patch offire lichen (sec "Fungi otthc
Underdark" in chapter 2).

Anyone with a passive VVisdom (Perception) score of
13 or higher notices a vein of precious gems embedded
in the rock wall behind the steam vcnt. Anyone
actively searching the cavern spots the gem deposit
automatically.The gems can't be reached without
entering a 10—foor—l)y-l0—frmt—by—10nl'0otCloud of hot
steam. Any creature that enters the area or starts its
turn there takes his Fire damage. The litters in area
5 or El similar object can be used to hltlrk the stcam
emerging from the vent for 1 round hetore weakening
and railing apart.

Thcnsuxr
For carh round spent digging at the wall. a character
has a 10 percent chance of extracting a gemstone
worth 100 go. The chance increases to 20 percent if
the character has a mining backgrountl and a miner's
pick. After ten such gems are extracted. the deposit is
depleted. For earh round that any number of characters
dig at the wall. there is a 10 percent cumulative chance
that the sound attracts the attention of any troglodytes
remaining in areas 5 or 7.

7. TROGLODYTl~Z O_U'rt>os'r
H'Slaat stationed four trnglndyteshere to watch for
any of S'Slaar's forres that might try to make their way
into attack position through the outer caverns. These
guards are always on alert. One nfthem carries a horn
that it sounds in the event of an attack. Ifthe horn is
blown. eight of the troglodytes in area 2 come through
area 5 and into this cave to investigate and shore up
the defenses.

t‘ll irlhltl:
l
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Borax L IR
This small cavern ls filled with slalactites and
stalagmites, making the cave floor difficult terrain. No
phosphorescent lichen grows here. so the cave is dark.

Two of the stalagmites are ropers. while four ul the
stat es are pier-cers (the ropers' offspring). While
lying in wait. the creatures are virtually undetectable.
Any party rncnther with a passive wisdom (Perception)
score of 20 or higher nuti something unusual
about the rock formation. n the cave. Unless they are
recognized, the ropers and piercers surprise anyone
entering the area.
TREASU RE
Searching the cave reveals the remains of a half—eaten

male drow lying against one wall. The drow carries
ZI small pouch containing 30 gp and two spell scrolls
(shield and phantasma] force) written on she , s of
trillimac (see “Fungi ofthe underdark" in chapter 2).

If [llC ropers are killed anti cut open, the adventurers
lind 25 pp in the gizznrd of one. and a ring ofprotecrinrt
in the gizzard of the other.

9. SUNKEN PooL M

Water from the stream pours into this 15—fuut-deep

grotto. forming a 1U—loot—dt-cp pool with a narrow crack
in the bottom. The pools water is safe to drink. and
growing around the pools edge are 3d6 waterorbs (sce
"Fungi ofthe Underclark" in chapter 2).

12 RUINS

, _ ..

This large cavern is strewn with zurkhwood beams—
enough to make a rail. An old bridge made or moltly
zurkhwood planks spans an underground stream in

one of tile tunnels to the north.

ll. SPAWNING POOL
The underground stream passes through this cave,
traveling west to cast. The adventurers can hear
something splashing in the water .. .oon as thcy enter
this area. Any character who enters the stream is
immediately attacked by the swarm of quippers that
has spawned here.

lg_.__GEoT_HEluvtlc VENTS
The adventurers feel the heat emanating from this
area as they approach. Thick cracks. some as wide as 2
feet. crisscross the cavern lloor. opening up to a pool of
molten rock 25 feet beneath the cavern. The dull orange
glow of the lava below bathes this area in dim light.

At the end of every minute the adventurers spend
here. roll a d6. On a roll of 1. ld4 magma mephits
emerge from a crack in the floor and attack. No more
than twelve mcphits appear in a given 24nhour period.

E. E__Ml>'rY CAVE

Rocks and small boulders are piled up along the north
wall ofthis otherwise empty cave. The ruhhle conceals
a passageway to area 14. buried during a rochslide.
Anyone with a passive wisdom (Perception) score of 15

_.._.ll.L_.I...l_...liLI
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searching the rubble must 5

(Perception) rheck [D find it.

14- RA]. Y POINT
S slaa cavalry troops are gathered in this cavern.
waiting for their maste s order to attack. Six
troglodytesare mounted on six giant lizards.

Rorks and small boulders are piled up along the
south wall. The ruhhle conettzils a tunnel to area 13.

Anyone with a passive Wisdom (Perception) score af15
or higher notions the hidden passage. Anyone actively
searching the rubble must sut Leed on ;t DC 10 Wisdom
(Perception) rheek to find ii.

DEVELOPMENT
When the order comes to attack. . s1aar‘s cavalry bursts
through the hidden passageway on the south wall of the
Cave (see "Resolving the siaridtin").

l5. EXIT TUNNEL
_

This purple worm tunnel leads back into the
Wormwi-ithings. Unless they're being pursued. the
characters can safely leave the troglodytes behind when
they reach this area.

RESOLVING THE S'1'ANDOFFr
I-Yslaat orders his followers to commence their attack 20
minutes after the characters arrive at area 1. Unless the
characters intervene. the t-onfiict plays out as follows;

- Hslaat ordcrs his fellow troglodytes in area 2 to rush
zlrmss the stream while the troglodytes in area 3 rain
javelins down on the chli=ftnin's forces. Meanwhile.
H'Slaat grabs H'hoort from area 3.

H'slaat crosses the stream, dragging her behind him.
He threatens to kill her unless the ehieitain mct:ts
him in battle.
The troglodytes in areas 5 and 7 try to matte their
way through the side caverns to attach the ehiellaiifs
forces in area 4 from the rear. However. if the mpers
and picrcers in area 8 have not already been killed
by the adventurers. the troglodytes are surprised
and massacred.
S'slaar‘s cavalry in area l4 makes its way through
the western side caves and attack Hslaat s forces
from behind.

lfthe atlveiiturers don't intervene in any way. the
battle lasts approximately 20 rounds and ends when
H'slrtat kills the Chieftain in the basin at area 4. Half
the troglodytes on both sides are killed in the conflict.
Those who remain areept H'slaat as their new chiettain.

While the battle is underway. a character ran
sneak through an area occupied by troglodytes with a

sum stul DC 10 Dexterity (Stealth) cheek.
As tense as the standufi between H'slaat and S'sla:ir

might be. the troglodytes quickly forget their eonfliet
and unite against common threats. sttrh as the
Characters and their unwelcome expcdititmary force.

VOICE IN THE DARK
Alter dealing with or avoidingthe troglodytes. the
adventurers can continue on toward the purple worm
nursery However, within six miles of the nursery they
come across an unexpected presence in the tlarltness.

Tl-le remnants eta raeittsll have opened up a small
vaulted cavern along the passageway. Apart from the
occasional glowing insect scuttling along the walls. the

cavern is dark.
Suddenly, a loud voice booms out all around you in

Uridercorrirnn .”Turri back or suffer a death so horrible

you cannot imaginel VOU have been warned!"

The voice is actually it mlrmr illusitm cantrip, If no
one in the party understands Untlerconimon, the dire
warning isyust lniirl gibberish to them. The cantrip was
east by Hanne l-lallen. a young dmw allied with House
Mizzrym. Hanne has the statistics of a draw, with the
following modifications:

Hanne's AC is IT, t)I’ 15 with magi“ armor. She doesn't
wear a chain shirt.
Her Intelligence is l7 (73).
Add Arcana +5 and Investigation +5 to her skills.
Add Common to her list of known languages.

Hanne also has the followingspelluasling feature:
Spellclzsllng. Harlrle l5 2 istlevel spellcaster Herspelleastlng
ability is Intelligence (spell save DC 13. +5 to hit with spell

attarlts). She has tnerdllowtng wizard spells prepared:

Caritrips (at will)" rrllrlarll/ttsiorl, my offrost
lst Level (2 slots): shield, mags armor

Hzinne's mother. Zhnra l-lallcn. leads the Dark
Htinters—drowexplorers who steal purple worm eggs,
These eggs are prized by wizards. who use them in
various arcane rituals. Hanne was on her first egg run
with her mother's team when a passing purple worm
burst into the tunnel they were traveling through.
st-paraling her irnni the rest or the group. Convinced
that her mother and the rest of the Dark Hunters were
killed by [l’lt: purple wurm. the headstrong and half-
slarvecl young mage—in—training is attempting to make
her way batik to Menzoherranzan.

Hanne spotted the adventurers as they approached
and tried to scare thtrm away. She's hiding in the
rubble along the cavern wall but can be spotted with a
sueeesstul DC 15 Wisdom (Perception) check.

If the adventurers decide to turn back. finding anothcr
tunnel going in the right direction adds twenty miles to
theirjtiurney to the worm nursery. If they press ahead.
the voice shouts in Undercommon again: “Fools! Flee
nnwl This is ynur ririal warning!" Once the adventurers
enter the cavern. Hanne can be spotted with a DC to
Wisdom (Perception) cheek. ltspottcd. Hanne threatens
the pariywilh her “powerful magic." but drops her
hostile attitude if offered loud and wziter. She can be
convinced to tell her story with a successful DC 12
Charisma (Persuasion) Check.
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If the characters attack Hanne. she fights to the best
of her ability. If the advcnturers are friendlytoward her,
Home is willing to travel with them for safety.

WORM NURSERY
As the characters near the nursery. they get a view of
one olits guardiaris—and might takc an unexpected fall.

As you make yourway through a longtunnel, everything
around you begins to shake and rumble. Suddenly, the
tunnel floor gives way at your feet.

The tunnel through which the characters travel is
directly above area 1 of the nursery. The burrowing ola
nearby purple worm weakens the tunnel floor. causing
a lO»loot section of it to break apart and collapse. Any
character in the area must make a successful DC l5
Dexterity saving thrciw or fall 25 feet into area l below.

1 ENTRY CAVERN
Any characters dropped into this dark cave have time
to recover. while characters who avoided falling can
anchor ropes to the edge ofthe tunnel floor above, then
climb down into the cave. In any event. the characters
hear more rumbling off in the distance.

2. FUNGUS CAVE
A variety or fungi blanket. his dark, 15»lont—high

cavern. Every 10 minutes spent foraging here yields 1d3
pounds ofedible iungl per iorager (to a maximum at
30 pounds).

Wotm Nuiisznv: GENERAL FEATURES
The characters encounter the following features in the
purple worm nursery.

Light. All tunnels and chambers are dark unless the text
states otherwise.

Furplz Warm Tunnels. The tunnels marked T1. T2. and
T3 on the map do not exist when the characters first enter
the nursery. They are created by purple worms afterthe
party arrives, as noted here:

- Fifteen minutes after the party enters area l, a purple
worm digs into area ‘I, then travels through area 3 and
creates tunnel Tl to enter area 3.
Ten minutes after the first worm arrives, a second purple
worm enters through the tunnel in area 7. lt makes its
way through the adjoiningecho chamber, then into area
8. Then it digs tunnel T2 into the eastern echo chamber
before exiting through the worm tunnel in area 14.

- Fifteen minutes after the second worrn arrives, another
purple worm enters through the tunnel in area 7, digs
tunnel T3 from the southern echo chamber ‘into the
eastern echo chamber, then exits through the worm
tunnel in area 14.

Visiting worms are heralded by a low rumblingsound
2 minutes before they appear. (rite bats in area 9 also
swarm and tlee their vaostl minute before a purple worm
appears.) Purple worms ignore intruders except those in

areas 5 or 8, but they won't pursue anyone fleeing from
those areas.

 —
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The passage to area 3 is a steep slope leading 10 feel
upward. and covered in small rocks and gravel. Moving
up the slope requires a successful DC 12 Dcxterity
(Acrobatics)check. On a failed check, a character slips
and tumbles down to the bottom of the slope. taking no
damage. If someone at the top of the slopc lowers a rope
to help other characters climb. no check is necessary.

3. OSSUARY
This 30—foot-high chamber is dimly lit by luminescent
lichen. Thousands of bones carpet the cavern flcior.

including many recognizable as humanoid (primarily
dwarf, oli, and goblin) and some belonging to strangc
and unidentifiable creatures. Exactlywhere the bones
came from is a mystery. A crack in the south wall leads
to area 4.

The tunnel marked T1 on the map doesn't exist until
a purple worm creates it fifteen minutes after the party
discovers area 1 (see the "Worm Nursery: General
Features“ sidebar). Thus, the characters won't be able [0
reach area 8 until the tunnel is formed.

Q. CHASM
This 30-foot-high unlit cavern has a twenty—t‘oot—widcpit
in its center. which descends a thousand feet. Thirty feet
down is a small ledge holding the skeletal remains of a
moon elf adventurer clad in molderlng leather armor.

Scaling the chasm walls without gear requires a
successful DC 15 Strength (Athletics) check.

TREASURE
The skeleton still wears a ring offree action on one
bony finger.

5. Ect-to C MBERS
These three 60—ft:)0[AllIgl’l caverns, hollowed out and
expanded by purple worms. are set around area 8 as a
defensive measure. Using their saliva, the worms have
created thick. resinous strands that stretch from wall
to wall. These strands are 2 feet thick and suspended
some 50 feet above the floor.

Any nois . n one of these chambers (includinga
normal speaking voice or metal striking metal) causes
the strands to reverberate, creating a loud humming that
echoes throughout the surrounding caverns, alerting
the purple worms to the presence of trespassers.

DEVELOPMENT
If the adventurers set off a humming in one of thcsc
echo chambers, a distant rumbling can be heard and
felt as a purple worm burrows toward the egg chamber.
arriving there in ld4 minutes (see area S for details).

6_. CARETAKER’s_QUARTERs
Phosphorescent lichen rigs to the walls nfthis 30—foot-

high cavern. Stronk. 2| brutish Iornorinn. lairs here.
Somehow the giant formed a bond with the purple
worms. becoming a caretaker of their eggs. He regularly
checks the eggs, brushes fungus ofithem. and defends
them against predators.
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Stronk is sleeping on a pile ofskins and loudly
snoring when the adventurers arrive. Characters
looking around the room can see the remnants of
the fomorian's grim meals—traveIerslost in the
Wormwrithings or egg-hunting adventurers.

Venturing into Stronk's lair without waking him
requires a successful DC 12 Dextcrity(Stea1th)cheek.
If awakened. the fomnrian shouts out about ‘k'lling
egg thieves" and "protecting my precious ones.

' then
tights to defend the nesting area and protect the eggs.
If Stronk is reduced to halfhis hit points or fewer, he
charges into the adjoining echo chamber (area 5) and
bellows to summon a purple worm before rejoining
the battle.

TREASURE
All the treasure Stronk has taken from his victims has
been placed under his sleeping skins for satcckeeplng:-10
pp, an eleetrnm brooch worth 120 gp. six gems worth
50 go each, two potions ofgrealerllealirlg. and a book of
drow poetry worth 100 gp.

7. ENTRY CHAMBER
This cavern rises to a height of 50 feet and contains
many stalagmites and slalactites. A purple worm tunnel

leads out into the Wormwrithings through this area.
but the tunnels mouth is 40 feet above the cavern floor.
Scaling the malt wall to reach the tunnel requires a
successful DC 15 Strength (Athletics) chock.

DEVELOPMENT
Zhora Hallen and her Dark Hunters enter the purple
worm nursery by scaling down the rock wall here
shortly after the adventurers arrive (see "Dark Hunters,"
below). Characters can also leave the nursery and
return to the Wormwrithings via this route.

8. EGG CHAMBER
The ceiling of this cavern is 80 feet high. A pair of
purple worms have laid their eggs here. cementing them
together and anchoring them to the cavern walls with
their resinous saliva. seven clusters hold six eggs each.
as noted on the map. Each egg is a silvery sphere 3
feet in diameter. lts shell is tough (AC 20), but an egg is
destroyed iiit takes any amount oldamage.

Two of the four rt-sin strands anchoring the network
of egg clusters to the cavern walls feature stray threads
that drop all the way down to the cave finer. It's possible
to climb up to the strands at these points to reach the
eggs. Traversing the strands is slow going: each 1 foot
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of distance costs 3 feet of movement. Anyone fighting
or taking strenuous action atop a strand must succeed
on a DC 10 Dexterity (Acrobatics) check to avoid falling
off. An advcnturcr who reaches an egg cluster and has
a suitable cutting tool (such as a dagger, sword, or axe)
can carefully hack an egg out in 2d4 minutes.

The upper reaches ofthe egg chamber are covered
in webs spun by the giant spiders in area 11. Some of
these webs reach all the way down to the egg clusters.

For every live minutes the adventurers spend in this
room. check for a random encounter by rolling a d20
and consulting the Egg Chamber Encounters table.

Eco CHAMBER ENCOUNTERS
dzo Encounter
145 No encounter
1543 1 giant spidertiom area 11

19-20 1 purple warm

The giant spider walks on the ceiling and surprises
the adventurers unless someone in the party has a
passive Wisdom (Perception) score of 14 or higher.

If a purple worm appears. it cnters the nursery
through the tunnel in area 7 and circles the outside of
the cavern. Any party member in the egg chamber can
try to hide with a sum ssful DC 10 Dexterity (Stealth)
check. A failed check means the party member attracts
the wormsattention.

The purple worm attacks anyone it detects tn the
chamber except the giant spiders from area 11 and the
fomorian from area 6. It wont pursue fleeing characters
anywhere except into the adjoining echo chambers
(area 5) or the slop cave (area 10). Ifit docsn‘t detect any
intruders. the purple worm exits the complcx through
the tunnel in area 7, passing through the nearest echo
chamber along the way.

9. BAT CAVE
__V

This cave is thick with stalactites and stalagmites, and
home to thousands of hats. The cavern floor is covered
in a thick layer of guano, making the floor difficult
tcrrain. The bats spend most of theirtimc clinging to the
cavt:rn's 60—foot—highce rig, but the noise of the purple
worms drives them into a shrieking, flopping irenzy.

Whenever a purple worm enters the area 8(whetl1er
as a random encounter or in response to an alarm from
area 5, or as noted in the "Worm Nursery: General
Features" sidebar). a swarm ofbnts flies out of the
cave l minute before the worm appears. Roll :1 d6 to
determine which way the bats go. On a roll of l—3. the

‘em
HAN N E’: HELP
Educated by her mother, Hanrie Halleri (see “Volce in the
Dark") knows quite a bit about purple worms. lfshe's
traveling with the characters, she realizes that they are
in a worm nursery as soon as she enters area 3. She also
recognizesthe echo chambers (are: 5) and understands
their function.

Haririe won't want to leave the nursery without an egg
ofher own. it necessary, she‘|| sneak away from the rest of
the party to try to obtain one.

~
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bats take the shortest route to the tunnel in area 7 and
exit through that tunnel. On a roll of 4 —6, the hats take
the shortest route to the tunnel in area 14 and exit
through that tunnel.

The swarm doesn't attack unless threatened, but
any creature that occupies an area the swarm passes
through is buffeted by scores of bats. taking 1d4
bludgeoning damage.

DEVELOPMENT
When the purple worm that caused the hats to swarm
exits the nursery. the bats return to this cave to most 10
minutes later.

10. SLOP CAVE
The floor of this dark, 60~foot-high cavern is covered in a
thick layer of viscous purple worm saliva. Consequently.
the door is difficult terrain. As they enter, adventurers
notice dozens of glinting objects in the goo beneath their
feet. Further inspection reveals the sparkling objects
are precious gems.

For every minute the adventurers spend in this have,
there is (I 25 percent chance they attract the attention
of ld4 giant spiders from area 11. The spiders scuttle
along the walls and ceiling, avoiding the gooey floor.

TREASURE
If the adventurers take 10 minutes to search through the
goo. they can retrieve a total of twenty 50 gp gems.

ll. SPI_D}£R NEST
Giant spiders enjoy a symbiotic relationship with purple
worms and are frequently found lairing in purple worm
nurseries. The multitude of predators that seek out
the worms’ eggs provide the spiders with easy prey.
while the presence of the spiders provides additional
protection for the hatchery.

The eastern half of this cavern floor is covered in webs
stretching up to the ceiling. See “Dungeon l-lazards" in
chapter 5 of the Dungeon Master's Guide for rules about
webs. Eight giant spiders lurk in the nest. minus any
killed elsewhere in the nursery.

l2 CHAS
A chasm cuts across this cavern, stretching from wall
to wall. The chasm is 10 feet wide, 200 feet deep, and
slopes down to the southwest at .1 sixty degree angle.
The cliasm's slope can be climbed with a successful
DC 15 Strength (Athletics) check. A creature that fails
the check by 5 or more goes tumbling down the slop to
the bottom ofthe chasm. taking damage from the fall
as normal.

TREASURE
At the bottom of the chasm lie the skeletons of two
svirfnclzilin who tried to leap across the chasm while
being chased by a purple worm. Lying near the remains
are two miners picks and a small leather pouch
containing a gem ofbrightness.
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E. EXIT TQNNEL
Characters can exit the worm nursery and return to the
worrriwritliiiigs via this purple worm tunnel,

THE DARK HUNTERS
The Dark Hunters consist o{Zhora Hallen (a draw
elite Warrior) and ten drow. Each carries adventuring
equipment (hedroll, rope. a flask broil). three days‘
worth of food and water rations. and 2cl6 X 10 gr). Zhora
and her comrades survived the purple worm attack that
separated them from Hanne (see "Voire in the Dark").
Zhora believes that Hanne is dead.

Twenty minutes after the cliaracters tirst enter the
purple worm nursery through area 1. Zhora and her
Dark Hunters enter these caverns through the tunnel in

area 7, then scale down to the cavern floor. They spend
a few minutes rcgrouping and making their way through
thr: southern CCl’l(! chamber. then arrive in area 8 and
scale the resin strands to grab two purple worm eggs. it
they encounter the adventurers and Hanne isn't presrnt.
the draw arc hostile. though they might be. convinced
to enter a temporary truce with a sucee Jul DC 20
Chitrisma (Persuasion) cheixk.

ll I-lanne is with the party and has been well treated,
she and her nirither have it quiet reunion. Zhora gravely
promises the adventtlrers that she will repay the debt
she owes them however she can.

DEVELOQIENT
If the characters reunite Zliora and Hanric, this act of
benevolence could lead to Zhora potentially aiding tht:
adventurers in chapter 15, "The City or Spitlers." See
that chapter for details.

THE VAST OBLIVIUM
FollowingVizeran's directions, the characters [ind
the chasm known as the Vast Obltvtum—the, lair of
the bcholrler K;ira7ikar—twt:lve miles from the purple
worm nursery.

The beholder created the Vast Olzllivium using its
disintegration eyc ray. This lair consists of a central
chasm known as "Karazik:ir's Maw." surrounded
by ten vertical shafts. These are interconnected
with horizontal tunnels resembling “spokes" and
horieyeomhedwith small raves used hy the bcholi-ler's
followers and slaves. A web of rope bridges crisscmsses
the maw. connecting passages on different levels.

INHABTTaNTs
HKarazikar considers itself the master of all it survey .

The beholder dot n't live alnn though. keeping its lair
well stocked with disposable. rvants,

KARAZIKAR THE EYE TYRANT
Like most of its kind, this beholder is hateful and
paranoid, trusting no one. Its servants are keenly aware
that failure to please their master means death or
petrificaiion,

Karazikar has goals beyond simply ruling over its
domain. Long ago. the beholder heard rumors nr-an

‘
THE VAS1 OBLIVIUM: GENERAL FEATURES

The characters erlmlmter the following features in the
alten landscape otthe Vast obliviuin.

Light. The tunnels and chambers ofthe Vast oblivium
are dimly lit by glowing fungi and Ilclwerl.

Bridges, The central (hasn't of KaraZll<ar'S Maw tS

100 ieet across, spanned by bridges made ofgut and
zurkhwood that are anchored to metal rings in the rock
walls oithe tunnel entrances The tunnels are staggered so
that the bridges cross over each other at different points.
From any bridge, a character can cllmb or drop 10 feet to
reach a bridge leadirlgto a tunnel on an adlacert! level.

Chasm. The chasm of l<ara7tl<ar’s Maw extends some
five hundred feet below the lowest bridged tunnels.
plunging into darkness. A Fall Into the chasm deals zods
bludgeontngdamage.

Shafis. The ten vertical sh.-iris around the perimeter of
the chasm are each 30 feet wide and 100 feet from top
to bottom. They're located l00 test from the edge ottha
chasm and connected to it by tunnels. Each shaft features
side chambers and small caverns. and has rope ladders for
Karazlkafs slaves to move up and down them.

 r
arcane device known as the Maze Engine. capable
of shifting the gears nlreality. During the last Great
Modrrin March. Karnzikar captured a periiadmne and
afterward hecamc convinced tht: Maze Engine existed
in the Underdark. Unfortunately. the modr<in's axiomatic
mind couldn't be hroken. and it perished rather than
reveal anything. Since then. the beholder has made it

knowti that it s interested in certain “ciiriosities."and
it rewards anyone who brings it more l'I'|(llll'0nS or hints
about the existence or location ofthc Maze Engine
(which is described in chapter 14).

SHEDRAK or THE EYES
The beh0ldcr's favorite slave: is a human named
Shedrak of the Eyes. As Karazikar's high priest." he
leads other slave in worship of their master and carries
out the beholtler‘sCO[‘l'If|'l£ll1(l§.

Fornicrly an adventurer from the surface Worltlr

Shedrak and his compiiiiioiisdelved too deeply into the
wormwrlthiiigs. His companions became Karazikar's
playthings for a time, but Shedrak alone was able to
resist and withstand all ten ofthe bt:lTolder's eye: rays.
Impressed by this feat olextraordirtary luck, Karazikar
made the human his acolyte after breaking his mind
and his will. Shcdmk is completely mad. considers
Karaziltar a god, and brooks no defiance or disrespect
toward his "diiine tnastcr."

SLAVES
One hundred slaves of various humanoid races serve:
the beholder. some were captured while wandering too
far from their Untlerdark settlements. while others were
purtllased in the slave bazaars of Menzttberranzan.
Thr youngest slates were born in the Vast Olzlivlum
and raised here. knowing no other lifr:. Many of the
l)ell0lder's slaves worship it. particularly thosr born
here, (hair minds warped hit the al)e,rratiun's i-liarm rays
and their lifelong captivity.

All of the slaves fear Kztrazikar. and the notion of
acting against the bcholder seems impossible to them.
However. witnessing the bravery of the adveiiturers has
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a chance to sway tht-m. If the characters demonstrate
(l'l::irvtillirlgrlr'ssrL>r’lI;tllt:rIgt:tl1r‘bt ul(lt‘I'(inClu(llng
by killing Sllcdrak). ~‘ltl'\'t\’ItIg sla\ ,s can he (iunvlntictl
to aid them with a slit .

1 DC 16 Charisma
(Persuasion) check On {I fulletl clicttk slaves either
attzttik the tzltarttcters or hula from t .w;nttng for
Karazikar ttt deal with them.

ARRIVAL
When (l’tL‘ characters come within a mile of the Vast
Olllhlurn. they ft la growingsense of being watched.
Tllt ;Jl(‘l'I gllmps s of eyes purring out of the shadows.
The. e t‘_\c> tztttse and tnnlsh when anyone tries to focus
on them. (dntl tttlvt~ntttrt~ts- whn settreh for signs olwhat
rausetl them must , new tl on .1 DC ll \/Vi. lum saving
tl\rt)\.\ Ur gaitlonr1e\'e1t»fm2ttlnt=s5(see' ltttlne s tn
t-ltattter 2).

The (:liarat:ters' tun nel rntls‘ at the top of one of the
exterior shafts of the Vast Ob|i\ ium (see “The Vast
Ul.)ll\luI‘tlZGeneral Feature idehar). (Iltararters can
use the rope ladders to reach the bottom of the shaft.
and from there make their way to the chasm known as
Karazlkafs Maw.

WF.t COME TO KARAZIKARVS Maw
Shedrak meets visitors at the ch-asnt. greettng them in
the name at his master. the great Kartuikar. and asking
their business. Use the mage statistics to represent
Shedrak. with the following motlifications:

Shetlrakis rhaotlr ev .

He hasten stvtalley s lattrtoerl tut his bald ht-,;td that
allow him tti see im ilile creatures and ol)jt:Ct. '

they were . hie.
he carries a nonmagical stall tottpetl with a ttarttished
beholder eye. Karazlkar ran see through this eie and
treats it as one of its own eyes for the purpose of using
lts eye I’tl)'S. Breaking the slztll retttlers the age inert
and prevents Karazikar from using th|S property.
He carries a potion or/tealittg. a pouon o/poisott. and
a spot] scroll otglobe ofinvulnersbillly.
-\s long as the atlventttrers are r peetrttl ttwtnrd

Sheclrak and his master and part larh ifthey Plalm
to carry messages or items of pass zle interest to the
l:ieholcler—Shedtak agrees to lead them to Karazlkztr.

If the characters become hostile, Shedrak orders
them to depart. lest they px't)V()k€ the wrath of his
al1—powerlu1 master. ll attacked. he uses hlsglrtbe of
Itwttlnerabtlltyscroll. casts Hy on himself. and flies into
the chasm.

Shed:-ak allows up to ten part) members accompany
him. demanding that lhc rest of the expeditionary force
remain behind, Shttdrak (l’tCI1 leads the smaller group
across at brtrlgc into (l’IC middle of Karazikars Maw.

AUDIENCE WITH KARAZIKAR
\\ hether the-y‘re escorted by Sheclrakor make their
own way into Karazlkarls Maw, the adventurers llrst
encounter ll't(‘ beholder as they cross the chasm. The
beholder tleseentls from the shadowy ceiling. staying at
lC ‘I 20 feet away from the bridge.
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H the characters have come to talk, Karazikar
hears them out. The beholder is supremely arrogant.
and it speaks and understands only Deep Speerh
and Undercommon. if any of the characters bluff
about having information of interest to the beholder.
Karazikar mentions the Maze Engine. clther to see
it the advcnturers know ofit. or in a scorfing tone to
suggest they can't possibly know anything that it has not
already learned.

Killing Karazikar is the only way to claim the
beholder's central eye for Vizeran. At the first him of
violence, the beholder uses its disintegration ray to
disintegrate a 10—ioot section of the bridge. hoping to
plunge one at more party members into the chasm. It
then targets enemies with its other eye rays and makes
full use uf its lair actions (see the Monster Manual).
Against Characters who attempt to hide from it. the
beholder uses a lair action to cause an eye to open up
on a wall with line of effect to a hiding creature, then
attacks with one of its eye rays.

Karazikars slaves feartully scatter during any
confrontation, but if Shedrak is alive. he protects his
“god" as best he can. If the beholder is reduced to 45 or
fewer hit points. it attempts to flee. ordering Sltedrak (if
he's still alive) to cover its retreat.

When the beholder is reduced to 0 hit points, its
corpse slowly sinks. falling 10 feet at the start of

every turn until it reaches the bottom of the chasm. A

character within reach of the beholder can use an action
to gouge out its central eye. There is also a 10 percent
chance at the end of each turn that the heholder's corpse
lands on a bridge.

Fnlztzl) SLAVES
If Karazikar antl Shedrak are defeated. the beholdcrs
slaves emerge from various tunnels. file out onto thc
bridges, and kneel in supplication, worshiping their
liberators as gods. Each slave bears the brand of
Karazikar on its forehead —a scar shaped like an open
eye. The slaves are unarmed and include the following:

2] shield dwarf commoners
17 human commoners
l l moon elf commoners
8 female draw and 1 malt-. draw
5 deep gnomes
23 goblins
15 orogs
All of the slaves have four levels of exhaustion (see

appendix A of the Player's Handbook) and can't do much
more than cat and follow simple instructions. Theyjnin
the party's expeditionary force it urged or ordered to
do so, but they aren't effective combatants until they've
rested and reduced their exhaustion level.

The slaves know several intriguing bits olinformationz

Karazlkar hid its treasure in the uppermost reaches
of the chasm, The only way to reach the treasury is by
levitation or flight.
The beholder was preoccupied with finding an arcane
contraption called the Maze Engine.
The beholder recently captured a strange mechanical
creature that might know where the Maze Engine is

‘
Losr Fnlsrms
The liberatlorl ottlte Vast Obllvlum makes a useful blt
ofbackstory tor lrltmduclrlg or velrltroduclng a character
into the party. lrriri adventurer or NFC was lost in

the Underdark, or lfyou want an NPC left behind at a
settlement to put m a reappearance, have that character
appear as a slave taken by Karazlkar. Depending on the
circumstances, the character might even join up with the
adventurers duvlrlg the final battle to defeat the beholder.
similarly, a new player character joining the party might
start out as a prisoner ofthe beholder, now Freed.
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located (see “Morlron Prisoner" below). The creature
is locked in a room sealed with a rolling stone door.
The beholder used its telckinesis eye my to open zlntl

close the door.

Any slaves that doti'tjoin the party are anxious to
make their vv V to the nearest peaceful Undertlark
settlement. The draw are eager to return to
Menzoberranzan. the deep gnomes to Blingrlenstone. If
the cllaractars urge the slaves to leave the Vast (Jblivium
and make their own way home. they are all killed
while trying to escape from the Wormwrithings. If the
characters assign members of their expetlitionary force
to lead the slaves out of the Wurinwrithings, the slaves
stand a much better chance of making it to safety.

Mormon PRISONER
One or more slaves can lead characters to a small room
on the uppermost level ofthe t',t)l‘l]ple)t.The main is
sealed off with a 6—inch—thiCk circular stone door that
can be rolled aside with a DC 20 Strength check or
opened with a knock spell or similar magic. The room
holds a damaged duodrune that Karazikar recently
captured in the hopes tit unlocking more information
about the Maze Engine.

The duudrone has 1 hit point remaining and speaks
its own language of cl

to itself as or "us. The dcmonit‘, madness as
scrambled its memory. but if a greaterrestoration spell
is cast on it. the modrori remembers two things:

"We were part of a grt-at march. We were separated.
Then we were lost. Then we were captured. Then we
started freaking out. Then yott tounrl us."
"We know nothing about a ‘Maze Engine.‘ However.
we can detect an Orderer apprmiimately 289 miles
south of our present location." (The "Ordarer."Claims
the t-nodron. is a device that brings order to chaos. It
is. ill fact. what others refer to as the Maze Engine.)

TREASURE
The beholder used its disintegration eye ray to carve
a rough likeness of itselfin the ceiling of Karazikafls
MZlW— —a great stone beholder face glaring down upon
the gaping chasm. its central eye a hollow shaft that
leads up to a hemispherical vault where the beholder
hides its considerable hoard: 15.000 gp, 1.300 pp, ton
assorted gems worth 500 gp each. agcm ofseeing, a
necklace ufadaptation. and a robe of eyes.

rilttalrlz lfi llit, wrlrttuwitli Hlmis



\/lore of the (‘UlH[JUf|(‘J'\(S needed for \/izeran's rlemrm
sutlmloning ritual Uilfl I ntmd in the depths uflhce
Lab} rinlll—a snarl of tw sling tunnels and cat. as
cxlcndtng approxttnatel 240 miles frunl north to south
and 120 miles east [0 w st. V;tvtg;tttn;gthe Labyrinth
is a nightmare. since must tunnrls follow a straight
path only a short distance befurt‘ tlntthttng back on
tttnrttscltts nr Cndtng aht-ttntly

BzI[JlI(7l'DI‘( (hr: Horned King ttnttt-ttn-tl tn thr
L:IhyrIt1(l’| \\tl’tCn the demon lnrtls were s-tttnntcnccl to
the Undcrrlarkt At the stuns lime. Bllpht>mC('srival
Yr‘,rnl>ghu, Df‘I't10l't Lord of Gnnll .llu.~ tztkrn K0 hununa
tlI«- twts-ttng passages of Baphntnet s new ttntntttn.

\/lzerzln lrlls thr rhzlraclers to lint] the (}Llllcr_\' of
Allgrls. a |0t't3ttUli in N14‘ ttrttrt of the Labyrinth ltes SDKHL‘

lllrec hundred mules fmm \raJ. ll is the one plate when‘
Vizeran knows the Char: ‘rs can find the angel felttllers
required fur lns riIulil'!s I2tl' n1zln,Tl1e Vlaze Engine
lies fol'l_\‘—eigltl miles‘ (ll vpvr mm the Labyrinth if thr
characters rltnnsr tn follow up nrt ctttes leading there (sec
the "March to Ntm hers" and lazc Engine" sectimls for
Clctalls). ‘the atlventttrers Wtll 2Il~;0 find a few ttnexpectetl
oppcrtttntttes to aid in the fight against the demon lurd:
ulnngYl’l(‘\VR .

Lung Eliot thc Lallyrtntll was ll\llL'lI like any othcr
nan ttrtltt- Urldcrdark, consisting Izargvly rlf ntttttrttl

t..v, , ‘4l“‘tIt\|Yl

CHAPTER 14: THE LABYRINTH
caterns connectetl by (\llIHr‘,l\‘ and ltrtdcrflrollnd t-tvet-s.
The discover)‘ of precious nu .~rJt'1(l grnlsloncs lcd
r‘lvv£tt‘\'r‘s ancl others tn EM7Li\;Jlh. emntlittg tts tttnncls and
exnttntltng its caves. The results nr lltu>t' eftnttu saw an
lnslgnlfiranl corner of the L ndertlzlrk trlillsfnrmcd into :1

t st. sprawling netwot-lt at’pass1L__xes.

Allllnlloncd srzttlemenls within thr Lllln rlnlh arr‘
L‘,0IlllI|()fl. marked out by rusting imn mils and scltttcmt
ore , rts Dark tTtiJ'I(‘ shafts descend into the unknnvtn
tlt‘,pllI~?. while tunnels stretch all in mllllzllll (|H'4‘L'llUllS

Rtlts ltntlt small and large also apprar tl\t’UIJgltr)tJl
txlttttt 2| tttttttcl t-ntts abruptly at n t-tlt. as tltl .\I\.£IyEtl'I(‘t’\rl

wa sttnnly s-mart-tl on (O lcare a vast, _\.i\\’liIIIg t-ltastn.
Some‘ of tllmte rlfis run In depths ofa few llunrlrerl fret.
Others ascend and dfi>(‘r‘TlLl For miles I\1:«n}' oftlle I'lllS
show their age by tlw pn‘ re nrcarrctl S\.\‘ilCl\lJaCk
staircases along their nalls. or \t\'L;£t(l't(‘rCd bridges
spanning their gaps.

characters ttt the l_z1l)}I'IlI|lI can cast ‘l)ecome1ost.
Travrllng tlttnttglt this ,ttea follnws th!‘ rttles ttnuet
"Na\‘igalin;2" in chapter 24 lml ll rzlkrs n surcessful DC
I2 Wlsrlom (StIl'\l\'al) thenk lu znulll lluconling lost.
rather than a DC 10 chsrk. ‘pr-llt*;l~t¢'r.~must contend
V\ tth lhr effects. of the léierzress tnt Z|\‘ long as they are tn
the L;tl,\_\'t'\I1[h.alSO as tltscttssetl tn t:ltttntt~r 2.
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LABYRINTH ENCOUNTERS
This chapter features a niimht-,r of set enepunters.
Either as the characters jpiiritey to the Labyrinth or
return to Vizeran's rower. v(iu can run the "AdEll"l'lEll'I(l\'lr‘

Tower" encounter. Ont: the characters reach the Pdgr‘
of the Labyrinth. go to the “Spiral of the Horned Lord"
encounter,

Within the Labyrinth. the characters takt‘ on the
encounters “Filihridde, .

"Yeenoghtfs Hunt " and "Gallery ofAngcls" (the
intended destination).They might also take on "The
Maze Engine" enetiunier. inspired by ltnewletlge gained
in chapter 13 and an encounter with some moeirons in
the Labyrinth.

RANDOM ENCOUIjf'l'ERS
_

Tw each day that the party spends in the Lab) rinth
(whether traveling or resting), roll a d20 and consult
the Labyrinth Enetriinters table to determine what.
iranyihing. they encounter. This table replaces the
l‘flI\d0I‘n encounter table: "rt chapter 2 for as long as the
party remains in the Lzihyrinth.

LABVRINTH ENCOUNTERS

ilzo Encounter
i—io No encounter
ii i behir

it 244 llurnplis

l3 Gnoll pack
14 ran grells

is id4 hexvous

l6 4d8 mines
17 Zd4 minotaurs
is 1 monodrcine

l9 ztie quaggoths
20 H4 shrielters

BEHIR
This l0rig—h0(lied reptile is either prowling a tunnel or
resting in a rave when the eharaeri: - encounter it. The
hehir retreats it reduced in 80 or fewer hit points.

FLUMPI-Is
This eleisier of iluinphs tct-rls on the psychic energy
they detect from a nearby mind flayer that has enslaved
2d4 quaggnths. The fiiimphs warn adventurers who
communicate with them about the nearby threats. but
it is up to the characters whether the_ wish to engage
those threats.

GNOLL PACK
A gnoll fang ofYeenoghu named Kurr made his
way into the Labyrinth shortly after Yeenoghti was
summoned to the Unclcrdark. Kurr brought with him a
pack ulllyeilas and had them least on the corpses of his
slain \‘it‘,tims. This hrinuus act transformed the liyenas
into ten grioils. Kiirr's park now prowls the Labyrinth in
search olYeeno;zhu. slaughtering anything and anyone
they happen upon.

Unknown to his gznoll prniieny. Kiirr has siirtnimheti
to a form of madness that qiieils his feral demeanor.
i—i

,. lost his appetite For ciirnzige and is cvcrcnme with
guilt for all of tht‘ creatures he has slain. Whcri ltis
pack happens upon the party. he sends his gntiils into
battle but doesn't partake of the violence, hoping that
the characters . laiighter his in-eihi-en. onee they are
dead. Kurr bow. his head solemnly. hrgs Ye.eiioglni's
forgiveness (first in his own language tinrl their in
Abyssal). and their Ihrnvts hiinself at the pziriy's mercy.

Kurr is siiffr ing lrom it form ofintlcfinile iiizidiiess
(see "Madnc in riiapter 8 ct‘ the Dungeori Masters
Giride) whl<.l1. ir cured. reverts him to a typically teral
gnoll, Vli’hile alllicte-d with madnes Kurr <‘,an‘i bring
hirrisclf tti kill any living (‘rl‘P?lI\lI‘C <~,xttept in se-lf—dt=t'e‘nst-.

If the aracters spare his life. Kurr can act as (1 giiirle,

mm
RANDOM ENCOUNTER LOCAYIONS
Random encounters in the Labyrinth tstte place in one at
the following environments, modified as you wish to sutt
the creatures in the encounter

caves. Most caves in the Labyrinth are small lup
to 30 feet in diameter). with uneven floors featuring
stalagrriites. columns, or pools of standing water. A cave
has a lo percent chance otteaturing luminescent growth

on the walls that fill it with dlrn llght In addition to the
tunnel through which the characters enter. there are id}
additional tunnels leading out These tunnels can exit the
cave through the near, ceiling, 0! at odd angles.

Tunnels. Most tunnels in the Labyrinth are 5 to lo feet
wide. with ceilings H8 + 3 feet high A tunnel follows a
straight path for no more than 2d4 >< lo feet before it turns

rams. The Labyrinth is shot through with nets and
Chasm: formed by upheavals in the earth Blocks of stone
thrust up in some places to hinder movement through
passages and caverns, while other areas drop cttsuctdenlyi
tanning escarprnents hundreds otreet high. in some
places, the earth has shifted horizontally, creating tunnels
that end suddenly only to continue hundreds offset away

Any rlft the characters encounter has a 75 perterlt
chance offeaturing a bridge or Stalrcase constructed to
navigate it

 ——-:7<ri’\l'l‘tlil= irir ‘.\i\\l4l\l|l



for he has explored a great deal of the Labyrinth and can
lead the characters along a safe route to an Underdark
shanty town (see "Filthriddcns"). Characters have no
random encounters ifzhey follow Kurr along this route.
although they periodically stumble upon the corpses
and bones of Unclerdark creatures slain by his gnolls.

The encounter with Kurr‘s pack occurs only once. Any
subsequent occurrence at this encounter is with a pack
of 3d6 gnolls. These gnolls came to the Undertlark with
Yoenaghu. They cackle and scream the demon lord's
name as they tear into their prey.

GRELLS
The grells drop from an overhead shaft to feed.

HEZROUS
These demons are tearing apart an iron ore cart. a
rusted section of mining track, or some other old fixture.
Party members can attempt to slip past the demons
without arousing their attention. Doing so requires a
successful DC ll Dexterity (Stealth) check. On a failed
check, the demons detect the party member and attack.

MANES
Characters can hear the mewling ofthis vile mob long
before it appears. The manes scour the Labyrinth for
easy prey and move like a tide of putrid flesh.

MINOTAURS
These minotaurs roams the Labyrinth. slaying creatures
in the name of Baphomet.

MoNoD1zoNiz
This modron has become separated from its fellows (see
“March to Nowhere").and there is a 75 percent chance
thati ‘s looking to rejoin them. lithe characters can
understand its language. the monodrone repeatedly
says, “We are on the march!"

Amonodrone that doesn't want to rejoin its fellows
is a rogue modron, made so by the chaotic energies
sufiusing the Underdark. This rogue monodrone gladly
joins the party, saying “Down with Primus! in its own
language over and over. lts alignment is chaotic neutral.
and it can only follow one simple task at a time.

QUAGGOTHS
These quaggoths are hungry and attack the party
regardless of its size. Ifthere are five or more quaggolhs
in the group. one of them is a quaggoth thonot (see the
“Variant: Quaggoth Thot-tot" sidebar in the "Quaggoth"
entry ofthe Monster Manual). If the thonot dies. the
other qtiaggotns immediately break off their attack and
begin feasting on the thonot's remains. hoping to gain
its psionic power.

SI-IRIEKERS
The shriekers sound off when bright light or a creature
is within 30 feet of them. Their shrieking has a 75
percent chance of attracting other monsters, in which
case roll again on the Labyrinth Encounters table.
treating another shrieker encounter as "no encounter."

v‘H\l"l'l»|l I)
l

THFL‘tE\lt|N|ll

ADAMANTINE TOWER
The adventurers come across a tower haunted by forces
of darkness.

Vaulted chambers bristle with stalartites and stalagmites,
slowing your passage as you werid your way across
uneven floors. Movingthtough 2 narrow passage, you
enter a cavern dimly lit by phosphorescent fungt—and
are met bythe sight of: dark metal tower perched on the
edge oia cliiithat drops away into tiarltriess.

The square tower is twenty feet on a side and thirty
feet high, with arrow slits in each wall. A battlernent
crowns its top, with a stone gargoyle peering over each
side, set into the middle ofthe wall facing you is a
sturdy»|ookingdoor made ofthe same dark metal as the
rest of the tower.

No ordinary structure, the tower is a Daerns instant
fortress (see chapter 7. "Treasure," of the Dungeon
Master's Guido). Made entirely of adamantine, the two-
story tower has remained sealed since its last owner
retreated inside and locked the door behind her—but not
before a pair of shadow demons slipped in as well. The
demons killed the owner and left her remains on the
first floor. The tower can't be tipped over or otherwise
moved from its position. and the arrow slits on each
level are too narrow for anything bigger than a Tiny
creature to squeeze through.

A character can learn the towers command words
by casting an identiljv spell on it. The command word
to open the front door or the trap door on the roof is
"mimsy." The command word to transform the tower
into n oneinch metal cube is “brillig," but speaking it
has no effect since the shadow demons are still inside.
To return the tower to its cube form, the adventurers
must first empty it of any creatures.

Four gargoyles perch atop the tower. They remain
motionless as the characters enter the cavern, attacking
only if anyone attempts to enter. climb, or damage
the tower.

This caverns rough floor has been flattened where
the tower stands, while the floor behind the tower has
collapsed into a shaft 300 feet deep and 100 feet in
diameter. Several tunnels branch off from the rough-
walled shalt at various points, allowing the characters
to continue theirjourney after climbing down. They can
move around the tower easily it they wish to ignore it.

Iltzsr FLO0R_
The first floor of the tower is an open room. A ladder
affixed to the back wall leads up through a trapdoor
to the floor above. A pile otbcries and moldering
clothes lies in the corner the remains of the towers
former owner.

TREASURE
Searching through the remains turns up two empty
potion bottles and a potion of mind reading.
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SECOND FLOOR
This empty chamber has a ladder affixed to one wall that
climbs to an atlamantine trap door loading to me root.
The trap door is closed and locked. though the proper
command word t-~mimsy") can open it.

The two shadowdemons lurk in the darkness of this
room and attack the first character who enters, likely
taking their prey by surprise.

BATTLEMENTS
The top ofthe tower features an open space surrounded
by a crenelated wall. If the four gargoyles hr'iv<- not yet
attacked the adventurers. they do so here.

SPIRAL or THE
HORNED KING
Minotaurshave rttzttned the tunnels of the Labyrinth for
ages, but as Baphomets influencegrows. so too has the
ferocity of his chosen servants. The waxing of l3ap1roniet's
power has not gone unnoticed by the packs of gnolls
rampaging through the Underdark,The gnolls have
begun making inroads into minotaur territory. The latest
battlefield in the ancient feud between Baphometand
Ycenoghu is a maze of passages that grant access to the
deeper passages of the Labyrinth.

The tunnel you have been followinggraduallywidens
until it opens into a cave with a high ceiling overhead.
Patches or’ glcwingfungi’ cling to the walls and fill the
chamber with dln-i light. Columns of stone Support the
ceiling, the rock marbled with veins ofglittering crystal.
Across the chamber, a great cleft is ringed by a profusion
otsigils and glyphs Stacked to either side otthe opening
are two mounds ofsavered heads.

The cleft leads to the Spiral of the Horned l<ing—a
maze of tunnels and caves along the outer edge of the
Labyrinth. Though other routes can be found into the
Labyrinth. this entrance is the easiest in find.

lnvocations to Baphoniet. dire curses. and the
inverted names of the gods ar scrawled around the
cleft in dried blood. and continue on clown the tunnel
walls. Anyone who can read the Abyssal tongue can
tell that this place has been corisecrated in the name of
Baphomet, the Horned King and lord of minotaurs.

The miriotaurs tear off their victims‘ heads, then leave
them to "watch" the entrance for intruders. Most of
thc heads are from gnolls, though different Underdark
races can be found if any r-haracter wants to sift through
the piles.

GAsIrtjrHt<: GNOLL
Minutes after the characters arrive. they hear the
sounds of footsteps approaching. A few moments later. a
gnoll sliriks from the tunnel ahead.

A gnoll creeps out otthe shadows, glancing cautiously
at the piles utheads to either side of it. Its filthy body lS

bent and covered with tatters of clothing and scraps of
bioodrcmsted armor. The creature looks you overwith

one good eye, the other lost in a mass of scar tissue.

This wretched gnoll is named Gash. Thanks [D trttaltllery
he committed against his kind, the tninotaurs spared his
life. However. their mcrcy comes with regular abuse rind
torment. The gnoll now sr, -hirnseltas a loyal and willing
servant of the brutes. and he is eager to lead gnclls and
anyone else to his minotaur masters.

Crash is a goon with the tollowingmodifications:
Gash has 11 hit points.
He has a walking speed of 25 feet.
He has diSadVFlI1lilgC on Wisdom checks and Wisdom
saving throws because of the physical and mental
abuse he has suffered. A lesserrestoration spell nds
llim of these effects.

Cringing and rnewling. Gash approaches the party
with arms out and head down, He speaks in both Gnull
and Abyssal. it‘ the charact n't understand him.
he pantomimcs hclpful gestures and beckons them to
follow him.

"Powerful masters," the gnoll whines. “You honor us by

your presence, Seek you passage through the maze? The
Spiral ofthe Great Horned King? l

can help. Yes. Trust
Cash and he will see you through the maze, he will."

Any aggressivc action sends Gash skittcring hack into
the maze and to his masters. 11' the charactcr capture
him. he shrieks and eams, drawing one rntnotaur to
investigate the racket.

Accepting Gash's offer transforms the t-ringing gnoll
into a dutiful guide. He leads the characters through
passagc after passage, choosing directions seemingly at
random until the characters encounter the minotaurs. if
tht‘ battle turns against the minotuurs. Gash llees.

If the adventurers show pity or kirltlnes Lrash
hi-xromesconfused. as he has never experienced such
things. A character can hcfricrld the gnoll with a
surfessful DC 20 Charisma (Persuasion) check. If any
rharacter uses magical healing on Gash. the Check is
automaticallysuccessful.

If the characters befriend Gash, he Warns them to
turn back. flcc. and never return. lle says his masters
are vile minotallrs who wait in the maze. gttr to kill all
trespassers. if asked. Gash explains that the minotaurs
spared his life in rxtthange for leading travclers into
the maze. If the characters insist on cntenng the maze,
Gash goes with them. trying to keep his new friends
safe. lflhe characters defeat the minotaurs and move
deeper into the Labyrinth,Gash can arrompanythcm as
a follower and guide. giwng th characters advantage on
Wisdom (Survival) checks to avoirl becoming lost in the
Lab_vrinth.

iltamt-itlr wt LA.E\!vIl.\lil
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lN'1‘O THE MAZE
The minotaurs rnazc fills zl region of the Untlerdarlt one
mile on each side. A network of corridors climbing up
to higher levels and descending to lower nnrs by way or
ramps. the maze requires time, attentinn. and patit»,rtt:e

to navigate. The ('0l'l'l(l()l‘S are 10 feet wide and tall.
faced with stone blocks mnrtared into place. Bits of flesh
and bone litter the lluor. and splashes of bluod cover
the walls.

When the cllaracters enter the maze, have them choose
their pace (fast. normal, or slow). It takes 1 hour to navigate
the maze at a fast pace. 2 hours at a normal pace. or 3

hours at a slow pace. Halfway through the journey. tht-
navigator mttst make a DC 15 Wisdom (Survival) ch k. A

fast pace imposes a 5 penalty to thc check A slow pace
grants a +5 bonus. On a sut~ct-ss. the charartrrs find their
way ottt. On a failure, the characters must s an the journey
from the beginning.

The longer it takes the characters to navigate through
the maze, the greater the risk tzlencountering the
creatureswithin it. Every 30 minutes the party spends
in the maze, roll a d20 and consult the Maze Encounters
table to see what. tfanything, the characters meet.

Ii Gash was ztttacketl by the characters and fled into
the maze, he does his best to bring threats down on
them. in which case roll two d20s and take the higher
result. ltcash is friendly to the party and accompanying
them. he tries [D steer them away from danger. in which
case roll two d20s and take the lower result.

Ghsw we GNOLL
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MAZE ENCOUNTERS

d20 Encounter
140 No encounter
ll—l2 Corpse
l3—l4 Gnawed bones
l5—l7 Zd4 gnolls
lB—20 ldé mirtotaurs

CORPSE
The characters stumble upon the headless remains oi
a butchered Corpse belonging to El tlcntl tlwarl, glmll.
human, or svirfncblin.

GN AW ED EON E s
A pile of cracked and gnawed bonus is laid out around a
pool ofdried blood.

GNOLL PACK
A frenzied group of 2d4 gnulls is lost in the mazr. The
gnolls attack any creatures thcy. e.

Ml NOTAURS
These bloodthirsty tninolaur-s are hunting gnolls but
attack any other creatures they happen upon.

Treasure. The tirst time the characters fight the
mirtotaurs, one of them carries 32 cp and 22 cp in a
pouch made from at human face with the eyes and mouth
sewn shut. The second time the charatiters encounter
mil10taurs.0nc ofthcm wears silver caps (worth 25 gp
each) on the ends of its horns.

FILTHRIDDENS
Filthriddens was. until recently. a shanty town of
Uttderdark exiles and refugees. The greatest threat
to inhabitants—apart from food shortages—was the
minotaurs that raided the settlement from timc to time.
dragging oft screaming prisoners to meet a grisly fate.
The recent arrival of the demon lords changer! things. A

group oinnnotaurswas on its \ 'ay to raid Filthriddens
when Yeenoghu and a pack ofhis frenzied followers
tore through this part ofthe Labyrinth. c -hing the
minotaurs off guard and slaughtering them. The sole
witness to this Carnage w Grish‘ an ped human
slave of the draw. Yeenoght . on saved him
from the minotaurs.

Vcenoghu and h . pack moved on, but Crrisha took
the head Ufa slain minutaur and brought it back to
Filrhritlrlens. The skull became a talisman as Grisha
named Yeenngllu as the new protector and patron of
Filthriddens. Residents who opposed this dark Worship
were exiled or executed in short order. The cult of
Yeenoghunow controls the settlement. and Grisha rules
with an iron list. He senses the power of Yeenoghu in
all lhings—aud particularly in the way in which cultists
have begun to rise as undead ghouls after death.

Glusl-IA‘s Gkecrnstg
i_Filthriddens lies 45 miles from the spiral uflhe Horned

King. deeper in the Labyrinth. Kurr (see “Random
Encounters") or Gash (see “Gash the Gnoll") might lead
the characters here it they don't hnd it on their own.



The cavern that opens up ahead looks like a settlement.

with tents and crudely built shanties lining its irregular
walls. it appears deserted except for a lone human male

kneeling within a circle of burning torchstalk mushrooms

in the center ofthe cave and two ragged figures iuriririg

near a zurkhwood door set into a wall thirty feet distant.

The figure in the circle ‘is praying over a rotting rninotaur
head but stands when he sees you. He's a thin human.

and his face and arms are streaked with dry blood.

“Fller1dS," he says. “i have heard the call and i hope

you have too. with my own eyes,
I

saw our Great Lord

veenoghu siaughterthe minotaurs that had plagued us.

Now we are free and strong with his blessings. We feast

while we live. and thanks to our lord. we Wlll also feast

when we are dead. |fyou‘ve heard the call. eorne. ioin my

pack and feel the strength of veenoghu."

The figure smiles as he speaks. revealingteeth filed to

sharp points.

Filthridriens is contained within a cave roughly 100
feet long and 60 feet wide. The ixbai-actors enter from

a natural tunnel along one of the shorter walls. with

another tunnel exiting on the opposite side. Much of

the cave is taken up with crude shanti . Most of them
stand empty. thcir inhabitants either exiled or dead.

Grisha (see appendix C) can recount the history of
Filihriddcii and how Yeenoghu saved its denizens from
the opprc . on of the mincitaurs. He can also reveal how
he spent years as a slave oithe drow. Grisha seeks new
disciples to grow his ciilt's power.

Twelve cultists (a mix of shield dwarves, halflingsi
and hurrians) support Grisha ita light hroalrs oui. Ten of

them are hidden in the shanties. Two more stand next
to a zurkhwootl door. beyond which lies a small side
t-ave where cullists who have died and risen as undead

are kept. If battle erupts) the ciiltists open the door and
release six ghouls. The ghouls ignore the cultists as
long as there are other creatures to feed on.

MARCH TO NOWHERE
The Labyrinth is aptly named, for even the most resolute.
of explorers can become lost in its depths. as a number
of iriodmns discovered to their dismay. Separated long

ago from their fellows during the Great Mnclron March.
these modrons have been wandering the Undcrtlark for a
long time.

As tiie party travels deeper into the Labyrinth. any
character with a passive wisdom (Perception) score of
15 or higher hears the sounds of rnarohing feet off in
the distancc. To investigate the source of the noise. the
characters must travel for 15 i-riiiiutcs through cramped
tunnels requiring as much climbing as craw1ing.At the

end ofthis time. the adventurers emerge onto a shelf
15 feet tip the wall of a broad. straight tunnel some 20
teet high.

A curious procession ofcreatures marches along the

tunnel below your position. Twelve of the creatures are

identical. Each has a round body. spirtrlly arms and legs.

a pair offiuttering wings rising above its arms‘ and a

single eye staring out over a wide. smiling mouth. At

the co|umri's l'iead stands a creature that looks like an

inverted pyramid held up by six legs. It scuttles like a

(lab. on each Side of its body. an eye is set above a

mouth. under the mouth. a single aim grips a spear in

its hand

Twelve monodrones and .1 tridroue have bcen
wandering the Labyrinth since the last Great Modron
March. The modrnns hrzcame separated from their
fellows and trapped hcre. Unable to find their way back
to Mechanus. the inodrons have been pressing on (tiiirl

on). knowing that they must find thcir way back or be
destroyed in the procn. .

The extended march has taxed thr moclroiis to their
limit. Must show signs of the frustration ofbelng unable
to fulfill their mission. The tritlrone has managed to
keep the group together. but it feels responsible for their
rollcctive fate and their failure to return home. Even if
the charactcrs have the ability to coniniiinicatc with the

inodrons. the monodroncs ability to commit ii-atc is all

but spent (see the "Rnleplaylltgthr Modrons" sidebar).
The tritlrone can be very ttommnnicative——provtded

the char cters have a way to spcakwith it and can allay
its suspicions. A chriractcrcan persuade the tritlroric
of the party's good intentions with a silcressfill DC 15

Charisma (Persuasion) check. They have advantage on
the (‘heck iflhe party includes one or more mndrons.

Once convinced ofihe characters‘ friendly intentiuns.
the tridronc tells them that it and its fellow e re on
a mission of supreme importance. though it rltiesnt
reveal the nature of that mission. A character can puzzlc
out the reason why the modruns might be here by

making a DC 20 Intelligence (Arcana) chi-:<*k. Success
indicates that the character recalls siori about the
Great Modmn March. which occurs every 289 years
and sees a vast army of modrons in-arching across the
Outer Planes. If the Check succeeds by 5 or more. the
character also knnws thr. last mlirrh herppenetl over two
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RoL:l>LAviNx:rue MODRONS
Modrons have no sense ufirldtvicluallty. rhey are a

collective and refer to themselves as “we" or “us " As a

result. rriodronsdori't understand individuality in others.
when speaking to a group. the tridrnrle might roeus its

attention on the adventurer it believes to be at the top of
the party’: hierarehy even while talking to another.

Moriodrories can normally relay messages up to tony
eightwords long. However, years ptwanoeririg have
degraded these creatures so that they can speak only a few
words or phrases before sputtering nninto Clttklrig and

popping noises. Among the words the rrionadroties repeat
are “march." “Mecliarius." "seventeen" (the number
olcycies ofthe plane ofMechanus that mark the Great
Modiori March). and “lost"
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hundred years ago. and that these modmns are likely
remnants of that march. Thc tridrone doesn't admit
this (not wanting to acknowledge its failure). though it
might be convinced to follow the characters if they offer
to lead the modrcins out of the Labyrinth. Additionally.
the tridrone knows the Labyrinth well. and befriending
the modrons grants characters a +5 bonus to Wisdom
(Survival) checks made to navigate the region.

The tridrone warns the characters to avoid the center
of the Labyrinth.explaining that a malfunctioning
"Orderer" is there. The characters might know the
devi e by its other name: the Maze Engine. Because
the device was built on Mechanus. its magical energy
resonates with the modrons. The tridrone explains
that an Orderer is designed to bring order to chaos by
altering reality. A malfunctioning Orderer can be very
dangerous. however altering reality in unexpected ways.
The tridrone knows exactly how far it is from the device.
Because its knowledgeoimagir is limited and its focus
on rejoining the Great Mcidron March is all-consuming.
the tridrone has never thought about whether the Orderer
might provide a solution to the modrons‘ predicament. if
the characters express an interest in investigating this
possibility. the tridrone leads the party to the center of
the Labyrinth where the Maze Engine is iountl.

YEENoGHU’s HUNT
About twelve miles lrnm their encounter with the
mcidrons. as they travel through the Labyrinth. the
Characters hear sounds of howling in the distance off
and on over the course of many hours. Sometimes
the sounds get closer or fade away. echoing strangely
through the surrounding tunnels.

Eventually.the characters enter a smaller tunnel
leading upward. As they move forward, they can clearly
hear the sound of fighting ahead. Bestial howls and yips
can be heard. along with deeper roaring. A successful
DC 13 Intelligence check recognizes the language or
the battle cries as Gnoll. The characters can retreat

 _
Hurnzn av VEENOGHU

|fyou'd like veenoghuto play more ota role in this chapter
ofthe adventure. it's easy to do so. When the gnolls killed
by the characters do not reyoin the hunt. the demon
lord circles hack to the site ofthe goristro's demise and
discovers his slain minions—and also picks up the scent
ofthe adventurers.

Later in the adventure. veenoghuhunts down the
characters to make them pay for their lmpudence
(ideally when they are much higher in level). More the
final confrontation.give the characters hints that they
have become the demon lord’s prey. They might face an
increasing number of gnoil ambushes. tor example. One
or more oftheir attackers might referto them as “prey of
Yeenoghii." orothetwise taunt them by speakingoftheir
impendingdoom.

The characters should have time to prepare tor the fight
they know is coming. and to think about tactics other
than racing veenoghu in stralghtup combat. For example.
becomingthe demon lords quarry might work to their
advantage later in the campaign. making them the perfect
bait to lure Yeerioghu into a trap in chapter l7. “Against
the Demon Lords."

w
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away from the sounds oicomhat. but doing so means
backtracking for six miles to find another route. lf
they continue ahead. they are confronted with a grisly
scene. Though the characters likely have no firsthand
experience of a gnristro. they recogni7c the creature
from the information provided to them by Vizeran Devir.

As you move forward. the sounds offurioiis battle grow
louder. The tunnel ends at a ledge twenty feet above the
flour ofa large cavern, giving you 2 perfect view otthe
conflict below.

on the shores oian underground lake. a pack or
Frenzted griotis ind hyenas surrounds a demon standing
nearly twenty feet tall. with massive arms. clawed hands.
cloven hooves. arid the head or’: bull. This is a goristvo.
whose heart Vizetan Devir has instructed you to claim.

Leading the gun"; is a figure otteariul countenance.
twelve feet tall with the head ofa snarling. arribeneyed
hyena. He wields a massive triple flail. whose whirling

heads smash into the larger goristro. The gnolls howl

their master’: name as he strikes swiftly. again and
again: “Veertoghu! Yeenoghu!"

The larger demon roars, slashing with its bull’: horns
and flailing with its claws, but to no avail. veerioghu
evades or shrugs offits attacks, even as grioll archers
pepper it with arrows. Then the gnolls swarm the goristio
as it hegins to falter. btlrlglng it crashing to the ground.

In less than a minute, the battle is won. The demon
lord Yeenoghu pulls back the gortstrds head by the horns
and rips out its throat with his teeth. He throws back
his head and his howl oftritimph echoes through the
chamber. shaking the stones themselves. Several hyenas

nipping at veenoghu-s heels leap onto the goristt/o’s

corpse and begin feasting on its flesh. As you watch.
these hyenas transform into gnolls.

Any adventurer witne sing this horrible tableau miist
succeed on a DC 12 wisdom saving throw or gain
one level of madness (see “Madne' in chapter 2). If
this causes the character to suffer a bout of indefinite
madness. determine the nature of the madness using
the Indefinite Madness of Yeenogliu tztble in appendix D.

Yeenoghu (see appendix D) has been wandering
the Underdark since he was first summoned. and the
adventurers have run across him and his pack. The
characters‘ only advantage at this moment is that they
haven't yet been detected. Considering their level at this
stage of the adventure. the players might be creating
new characters quite soon if they dare confront the
demon lord.

If the characters stay hidden and observe. Yeenoghu
leaves in short order. He is restless and eager for new
prey. Yeenoghu gathers up most of the gnolls and hyenas
and leads them down a tunnel on the right side of the
cavern. Eight gnolls led by a gnull pack lord remain in
the cavern. feasting on the goristro's corpse.



ir.

If the characters want to continue forward, the gnolls
and liyenas need to he dealt with. Alternatively, if the
characters are indecisive or spend too long debating the
best course of action, the gnoll pack lord sniffs out the
intruders. When it realizes that enemies are present. tht‘
pack lord howls to draw the attention of its followers.

12I~:vi:Loi>M1iN___T
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Another tunnel on the opposite side ofthe cavern heads
oil in a different dircction than where Yeenoghu led his
pack. Characters who defeat the remaining gnolls can
continue on their way Without losing any more time.

The close brush with Yeenoghu pays dividends tn the
adventurers by delivering two components of Vtzeran’s
ritual into their hands. The first is the heart of the
goristro, which the characters can remove from its
corpse. The massive heart is the size of a small trunk
and weighs nearly one hundred pounds. Any characters
close to it while it is being transported imagine that
they can occasionally hear it beating. A character who
carries the heart, even in a bag ofholding or similar
extradirnensional space, makes saving throws against
madness with disadvantage.

The second component takes the form of a few

spatters of a demon lord's blood. A successful DC 10

Wisdom (Perception) check finds some ofYeenoghu's
black blood on the fallen goristro's horns.

GALLERY or ANGELS
This cavern lies deep inside the Labyrinth and contains
anothcr ritual component that Vizei-an needs.

The passage you follow climbs upward as it covkscrews

through stone. finally emerging through the floor of

a large cavern. The ceiling arches sixty feet overhead.

bristling with stalactvtes that drip water onto stalagmites

rising from the uneven and broken floor. Here and there

between the stalagrnites, several statues ofwinged
humznoids are set in poses orsutrering and anguish.

Some cover their faces, while others claw at them.
Others reach toward the Ceiling, their faces twisted into
expressions oflonging.

This chamber houses the petrified remains of eight
fallen angels. condemned by the gods to pass the ages
in the dark depths. Each appears to have been carved
from stone in some position of fear. sufieriiig. hatred. or
longing. Each statuc is spotted with lichen and marred
by mineral deposits, which have crystallized out or the

water dripping from the ceiling over unr-ouuted years.
Even though they are transformed into stonc statues,

the fallen angels remain very much alive. their petrified
bodies having become prisons for their minds and
souls. They remember who they were. They know what
they did and why they are here. They know everything
transpirmg around them. ver thcy can do nothing. They
are trapped forever. and the isolation, darkness. and
endless tormcnt of their fate have driven them mad. No

A

spell can undo the angels' curse or frce them from their
petrified state.

FALLEN ANGELS
The angels can communicate. albeit in a limited fashion,
with living creatures that touch them,

A character who makes physical contact with an
angel (even through gloves or some other protective
covering)knows that angel's name and experiences the
effect described below. lfyou wish, you can roll a d8 to
determine which angel a character touches, rerolling
any repeat results. Unless specified otherwise. the erect
is instantaneous. While there's no limit to the number
of creaturesthat can touch an angel and be affected by
it, a creature that touches an angel and triggers its effect
can't trigger that particular angel's effect again until 24
hours have elapsed.

ANAYA
This angel reaches toward the ceiling, its face a mask
of hatred. A creature that makes contact with this angel
must make a DC 15 Wisdom saving throw, taking 3d6
psychic damage on a failed save or half as much damage
on a successful one.

BAATRAL
This angel appears to be reaching out as if offering
something. A character making contact with the angel
must succeed on a DC 15 Charisma saving throw or
become charmed for 1 minute.

While the character is charmed, the angel has a
telepathic link with the character as long as it and
the character remain on the same plane of existence.
The angel issues commands to the character, and the
character does its best to obey thosc commands itit is
conscious. The angel typically commands a character to
kill, maim, rob. or otherwise harm its companions.

Each time an affected character takes damage, he or
she makes a new Charisma saving throw against the
effect. if the saving throw succeeds, the effect on it ends.

HARAJIN
This angel points at a spot on the cavern wall. and its
mouth hangs open in horror. A charztttter who makes
contact with the angel hcnrs horrific screaming and
must succeed on a DC 15 Wisdom saving throw or gain
one level of madness (see “Maclness" in chapter 2).

LORABELIOS
This angel stands feet apart. head downcast. arms at its
sides. A character making contact with the angel hears
a soft voice say in Common. "Do not lose hope." The
chara<:ter‘s ncxt Wisdom saving throw is made with
advantage.

NEMEVON
This angel holds its hands to its face, concealing its
visage. Upon making contact with this angel, the
character hears a soft voice rcpeating two words over
and over in the Celestial language Kill me." There is

no obviousway for the characters to do so. however. The
voice persists even if the angel is shattered.
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This angel ttivers its eyes with its ariii but appears [0 be
sniilii A clniratier who touches the angel must make a
DC 15 Vt’ tloin siiiiiiig throw. On a failed sate. tci-r ying
nightmares haunt the vhar; ter's sleep during his or her
next long rest. The t ClCt ‘es ttu benefits from
that rest and. upon waking. taltcs 3d6 psychit‘ tlatnagc.

TAMIEL
This angel kneels UH the fitmr and buries its fare in its
arms. A Character inaking tontaci with the angel httars
a soft \0ict say in Coinnitiil. “Wllat would you know?
Ask tintl I shall answer." The ttllzlracter must make a
DC 15 lntclligence saving lhrtiw. On a failed save. the
character takes Jtlo pS)‘t.lliL ilarnagc and gains one
level tiflitzitlnrss. On a succe. .the t'haractei' can ask
two qu€‘SlIt)ll\. lllt‘ angel replies fthc character had
successfully cast the contact other piano spell.

ZAROD
This angel claws at its eyes. and its rare appears torn
and i-ent. When a character makes i-ontact with the
angel. it lII\«lt - - the character to ask’ single question
coiiceriiiiig 2| sptt ilie goal. event. or vity to occur
within seven tl The angel i'epl' 'f the character
had suct‘essl'ully rust the ditmatiurl s ell.

7:

QlayELopMENT
The 5!(‘l\’f‘ll\ll(‘l‘I'S can chisel U!’ break off stune feathers
from the atlgt-ls" wings. One earll from six different

angels fulfills the requirements for \’i2eran's ritual.
although charat:ti:rs can take more leathers ift ,3 want.

Uther creatures in the Labyrinth avoid this cavern,
making it a safe place for the party to take along rest

THE MAZE ENGINE
Deep itiiiiin the Labyrinth lies the Maze l-Jngine—a
Itlethalllczll, magicallypowered device capable of
altering realit . Moclrons refer to the LlE\i'|l,'C as an
Oriierer because it was designed is to bring order to
chaos. If the characters activate the Maze Engine. it has
the potential to aid their fight against the demon lords.

The engine looks like 1 working model ofthe Great
Wheel (see chapter 2 creating a Miiltiye " in the
DungeonMaste 's Guide). It's a 20—fo<it—diametersphere
built of l—foot—wide hands of magically hardened and
shaped bronze. engraietl with arcane symbols. Gaps
in the bands show varlo . gears and articulation arms
within the sphere. which rotate and shift to represent
the relationships between the various known planes of
existent

Chara , ers might learn about the (‘ stence of the
Maze Engine from the beholder Karuzikar (see chapter
13) or from Vizcran. who has heard rumors about
an ancient re;.llity—altei'ingZdet" e. Characters might
also learn about the engine from Karazikar's modron
prisoner or from the modrons lost in the Labyrinth (see
"March to Nowhere").

lnformation about the Maze Engine can also be found
in Ciravenhollow (see chapter 11). The uharavters could



experience a vision cia joumey to the Labyrinth in the
library, or ‘road an account oftht: device in its archives.

REACHING THE ENGINE
Located fortyeight miles southeast ofthe Gallery of
Angels. the Maze Engine is wedged halfway down a
20-ft>ut—wide. lflflrlotttrdeepcrevasse located in the
middle ofa large wverlt. The bottom of the crevasse is
tilted with magma. A shimmering urtaiii otheat rises-
from the crevasse and makes the avcrn hot and dry.

The roughly spherical engine is 40 feet below the top
of the crevasse and 40 feet above the magma. It can
he reached by magic ur by climbing down to it. The
sheer sides of the crevasse require a successful DC 12
Strength (Athletics) check to climb. On a failed check.
a character makes no progress and dislodgcs ltinse
stones that clatter down the crevasse into the magma.
If the check fails by 5 or more, the climber falls into the
magma. Any creature that enters the magma ur starts its
turn there takes 42 (l 2d6) fire damage. Every foot moved
in the magma costs 5 font of movement.

SLAUGHTERTUSK
Havingjust recently found the Maze Engine, Baphoniet
has set a nalfeshnee named Slaughtcrtusk to watch
over the - evasse and prevent any creature from
apprtnicliiiigthe devic Slaughtertusk would rather bc
helping the Horned King traclt down and kill Yeenoghu.
Thc rlalfeshnee is bored with its assigned taslt. although
it knows better than to disobey the Horned King. Still.
rather than immediately destroying any intruders. it toys
with llteln for as long as possible.

Slauglitertusk is happy to let a tight drag on. feasting
units enemies‘ pain before finally slaying them. If
reduced to fewer than 100 hit points. it uses its Summon
Demon feature (see the "Variant: Demon Summoning"
sidebar in the “Denions" entry of the Monster. anual)
and tries to summon ld6 vrocks. It has a 50 percent
chance of succeeding.

Slaughtcrtusk is a bully at heart and begs for its life

if the adventurers have it at their mercy, promising to
tell them the crets ofthe Maze Engine or anything
else they want. At the first opportunity.it telcports away.
summoning demonic aid to rover its retreat itpossible.

ACTIVATING ENGINE
A successful DC 15 Intelligence(Arcana) check i

needed to activate the device by puzzling out its array or

gears and lovers. it then takes 12 rounds for the engine
to “align itself" and activatn its magical effect. If an
initiative order hasn't already been established by the
time the engine activates. have everyone in the party roll
initiative.

If the tridmne from “March to Nowhere" accompanies
the chztrattters. it can instruct them how to activate the
Mazc Engine without A check and inform them of how
long it takes for the magical effect to titzcur.

_S_HAK1NG l__oos1=.

The engine. which weighs two tons. is ordinarily set on
a solid stone surface. Being wedgedpartway tltiwn a
crevasse makes its operation more problematic.When
the cngine is activated. the vibration of its clackiiig gears
sends showers of loose stones down the crevasse walls.

Once the engine has been activated. it "acts" on
initiative count is.
MEPHXT MADNESS
On the round after the Maze Etiginc activa 5. two
magmamepbits fly uul of the magma on itiitiative count
10. Two more magmatnepbits emerge from the magma
each round thereafter on the same initiative count, until
a dozen mephits have appeared. The niephits attack
anyone on or near the Maze Engine.

SHAKE, RATTLE, AND ROLL
At the end of its turn during round 3. the engine shifts.
Any creature standing on it must make a DC 10
Dexterity saving Ihrtiw. lfthe savc tails by 5 or more.
the creature is kl'|(lL‘kECl offthe engine into the magma.
Otherwise. a creature failing its save slides down the
spherical side of the engine but aiitotnaticallygrabs
one of its hands before falling. The creature can use an
action to try to climb back onto the engine, doing so with
a successful DC 10 Strength (Athletics) check.

At the end of its tttrn during round 6, the cngine shifts
again. The effect is the same as described above, except
that a creature hanging onto one ofthe engine's bands
has disadvantage on the saving throw.

If a creature falls from the Maze Engine. another
creature adjacent to the falling creature anti hanging
onto one of the engine's bands can attempt to use a
free hand to grab the falling creaturt‘. doing so with a
siiccesstul DC 10 Dexterity saving throw. A creaturt:
saved in this manner can use its action to try to climb
back onto the engine. doing so with a successful DC
13 Strength (Athletics) check. If the check fails and the
creature's wcight exceeds the carrying capacity of the
creature that grabbed it (see "l.ifting and Carrying"
in chapter 7 orthe Player's Handbook). the creature
grabbing it must succeed on a DC 15 Strength check
at the start tiiits next turn or lose its grip on the fallen
creature, which then plunges into the magma.

At the end of each of its turns starting (in round 9, the
Maze Engine slides down the crevasse. dropping 10
feet toward the magma each round. Any creature on the
engine must make a successtul DC is Dexterity saving
throw each time it drops down to avoid being thrown
off. Resolve the effects as described above. On its turn
during round 13. the Maze Engine sittlts into the magma
and is destroyed.

SHUTTING DOWN THE ENGINE_
The engine shuts down if any part of it comes itito Contact
with an antimagic field or if it is targeted by a successful
dispelmagic (DC 19). Otherwise, it can only be shut down
by a wish spell or divine intervention.

FHAPTLK it i rnz L-\B\RlNlH



MAZE ENG_§1~: }Z_§g§g'rs
The Maze Engine was damaged when the crevasse
opened underneath it and swallowed it up. The engine
can't be repaired. and once activated, it does strange
and unpredictable things on each of its turns until it is
deactivated or destroyed.

On each of the engines turns. roll zt d100 and consult
the ll/laze Engine Effects table to determine what the
engine does.

MAZE ENGINE EFFECTS
d'l0D Effect

oi The engine emits a flash of golden light. All

magic items within zoo feet otthe engine are
destroyed, except for artifacts, which are cast
into the Astral Plane.

0Z—O8 Arcs orwhite light play across the surface of
the engine until the end ofits turn.

0940 The engine emits a bright flash ofwhite light.
All player characters are transported back
in time. as they are now, to the moment
when the adventure began. they appear in

Ve|l<ynvelve‘sslave pen, unshackled and
unbound, with all oftheir experience points,
anilities, equipment, and memories.

ll—lS The eflgme makes a loud "WHAAAH" sound
until the start of its next turn Foras long

as the sound lasts, the engine proiects an
untiningirfield ias the spell) around itself

l6—'l9 The hollow iriterlorotthe erlginefllckevs
with crimson light until the end afits tum,
whereupon one dead character or NPC or
the DM's choice is restored to life, as though
suoiected to a resurrcctian spell. The revived

creature appears in a safe, unoccupied space
within 120 feet ofthe engine.

2o—z2 The engine spews slippery goo that splatters
across its outer surface. Saving throws to
avoid being knocked ottthe engine and
ability checks made to ciimh the engine have
disadvantage urltil the engines next turn.

22.27 The eriginecrackles with lightning All

creatures within 30 Feet ov’the engine must
make a DC 18 Dexterity saving throw or
take lode lightning damage. A target made
primarily ofmetal or wearing metal armor has
disadvantage on its saving throw,

2842 The engine hurns untilthe end ofitsturn,at
which point a green slaad appears in a sane

space within ‘I20 feet ofthe engine The slaad
rolls initiative and, on its turn, attacks any
other creatures it sees

3345 The engine groans loudly and turns each
creature within 120 feet oil! invisible. A

creature's invisibility lasts until it attacks or
casts a spell

i'i=itl-rte ti. illi,c:rittri~.iici

d100 Efiect

3649 Loud whispers emanate from the hollow

interior ofthe engine. Each character in direct
contact with the engine can increase one
ability score ofhis or her choice by 2, to a

maximum of24.
40-43 Multicoloredarcs oflighl play across the

surface ofthe engine, which casts a palymarph
spell (save DC list on each creature within 20
feet ofit. Any creature that fails the saving
throw is polymorphed into a flying snake,

4443 The engine spits out multicolored gemstones
Any character within 20 teet oithe engine can
use his or her reaction to catch a 500 gp gem
with a tree hand. The rest orthe gemstones
fall into the magma and are destroyed.

49—52 The engine emits a flash ofyellowisll-white
light. A randomlydetermined magic item

appears in a safe location within 120 feet of
the engine. Roll on Magic Item Table 6 in the
Dungeon Masters Curd: to determine what
appears.

s3—57 The engine emits a iiash of green light. Each

creature in direct contact with the engine
must succeed on a DC is Constitution saving
throw or take rode a 40 force damage ltthis
damage reduces the target to 0 hit points, it

is disintegrated A disintegrated creature and
everything it is wearing and carrying, except
artifacts, are reduced to fine dust.

5E—60 The engine flickers with blue light and casts
flzzrlzfire, targeting all creatures within 20
feet ofit (save DC 18). The spell'5 eirect has a

duration oil minute.
shots The engine spews harmless, multicolored

sparks until the start ofits next turn.
6740 The engine emits a flash oiviolet light. Each

creature within 20 feet ofthe engine must
succeed on a DC 18 Constitution saving throw
or be petrified until the engine's next turn.

7l—7e The engine plays calllope music. The next time
this result is rolled, the music stops

7740 The engine makes a horrible grinding noise.
All lawful creatures within 30 feet cflt regain
all oftheir hit points,

8l—o0 The engine emits a flash oivioletwhite light.
All extraplanar creatures within loo miles

ofthe engine instantly return to their native
planes of existence.

DEVELOPMENT
Ifyou want to add tension to the end oftliis encounter.
have the Marc Engine trigger a minor eruptinn after
it sinks into the magma. causing the magma to bubble
up out ofthe crevasse. spill into the cavern arid nearby
tunnels, and force the adventurers and their allies to stay
ahead orthe magma siirgc.

llhllbllllinnvuni

IHIDHA-I



The L'(‘n\‘(‘J' of |lIr‘, Ulians and Iliadxtess HOW splffldlltg
ihi-oiighmii ihc i.l!I\’l€‘\’(iLH'kis the great dmiv CH} of
l\1Cl'|7()i)\‘YfL|II7LH’!. Few of the City's draw resideiiis
knuvi thli‘ ilie Dcuiuii Queen of Spiders lb lurhmd the
Sultlillfllliltg ritual that iimugii: me demoii lords to the
L'iii|ei(larli and llizu the i'e\’i'ardloril1Cii‘faith in Lolih
might \\ vll hr their destruction.

.\lFF‘lZUi)r‘l'l'itlXLZU\ was the site of Dcino;:orgon‘s
Ilp[)f‘ai'LH\(‘e iii iiie UIldE|’(l€lI'k, and iiic lash ow:
trnizicles and ilie crushing (read of his Cl.1VVCLl(L'4‘i
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iidveiiiiirers‘ support for his plan to use ;i piiweiiui Tlluill
|O iJi'aw the demon lords and their Flifntllsh >E‘l'\’£tI\l>

uul oiihe Lndcrdark and srtllicm 1lg£Jll1St€2i('lIulllei‘.
As the demon lnrds dL‘strr)_\ on-h (lillfir iii ihe inaieria]
viurld. their Clark C. nccs will he (l|'2|\\'ll liauk in the
Abyss once more. Bill Uni.‘ of ihl‘ kr‘_i'1i:xi’tsof\'izeraii's
plan invoiics Ill!‘ ciiiirat-ism‘ iiiakiiig sure that the City
of spidci-< piaiu hoxt in rim FlI1lil.(lt‘.V stating bzitlle.

CHAPTER 15: THE CITY OF SPIDERS
GOALS
ii‘ me Cl'iE\rEICt(‘i‘R gm» Wnrking Willi \ imaii De\ ii’. they
havc m als HI tlw (.li_\ ulspidfrsi obtain Uromph
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PLACING THE “DARK HEART"
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dCli\'CI' «hr L’OfT|[JUl1('l'lisll'IC_\ llélw‘ mllerierl K! Vizeran
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Compuncnts (U crziii it izllltsflhdll that looks and feels like
21 fivc-pourirl bltirk licari rarwd nflwlavk stone. Imbucd
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Thr, léillaflufll razliaii=~1'aiiiicriiiiuration magic cvcn
liiniore it is avtiiaierl. but its primcii-ily a focus for the
power of the ritual rzitlier than ti source of power itself.



vizomns plan calls for the arlvonnircrs to place the
dark heart in Menzoberranzan. Vizeran would prefer
for the dark heart to be left wherever the characters find
Gromph Bacnrds grimoire in Stircert-:—lhe center of
wizardly training in Menzoberrzmzan.However. Vizeran
tells the charactcrs that placing the talisman anywhere
in the City at spirlrrs will do.

OBTAINING GRoMI>H’§ GRIMOIRE
Gromph Bacnrc's grimoirc contains notes and
references for his illrfldletl (letuoli summoning. Vizeran
knows from research at Gravcnhollow that the grimoire
is in Gromph's sanctum in the tower of Sorcere. To
reach the grimoirc, tllr‘ tzliaractersneed to penetrate one
ofthc most important and wellrpralecled places in the
City of Spiders.

Fortunately for the characters, V‘ eran isn‘t without
allies in the city. The Council of Spiders is a sccrct
alliance uf drow mages who want to overthrow Lolth's-
priest sses. The council has infiltrated Sorcere. the
city‘s academy for arcanc magic. and has sympathizers
among male drow wi7ards. Vi7cran h- already
contacted his allies. who have agreed to help the party
gain access to the tower and Gromph's sanctum (see
"Sotcere" later in this chapter).

GOING TO
MENZOBERRANZAN
SeVenty—two miles of twisting passageways separate
Ataj from Menzobcrrarizan. Vizeran has a secret route
between the two. which he allows the characters to
use ifthey agree to follow his plan. Otherwise. [he
characters must travel to Menzoherranzan by commonly
known routcs monitored by drow scouts, patrols, and
outposts. If the characters opt to use Vizeran's secret
route. the drow archmagesapprentice, Grin Ousstyl
(see chapter l2). accompanies the characters at
Vizeran’s behest. serving as their guide.

Vizeran strongly suggests that the characters leave
their expeditionary force at Araj, assertingthat a small
tcam has the best chance ofinfillrating the drow city.

 _
STATISYICAL MODIFICATIONS run DROVI NPCs
When using the generic stat blocks in appendix B ofthe
Mwlszzr Manual to represent drow NPCs. assume that the
draw are neutral evil and speak Elvish and Undercommon.
Also give these NPCS the following additional features.

F:yAnc:stIy. The drow has advantage on saving throws
against being charmed, and magic can’t put the draw to
sleep.
lnnutz Spzllwsting.The drow's innate spellcasting ability
lS charisma (spell save DC equal to lo + the drow‘s
Charisma modifier). The drow can innateiy cast the
following spells. requiring no material components:
At will: dancing lights
1 /day each: daritrizssfuerlzfire,levitate (selforily)

sunlight sensitivity. while in sunlight, the draw has
disadvantage on attack roils. as weil as on Wisdom
(Perception) checks that rely on sight.

 y
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VlzE12Att’s SECRET ROUTE
Cirin Ousstyl shows the characters a secret door in the
cavern wall outside of Vizeran's tower. Beyond this door
is along and winding tunnel that took Vizcran centuries
to create using st0ne—shaping spells. The passage, which
is free of monsters and hazards, ends at a secret door at
the bottom of the Westrifl in Menzoberrnnzan. The trip
from Araj to the city taltcs twelve days un foot, during
which time Grin says very little. Any character who
succeeds on a DC 15 Wisdom (Insight) check can [ell
that the drow mage is troubled by soinctliitig, although
he refuses to share his private thoughts and concerns.

If the characters read Grin's thoughts or compel him
to speak using magic or torture, Grin reveals that he
has misgivings about Vizcranis plan. Though he has
no affection for thc matron mothers antl priestesses
that govern Menzobcrrnnzan, Grin has no wish to see
his l:iirtl'lplace~ and it. pet)ple—deslmyed. lfCrrin sees
firsthand the destruction wrought by Demogorgon's
rampage through the city, he becomes even more
reluctant to see Vizeran's plan through (see “A Change
of Heart" later in this chapter).

Ifthe characters prod Grin for information about
Mcnzoberranzan and what they can expect to find there.
he relates the information contained in “The Way of
Lolth" section. He can also describe the major districts
or the city.

OTHE R ROUTE s
Characters who can't avail themselves ofVizeran's
secret route or choose not to use it must iind another
way to Mcnzoberranzan. There are many routes to
choose from, such that the party can approach the
City oi Spiders from literallyany direction. However.
all of these routes are known to the drow. The
characters might have encountered a drow force on
a previous attempt to reach the city (see "March on
Menzoherranzan" in chapter 10). If so, they already
know what they're up against. Even if they decline to use
Vizetans secret route, the drow archm-age recommends
that the characters take Grin Ousstyl with them. not so
much as a guide but to help thc party talk its way past
drow patrols.

The demonic invasion has put Menzoberranzan's
defenses on high alert. making it even harder than
normal for non—drow to approach the city safely by any
known route. While the characters are within 18 miles
(three days‘ travel) of thc city. use the Drow Patrols
table to determine random encounters instead of using
the tables in chapter 2. Once every hour, roll a L120 and
consult the table to determine what, it anything. the
party encounters.

DROW DEFENSES

dzo Encounter

Ho No encounter
ll—l4 Drow patrol A

1547 Drow patrol B

‘l8—l9 Drow patrol C

20 Draw patrol D



DROW PATROL A
The standard patrol onsists of two drow scouts
mounted on giant riding lizards (use the statistics at
the end of chapter 8). Characters who can see out to a
range of 120 or more and are moving at a normal pace
spot the drnw scouts with a successful DC 16 Wisdom
(Perception) check. lfthe characters are moving at a fast
pace, they take a —5 penalty to their checks.

Unless the characters are moving at a slow pace
and being stealthy. the drow spot them with their
darkvision and withdraw to an outpost located a mile
away. Defending the drnw uutpost are a female drow
elite warrior (the commander). a malc drow mage,
and sixteen draw. The outpost is a four~s|ory tower
carved out of a 60—ltiot-tall. 15—fo0t-wide column in the
middle of a 75-foot-diametercavern. Both the cavern
and the outpost are unlit. A secret door in the column's
base leads to the tower interior. but finding it requires
a thorough search and 11 successful DC 10 Wisdom
(Perception) cheek. Arrow slits on each floor allow the
drow to cast spells and make ranged attacks in every
direction while cnjoying (hree—quat'lers cover against
attacks from the .avern.

Ifthe drow scouts escape and the characters
don't follow them, the scouts report to the outpost
cclmmandcr,vvhu organizes El hunting party consisting
of her and eight drow (leaving the mage and eight drow
to staff the outpost). Use the drow pursuit rules in
chapter 2. and assume El pursuit level of4.

DROW PATROL B
The characters encounter a drow elite warrior and ld8
drow lighting 1! hezron demon. The hezrou has 2d10
+ 45 hit points remaining. while each drow has 2d6 hit
points remaining. The drow elite warrior isn't wounded.
Without interference. the drow slay the demon. with
the drow elite warrior and 1d4 ’ 1 drow surviving the
encounter. If the characters get involved. the encounter
becomes a three—way fight, as neither the drow nor the
demon are interested in forming an alliance.

Characters can keep their distance and avoid the
altercation. However. any drow who survive the battle
head to the nearest drow outpost ld4 miles away. After
hearing the survivors’ report. the outpost commander
organizes a hunting party to search for the characters.
as described in "Drow Patrol A."

DROW PATROL C
The characters encounter a drow patrol consisting ofa
drow mage. 2d4 drow, anti a group nlslaves. Roll 2 as
and consult the Drow Slaves table to determine what
slaves are present. Trolls fight to the death: other slaves
attempt to flee it all the drow are killed.

Dnow SLAVES

as Slaves
142 3:16 derro (see appendix c)

34 3d5 goblins

54 site orcs
7-3 2d6 quzggoths

9-10 ldé tmlls

Drow PATROL D
The characters encounter a drowrnage riding on the
back ofa stone golam carved from stone and shaped
like a giant spider. The mage rides in a howdah that
provides half cover against attacks from the ground.
Escorting the mage are 2d4 drow elite warriors
mounted on giant riding lizards (use the statistics at
the end of chapter 8). These drow light to the death to
protect their territory.

Treasure. The spider golem's eight eyes are sixrinch—

diameter red crystal orbs worth 1.000 go cach.

MENZOBERRANZAN
Population:20,000 drow plus thousands of slaves (of

various races)
Government: Matriarchal theorracy worshiping Lolth.

the Demon Queen of Spiders
Defense: Large standing army of trained drow

warriors and mages. bolstered by armed slaves
and magical wards: the citizens of the city create a
formidable militia

Commerce: Well—traincdslaves: Various fungi. molds.
and exotic creatures for luotl; poisons, potions, oils.
and clixirs 'ewelry, perfume. and silk

Organizations:The Ruling Council (comprised of the
matron mothers of the eight most powerful drow
noble houses in the city), the Church of Lolth (based
in Arach—Tinilith),Brogan D'acrthe (company of drow
spies, mercenaries. and assassins)

The City of Spiders is carved out of and built within
a great cavern the drow call Araurilcaurak. its vault
soaring a thousand feet above the stone floor. Drow
dwcllings and strongholds are carved from massive
stalagmites and stalactites, connected with delicate-
looking bridges of hardened spider silk and lit with
coldly glowing oldritcli rires.

4
MENIOBERRANIANIGzuziut FEATURES
The following features can be found throughout the City
of Spiders.

Light. Most streets and buildings are lit by eldntch
green, blue, and violet lights as bright as torches (created
with Conllrllul/flame spells) other areas are dark.

Shielded City. The drow have locked down their eity in
the wake of Dembgotgens rampage. For the duration
ofthis adventure. creatures can't teleport into or out of
Merlzoberrarlzarl. In addition, creatures, obyscts, and
spaces wlthin the city can't be targeted by divination
spells or perceived through scrylrlg sensors created by

divination spells.
Thu stun: Curse. The "stone curse" lS an ancient

encharltment woven by the wizards of Sorzere to protect
the city from caverns. Any character tasting earthquake.

move earth, or similar mag): within the city triggers
a reverse gravity spell (save oc 18) (entered on the
caster, wlwidl takes effect before the triggering spell ls
completed. The reverse gravity lasts fotl minute, and lS

accompanied by a peal ofthiindsr that alerts everyone
nearby. The caster ofthe triggering spell must make a
successful DC 18 Constitution saving throw to rvlzimalrl
concenllatlcn. on a failed check, the triggering spell falls.

cltwlltt lli
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THE DARK DOMINION
The rock surrounding the city is honeyeombetlwith
tunnels and passageways forming the Dark Dominion.
a territory claimed by the drow but not part of the city

proper. Home to all manner oi Underdark denizens. this
maze forms part ofMettzoberranzai1's defenses as well

as its tinrlz-rworld—a dangerous place for dark dealings
and clulldestinc meetings.

The Dark Dominion is a great place inr random
eneounters. When it suits you. roll a tl20 and consult the
Dark Dominion Encounters table to determine what the
party encounters. or choose an encounter that you like.

DARK DOMINION ENCOUNTERS

dzo Encounter
1-2 2d4 btigbcxrs
3—4 clandestine meeting

5 M4 dtiders
640 Drow patrol
1l—i2 1d4 +

1 drow spore servants (see appendix C)

l3—l4 Escaped slaves

1545 1d4 +1 goblins
17419 Glyph aft)/Ilrdlrlg

20 'ld4 intellect devourers

BUGBEARS
The bugbcars are branded with the mark of a drow
hottse. identifying them as slaves. They try to sneak up
on the party and score an easy ltill.

CLANDESTINE Mearmc
The party happens upon a meeting between a draw
house representative and some outside business
interest. The draw is escorietl hy ldrl — 1 bugbear
bodyguards. The individualwith whom tilt‘ tlrctw is
meeting can be any otthe lollowiiig.

Due:-gar-Alcliemist. This duergar is trying to procure
rare alchemical ingredients or equipment (see the
"Duergar Alchemist" sidebar in chapter 4 ior statistittal
tnotlirications).

DiiergarSpy. This duergar front Graeltlstugh is
trying to bribe a dmw for information about who is
re. ponsihle tor the demonic invasion.

HumanAssassin. This assassin does dirty work for
the dtow and is being hired to eliminate someone on the
surface world.

KhnlessaDraga. If the characters haven't already
encountered this Lords‘ Alliance spy. Khalcssa (see
"March on Mt=.nzobcrranz:.tn" at the end of chapter 10) is
in her tlrow disguise. buying information tirvalue to the
alliance. when she sees the party. she ends her meeting
and tri to tind out why the characters are here. if
the party ittt:ludI:s one or more members of the Lords’
Alliii she offers to help them complete their mission.
Otherwise. she is unwilling to break her cover.

DRIDERS
These outcasts perch atop high ledges or cling to the
high ceiling, attacking with their bows while staying

l t-twTl'ie is ill:
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out of the range of melec weapons. A dridcr retreats if
reduced to 60 hit points or fewer.

DROW PATROL
The characters encounter a patrol consisting of M4
drow led by a draw elite warrior. The patrol stops and
questions any non—drow who aren't slaves. as well as
drow they deem suspicious. It might take roleplayingor
a successful DC 15 Wisdom (Deception or Persuasion)
Check to convince the patrol not to attack the party. if
Grin Ousstyl is with the party, he quietlysuggests that
the characters otter the tlrow a bribe oiat least 50 gp. it
they do, the characters gain advantage on checks made
to talk their way past the patrol.

Any sign of a large. armed. and potentially
hostile group causes the patrol to retreat and seek
reinforcements. It the . aracters remain in the area.
the patrol returnswith two additional patrols 1d10
minutes later.

DROW SPORE SERVANTS
These tlrow became infected with Zuggtmoy's spores
and have transformed into spore servants. They silently
observe the party but don‘t attack the characters unless
threatened.

Escnren Suves
A group of M4 commoners (of any rate) attempts to
hide from the approaching party. it spotted, they beg
the characters for mercy. explaining that they have
escaped from their tlrow masters following“the great
demon's rampage" and have been hiding in the tunnels
ever since. The slaves can provitle the characters with
a detailed description ofthc ttziclt. confirming that the
demon lord Demogorgonwas hehind the destruction.
The slaves are desperate to escape from the drow and
pititullygrateful ior any aid offered.

GOBLINS
The goblins beg tor toocl. it the characters give them
food or otherwise treat the goblins well. they show the

party a secret door that opens into a forgotten tunnel.
Roll a dl0 and ronsult the Goblin Tunnel table to
determine where the tunnel leads.

COBLIN TUNNEL

d10 Tunnel Destination

14 Kyorbblivvln [see “Kyorbb|ivvin")

34 A hidden cave containing 1d4 mind tlayers

5-6 A hidden cave in which the party can testwithout
having to worry about random encounters

743 A hidden cave containing 4d: goblins and a goblin

boss, whowill trade a magic item in its possession
forthe equivalent of 30 days of rations (to

determine the item, roll once on Magic lterri Table
C in chapter 3 ofthe Dungeon Master’; Guide)

940 Atrap door near the Bazaar (see “The Bazaar")

GLYPH or WARDYNG
Drow priestes ~es are iond of placing glyphs orwarding
in the tunnels surrounding Menzoberranzan. Such a
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glyph allows drow to p safely but triggers whenever
a l10n—dmw passes by it. A tlrowglyph orwardmg has a
spell save DC of 13 and an explosiverunes effect (see
the spells description in the Player’: Handbook).

lNTEL]_ECT DEVOURERS
Mind flayers like to send intellect devourers into the
Dark Dominion in search of hosts using them as
spies to keep an eye on the draw city. These intellect
devonrers creep up bchintl the party and use their
Dc-vour Intellect attack against party members in thc
rear of the marching order.

CITY LOCATIONS
Characters who infiltrate Menzoberranznn might find
themselves in one or more of the following areas or
districts.

TH}: BAZAAR
This 750—fout—witle circle of bare bedrock is a crowded.
untidy labyrinth ofstalls, many nrwhich wort: flattened
or torn asunder by Demogorgon. Merchants who
survived the attack are slowly returning to the Bazaar

and cleaning up the mess, but little business is
happening here at present. Drow commoners go quietly
about their business, htzatls down and hoods drawn.
as clrow patrols brutally stamp down anything that
resembles theft or looting.

Characters moving through the Eu ar have at least
onr: encounter with a draw patrol ('0I’\$i ing of two
drew mounted on giant riding lizards (see the end of
tzllapler 8 for statistics). If one or more party members
appear to be anything other than draw or slaves in the
company of its drow master, the patrol immecliately calls
for reinforct-merits. which arrive in 1d4 rounds. These
reinforcements consist of 3d4 draw on foot and Zd4
giant spiders that scuttlc down from ncarhy rooftops.

THE BRAERYN
The Braeiyn (also known as "the Slenchstrccts") is
a shantytown nf ramshackle strurlures overlooking
garhagechokcd alleyways, inhabited by the Llregs of
rlmw society. Fallen pricstcsses. bankrupt merchants.
escaped slaves. and the homeless or maimed are
common here. as are visitors to the city who wish to go
unnoticed.
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The population of the Stcnchstrccts has swelled in the
wake olnernogorgonsrampage. Draw who have lost
homes or businesses find what shelter they can here.
scratching out a meager (‘xi.s'tt‘nce among the roughest
folk in Menzoberranzan.

The Braeryn is a great place‘ to find allies or meet
an untimely end, Roll for random encounters as the
characters explore this district. You can roll a d20 and
consult the Encounters in the Braeryn table. or choose
an encounter that you like. The party can avoid random
encounters In the Braeryn by succeeding on a DC 15

Dexterity (Stealth) group check.

ENCOUNTERS in ms BRAERVN

dzo Encounter
l—Z 1d4 + 2 bugbears
2-3 Draw adolescents
9-10 Draw pickpocket
tl—12 3d6 giant wolfspiders
1344 Infected drow

1545 Mad drow

1748 l shield dwarf berserlrer
l9—20 svirfneblm lure

BUGEEARS
These bugbears skulk through the streets, murdering
lone travelers or small groups for food. lithe party
outnumbers them. they follow the characters in the
hopes that one or more of them become separated from
the larger group. whereupon the bugbears attack.

DROW ADOLESCENTS
This roving gang consists of loo + 5 drow bandits.
lithe gang outnumbers the party. the drow attack.
Otherwise, they make lewd hand gestures at the party
but retreat if accosted.

DROW PICKPOCKET
This homeless drow commoner tries to pick the
pockets ofa random party member. The drow has a
Sleight of Hand skill modifier ot+2.

GIANT WOLF SPIDERS
These spiders are hungry and crawl out of buildings or
descend from rooftops to attack the party.

INFECTED DROW
This drow has been infected with Zuggtmoys spores
(see chapter 5) and will succumb to the infestation in
1d12 hours. Strange fungi has already begun sprouting
lroln the drow's head and limbs. The draw offers a 500
gp gemstone in exchange for the party’s protertion
and tries to stay as close to thc characters as possible.
hoping to infect them with his or her spores when the
time comes.
MAD DROW
This drow commonersuffers from a form of indefinite
madness (see "Madness" in chapter 2 of the Dungeon
Masters Guide). The drow believes he or she is the true
voice of Lolth, tasked by the Demon Queen of Spiders to
admonish everyone for their lack otdevotinn. warning
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that "Demons Wlll(10|'lSLlll1Byou all!" The mad drow
wears an arrtlllet made from a dead spider.

SHIELD Dwnzr BERSERKER
This chaotic neutral tlwarf a former slave of the drow
sees nonexistent enemies everywhere, swinging his or
her greataxe at the empty air. Iia character engages the
dwarf in battle or tzortversation. the dwarf attacks.

Svtlznzt-:laLIN LURE
A homeless deep gnome serves as host to an intellect
devourer. It tries to lure one or more characters to
a "secret enelavcwhere enemies of the drow plot to
overthrow Mcnzoberranzan." A successful DC 15
Wisdom (lnslght) check reveals something tndcscribably
odd or untrustworthy about the gnome, lfthe characters
follow thc posse ed gnome. they are led to a cramped
cave under a tiilapitlated building. The cave is thc secret
lair of another 2d4 intellectdevourers.
]3__c_>t§t1GARTEN

Donigartcn is the name given a large lake and the
surrounding farmland that dominates the eastern part
of the cavern. Herds of rothé attle graze the island
at the center ofthe lake. who e northern and western
shores hold broad stretches of slavertended fungi fields
that fccd much of Menzobertanzan.

The dark, cold waters of the lake have a sinister
reputation, dating back to days when notable leaders of
the great houses and their honored heroes were cast
into the lake, dressed in full regalia and weighed down
with stone spars. Many less important drow have been
sent by rivals to the bottom otthe lake as well, whose
depths are suffused with faerzress that makes them
impenetrable to sorying and divination spells.

Donigarten was spared from Detnogorgons rampage.
Although it parsely populated. the area is so vital to
the city's survival that drow patrols are common here.
Roll for random encounters as the characters cross this
district. You can roll a d20 and consult the Donigarten
Encounters table. or choose an encounter that you like.
The party can avoid random encounters in Donigarten
by succeeding on a DC 11 Dexterity (Stealth)
group check.

DON IGARTEN Eucou NTERS
d2o Encounter
175 Draw patrol
6—8 N4 + 2 drow spore servants tsee appendix c)
940 Escaped slaves
ll—l4 ids + 2 giant weltspiders
l5—Z0 Slave farmers

DROW PATROL
This patrol consists of two drow mounted on giant
riding lizards (see the end of chapter 8 for statistics). If
one or more party members appear to be anything other
than drow or slaves in the company of its tlrnw master.
the patrol immediately calls for reinforcements. which
arrive in ld4 + 2 rounds. The reinforcements consist of
1d4 similar drow patrols.



Dnow SPORE SERVANTS
The.se drow lell prey to Zuggtmoys spares and were
drawn to the fungi fieltlzi ul'Donigarten. where they now
roam as a pack. attzlrking intrttdcrs on sight.

ESCAPED SLAVES
A group or ld4 commoners (ofany race) tied their
masters when Dentogorgon attacked and took refuge
here. The cliaracters find them hiding in the fields nr at

nearby building. The slaves can provide the characters
with a detailed description of the zlttaCk.contlrn1ing that
Demogorgon was behind thc destruction. The slaves are
desperate to escape from the drow and pitifully grateful
for any aid offered.

GIANTWOLF SPIDERS
These spiders lurk in burrows under the spongy ground.
leaping out to 'clllzlt'l( the party as it passes by. Party
members with a pa. ivc Wisdom (Perception) score of
17 or higher aren't surprised by the spiders.

ORC SLAVE FARMERS
The draw use tlrt: slaves to farm their fungi lields. The
orcs pour water into carefully irrigated dung fields.
renewing and expanding thr holds with wagonloads oi
excrement brought in from the city proper. The orcs are
so disciplined that they can be relied upon to perform
their tasks with minimal or no supervision.

The characters encounter 3tl6 orc commoners.
The orcs are chaotic evil and have darkvision out to a
range of 60 feet. but they don't attack drow or anyone
accompanied by a drow. There's Ll 25 percent chance
that 1d4 drow guards are standing within 120 feet of
the orcs. quietly resenting the fact that they've been
assigned to "watch orcs till our waste." If the orcs come
under attack. the drow rush in to protect them.

DUTHCLOIM
Known commonly as "Manyfolk." the area surrounding
the Bazaar and bordered by the Clawrift to the east is
home to Metizoherranzans mcrchants. tradcsfolk. and
rrafters. DLIIh(‘l(‘llI'|’l features small inns, taproclms. and
pleasure houses coir-.ritigto locals. visitors. and high—

status drow seeking distraction. Parts of Duthcloim
were damaged or destroyed after Demogorgon cmcrged
from the Clawrift. Nevertheless, business has been
booming as drow celebrate the deaths of rivals.

iiyou want a random encounter to occur as the
Characters make their way through the Dutheluim
district. mil H (Q0 and consult the Dutlmloim
Encounters table. or choose an encounter that you like.
the party can avoid random encounters in Dilthcluirn by
succeeding on a DC 13 Dexterity (stealth) group rhetk.

DUTHCLOIM ENCOUNTERS

dzo Encounter
‘l—A Bregan D'aerthe spy
5 8 Drow foot patrol
9-12 Drow priestess ottolth
l3—lé Spldernest
1740 Statue of Lolth

4
THE WAV or Lotrii
Menzoberranz2n'5principle law is the way oi Lolth its
tenets are as follows:

There is no god or goddess other than Lnlth. Any
who (allows the dictates afanotherentity Will be slain,
preierably as a sacrifice to toith.
Ritual worship oiany entity other than tolth ts
forbidden within the clty’s vault. Non-drowwho violate
this tenet are fined and expelled irorn the city second
oirenders or any drow who do so are Slalrl.
Slaves have no rights. and there are no limits to the
punishments or duties that can be set for them
Treatment of slaves is the aiialr of their owners. lt is a

capital ofierise tor a slave to refuse any order from a
drow ofthe house that owns the slave.
A commoner or student ofthe Academy who refuses
to obey a priestess can be punished as the attended
priestess sees fit. up to and includingdeath. lfthe
offender is the property of another house and the noble
of that house is present and objects, the two must
agree on a punishment (usually flogging).
Any drow who nilsely wears the colors oranother house
or who deliberatelyalters his or her appearance to
masquerade as one oi a different station will be slain.
Any non-drow who adopts the appearance ofa
particular draw. a drow oia noble rank, or at drow ofa
house other than his or her own will be slain.
ltit can be proved that two or more houses attacked
another house, all the houses that participated in the
attack will be destroyed iointly by the remainder.

<
BREGAN D'AER't't-IE SPY
A male drow spy takes an interest in the characters and
begins shadowing them. attcmpring to remain unseen.
Characters keeping an eye our for trouble spot the draw
with a successful Wisdom (Perception) check contested
by the drow's Dexterity (Stealth) check.

The drow is a member of Bregan D'aerthe (scc
"Unexpected Allies" later in this chapter) and rt-vcals as
much if the characters confront him. If the characters
reveal that they're trying to banish the demon lords back
to the Abyss. he offers Bregan D'tierthe's assistance. If
they're amenable. he leads them to a Bregan D‘aerthc
safe house until a meeting wilhjarlaxle. the leader
nfBrcgr1n D'a:‘rthe. can be arranged. While escorted
by the spy. the characters have no hostile ranrlom
El1Ct)ulIlEl'S.

Development. The Brcgan D'aerthe safe house is
a three—storystone towcr guarded by four members
of Bregztn Daerthe (malc drow elite warriors) and
rnairitained by one or more freed slaves (use the
comrnunerstatis . While in thc safe house. the
characters have no litistile encounters.

It the characters agree to a meeting withjarlaxle. the
Btregan D'aerthe spy tells them that a draw operative
named Krilelyn H'Kar will fetch them when the time
comes (see "Private Meetings"). The spy thcn leaves the
characters alone.

DROW Foo'r PATROL
This patrol consists of mid drow. If one or more party
members appear to be anything othcr than drow nr
slaves in the company of its drow master. thv patrol
confronts the party and starts asking questions. if any
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of the answers arouse suspicion or come across as
insolent, the drow attack.

lfcomhat erupts, reintorccmertts arrive every law
rounds. Each wave of reinforcements consists of
2d4 drow plus 1d4 giant spiders that crawl down
from rooftops.

DROW PR IESTESS or LOLTH
A drow priestess ofLolth accompanied by a draw
elite warrior and 2d4 draw is out surveying damaged
sections of the city. Merchants and crafters who
confront the priestess, claiming to have lost everything
in Demcgcrgons attack, are banished to the Braelyn.
Locals driven mad by the demonic invasion are brought
before the priestess and put to death.

Ifthe characters approach the priestess claiming to
have vital information about the demon attack. they can.
with a successful DC 20 Charisma (Persuasion) check.
convince the priestess to escort them to Matron Mother
Quenthcl Baenre (see “Private Meetings" later in this
chapter). lfthe check tails by 5 or more, the priestess
and her escort attack the party,

SPIDER NEST
The characters stumble upon a spiders‘ ncst containing
4d6 giant spider eggs with soft. sticky shells, Each
egg weighs 20 pounds and has AC 6 and l hit point.
Disturbing the eggs attracts ld4 giant spiders. which
descend from nearby rooftops to defend the nest.

STATUE or LOLTH
The characters stumble upon a 9—fo0trtall statue of Lolth
depicted in her drow form. There is a 25 percent chance
that the statue was toppled during Dt-mogorgon's
rampage, in which case it lies in pieces on the ground.

If an intact statue is touched by a non-drow or
otherwise defiled. the statue opens its mouth and
disgorges a swarm ofinsects (spiders). These spiders
crawl down the statue and attack whoever touched or
defiled the statue. Once the statue disgorges a swarm.
its mouth closes, and it can't release another swarm
until 1 hour has passed.

EAsTMYl;_
Eastmyr bridges the gap between prosperous Duthcloim
and thc down-androut despair of the Braeryn. It is home
to common merchants, rradesfolk, mercenaries, and
crafters either making their way up the social ladder
or trying to slow the downward descent of shifting
fortunes. Though this area suffered relatively little
damage during Demogorgotfs rampage. ts population
has swelled with formerly high-profiledrow forced out
of their homes and holdings.

If you want a random encounter to occur as the
characters lnake their way through the Eastmyr district.
roll a rm) and consult the Eastmyr Encounters table. or
choose an encounter that you like. The party can avoid
random encounters in Eastmyr by succeeding on a DC
15 Dexterity (Stealth) group check.

LtllAPltl{ [5
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EASTMVR ENCOUNTER:
dzo Encounter
1-5 Bregarl D'aetthe spy
5-lo cult oF“Y"
‘ll—15 Dtow foot patrol
'|6—20 Scroll from Narborldels Shadow

BREGAN D'AERTl-IE SPY
See "Duthcloim" for more information.

CULT or “Y"
Eastmyr has become a haven for a group of drow driven
mad by Demogorgons rampage. These drow carve the
symbol of Demogorgon—a Y with curled ends—into
their palms and foreheads. and they can hear the twitl
voices oithe Prince of Demons talking to them. telling
them that they will rise from the dregs of drow society to
greatness once the nobility is cast down.

The characters encounter a group of M4 + 4 drow
cultists wearing cloaks and cowls in the midst of
kidnapping a low»ranking drow noble. If the characters
kill four or more cultists. the rest flee like rats. Sounds
of combat attract the attention of a drow foot patrol (see
“Duthcloim" for more information),which arrives in
1d6 rounds. Any cultists that escape flee to a crumbling
tenement a block away that the cult has converted into a
shrine to Demogorgon.The shrine contains 1d4 shadow
demons as well as 2d4 drow cttltists, each of whom
has a “second head" (in the form clfa severed drow head
on a pole) that the eultist has lashed to his or her body.
Painted in wet blood on the shl'ine's floor is a familiar
"Y" symbol.

Development. The drow noble offers no reward to his
or her rescuers and chastises the drow patrol for not
arriving sooner. If the characters demand a reward, the
noble frowns and gives them an insignia bearing the
mark of his or her house, then instructs the characters
to visit the noble's estate “when the light of Narbondel
reaches its zenith" to receive their “reward." If the
characters visit the nobles estate in Narbondcllyn at the
appointed time, they are set upon by the house guards.
who have orders to eliminate them and dispose of the
remains (see "Narbondellyrl" for more information on
drow noble estates).

DROW FooT PATROL
See "Duthcloim“ for more information.

SCROLL FROM NAizhoNl)EL's SHADOW
A cloaked half—drow spy named Shinzi approaches the
characters when they are alone and gives them a scroll
bearing an advertisement for Nz|rbondel'sShadow.
the “finest rooming house in Menzoberranzan." If the
party includes n0n—drow, Shinzi says that non—drow are
"more than welcome at the Shadow."The advertisement
tl(i<-.sn't list any prices. but on the back of the scroll is
a map marking the location or the rooming house in
northeastern Eastmyr. near the Clawrift.

Development. Narbondel's Shadow, which wasn't
damaged during Demogorgons rampage, offers some
of the best food and lodging moneycan buy. but the
cost is high: 25 gp per night. per person. A strongheart
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halfling commonernamed Dzilfred Noakes owns and
runs the establishment. Dalfred had a Violent encounter
with a young l-lunzrin noble. which left him scarred and
Without his left car. He. has never forgotten nor forgiven
the noble. To this day, he uses a small cave system that
doesn't connect with the Dark Dominion to smuggle
goods and hide people fleeing angry drow nobles. If the
characters look like they could use his help. Daliretl
docs whatever he can to assist them.

The orphaned daughter of a draw merchant and a
human slave, Shinzi was adopted by Dalfred and is
one of his many spies. She has darkvision out to a
range of 60 feet, as well as the Fey Ancestry and Innate
Spellcastlng features of st drow (see the "Statistical
Modifications to Draw NPC5" sidebar). However. she
doesnt have the Sunlight Sensitivity feature.

ISXLORBBLIVVIN
Kyclrbhlivvin is a spiderhauntedforest of giant
mushrooms that spreads across the northern portion
of the Qu'cllzirz'orl plateau. Members of the great
houses use Kyorbblivvin as a private hunting domain.
Drow warriors patrol the forest, alert for poachers and
intruders. Check for random encounters in Kyorbblivvin
once every hour. Roll a c120 and consult the Kyorbblivvin
Encounters table to determine what. if anything. the
characters encounter. The party can avoid random
encounters in Kyorbhlivvin by suttceeding on a DC 15

Dexterity (Stealth) group check.

KVOREELIVVIN ENCOUNTER5
iizo Encounter
‘I-70 No encounter
ll 1 black pudding
11 sds drow spore servants (see appendix C)

13 Elite drow foot panel
14 Exotic fungi
15 H4 giant spiders
is ld4 grielts

l7 Hunting party
18 l shtielter
l9 3d6 stirges
20 M4 + 1 violelfimgi

BLACK PUDDING
Thanks to the growing iiilluence ofjuiblex. this ooze
has an lntclligencir of 6 (—2). it uses its newioiind
intelligence to hide inside a bloated. hollowcdaout giant
mushroom. Characters can see viscid black goo oozing
from tho mushroom's stalk. Disturbing lht' mushroom
causes the pudding to burst forth and attack.

DROW SPORE SERVANTS
These drow fell prey to Zuggtmoys spores and were
drawn to thc fungi fields ofKyorbblivvin.where they
now roam as 2| pack. attacking intruders on sight.

Ei.i'rr DROW Foor PATROL
This patrol consists or 2iJ4 drowelite warriors. If one
or more party members appear to be anything other
than Lll‘0VV belonging to one of the eight ruling l1l)|.lS -s.

or slaves in the company of such a clrow, the patrol
attacks. Each drow carries zi horn that it can blow (as
an action) to summon reinforcements. The first wave of
reinforcements arrives in M14 r 4 rounds and consists
of another 2d4 elite draw warriors. The second wave
arrives after ten minutes and consists of 3d6 elite draw
warriors mounted on giant riding lizards (see the end
of chapter 8 for statistics).

EXOTIC FUNGI
The character find a patch at exotic fungi (see “Fungi of
the Undcrclar n chapter 2). Roll a :16 and consult the
Exotic Fungi table to determine what they find.

EXOTIC Fu N GI

d6 Fungi
1 ldé nightlight: (50 percent chance they are unlit)
2 we Nilnoggs noses
3 H6 patches iifarmu
4 zde tlmmasks
5 mo tongues of madness
5 we totehstalks

GIANT SPIDERS
There is ii 50 perrent chance that the giant spiders have
:1 nos! rlearliy (see “Duthc1oim" earlicr in this section).
in addtlion lo the eggs. Characters find a lLl4 r1inan—
shaped cocoons containing (lie cxszlnguinaledcorpses
of esttapetl slaves (of any race).

CRICKS
Drow nobles unleash these creatures in the forest and
hunt them for sport. The gricks fight until slain.

ciiirrrrt is Hll i.i'wor srttirits
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Comnou Dltow Pl-tluszs
The following are a few key drow phrases you can use
when voleplayirlg dark elves.

Olnth plyrlrl dos’ (“Darknesstake you!"), a common
drow curse,

Ssltsstml (“Ltght!"), another drow curse.
Xlm izll dos phuulquimlmi, luztli dm. (“Do as you are

ordered, and live.’')
Loltll tlu malltz, |“Lo|th be praised")
Lll nlwl vell/2 mu lrl velkyrl 145:. (“The best knife IS an

unseen one")
Klruless Mu uss. (“Trust no one")

 v
Hun-rme PARTY
The characters happen upon a group ot1d4 v 2 drow
from one ofthe eight ruling houses that live atop the
plateau. These "lesser nobles" wear the insignia of
theit' house and are hunting gricks lot sport. They try
to make short work of any trespassers they encountcr.
Roll a d8 and consult the Draw Ruling Houses table to
determine which house they belong to. lfthc result is
House Do'Urden. the drow are actually Bregan Daerthe
in "ates on a training exercise (sec "Housc D<l'UrLlen"

later in this chapter).

Dnow RuLlNc Houses
d8 House

saetrte
aarrison Del‘/-\rmgo
Faen Tlahbat
Mizzrym
Fe)/—Btanche

Melarn
Vartdree
Do'UIderl

o=~ia~uts.t.t~—-

SHRIEK ER
The shrieking ofthis fungus might attract other nearby
Creatures. which arrive in 2d4 rounds. Roll again on
the Kyorbblivvin Encounters table to determine what, if
anylhlng. shows up Trt-at an "exotic lungi" encounter as
"no encounter."

STIRGES
These hloodsuelting pests lair in the cap or a giant
mushroom, fluttering out to attack when they detect
light or motion within 20 feet of their roost.

VIOLET FUNGI
These fungi extrude their branches and attack when the
characters pass betwccn them.

NAl_t_uoNDEL
The most dominant feature within the city. Narbontlcl
is a l.000—foot—tall column of rock that helps support
the cavern ceiling. At the same time each day, the city's
Arthmage (or a representative from Sorcere) magically
heats Nz|rbondel'sl)aSe. causing the stone to glow. The
hand oivvarm light riscs slowly up the column to mark
the passage oitimc. taking twenty-fourhours to reach
the top. The Archrnage of Metlzoberranzztn,Gromph
Baente. has tlerl the City in the-, wake or Demogorgons
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attack, leaving the task oflighting Narhondel to a host of
other wizards.

NARBQl\IDELI:_YN
Thc estates ofthe various drow houses are clustered
beneath the plateau of Qu'ellarz'url in an area called
Narhnndellyn.allowing the superiors of those drew
to literally look down upon them. Largely untouchcd
during Demogorgon's rampage, the so—cal1ed

"Broad Streets" district remains the bright center oi
Menzoberranzan. as the lesser houses vie to outdo
each other in shows of wealth. power, and influence.
Soaring stalagmitc towers and great manors rise across
the area. which is also home to luxury shops, pleasure
houses. and discriminating merchants.

A noblc estate in Narbclndellyn maintains its own
militia. consisting or rttty or more highly disciplined
drowwarriors and draw elite warriors. with one elite
warrior for every ten drow warriors. In addition, an
estate holds 3d6 drow nobles and scores of slaves,
6tl6 of which can be pressed into defending the house.
These fighting slaves are usually bughears,ogres,
orcs, or quaggoths. Doors and windows are protected
with glyph ofwardjng spells (spell save DC 13), and 2d6
gargoyles watch for trouble from ledges and rooftops,

lfyou want a random cncountcr to occur as the
characters make their way through the Narbondellyn
district. roll a d20 and consult the Narbondellyn
Encounters table. or choose an encounter that you
like, The party can avoid random encounters in
Narbondellyn by succeeding on a DC 13 Dexterity
(Stealth) group check.

NAIIBONDELLVN ENCOUNTERS
d2O Encounter
'l—3 Beholder
4—7 Bregarl Daerthe mercenaries
342 Elite drow patrol
l3—l6 Noble entourage
l7—Z0 Statue oi’ Lulth

BEHOLDER
This monster is passing through the city. The drow givc
it a wide bcrth.

BREGAN D‘Aalt'rnr_ MERCENARIES
Bregnn D'aerthe was instrumental in driving the
demons out of Menzoberranzan. Since the incursion.
Bregan D'acrthc mercenaries have taken to patrolling
the streetsof the wealthier districts. accepting payments
from drow nobles for the added security.

The characters encounter a group of 3d4 male drow
elite warriors— all members of Bregan D'aerthc.
Unlike most drow patrols. this group is gregarious and
jovial. The mercenaries stop the characters to ask their
business. but more to alleviate boredom than to throw
their weight around. Unless the characters bra7enly
dcclarc their intention to attack a noble housc. rht:
Brcgztn D'z|erthe leader flips ll‘lClTl a platinum coin and
cheerlully sends them on their way after coriclutling his
"interrogation



The Bregan D'acrthc leader carries a gemrstudderl
minotaur horn. If tho characters attack the mercenaries,
the leader blows his horn. Wl‘lICl‘l can be heard
throughout the district. All noble houses [10 on high
alert as reintorceinents arrive cvcry round for the next
ld8 rounds. Each wave of reinforcements consists ol an
elite drow patrol tsee below) and M4 gargnyles.

Treasure. The gem—slut‘ldetl horn ttarrittd by the
Bregan D'acrthe leader is worth 2,500 gp. In addition.
each clrovt‘ mercenary has a pouch containing 2d10 pp.

ELITE DROW PATROL
This patrol consists of two drow elite warriors
mounted on giantriding lizards (scc the end of chapter
8 for statistics). If one or more party members appear to
be anything other than draw or slaves in thc company
ofits drow master. the patrol iminediutelycalls for
reinforcements. which arrive in M4 + 2 rounds. The
rcintort-cmrnts consist oi 1d4 similar tlrow patrols.

Nonuz ENTOURAGE
The characters encounter a drow noble traveling with
eight drow warriors bearing the -symbol and colors of
their noble house. There |S a 25 percent c al'|(‘l: that a
Succubus or incubus accompanies the nublt’ in drow
form. and a 75 percent clirince that the noble is being
carried around in a palanquiii by unarmed slaves.
Roll .1 (16 and consult the Drow House Slaves table to
determine what kind of slaves and how man_v.

Dltow House SLAVES

d6 Slaves
l—Z a shield dwarlcomiiioriers

e moon elfcommoners
5-5 6 human commoners

Treasure. Each noble carries a pouch that contains
2dl0 pp amt we-.irs ld3 pieces of tine jewelry worth
250 go téarli.

Development. If thc charactcrs do anything to
antagonize the nobles licy order their guards to attack.
lithe guards are drfezitcd the nobles offer the party a
bribe in excliange for ll’lf‘ll' livtrs.

STATUE or I_ol:n-t
See ~Dnilir:loiiri" for mart‘ information.

DROVI Rutmc Houses or MENZOEERRANZAN

Rink House MINDY! Mother Notes
1 Baerve Quentllel Eaenre
2 Botrrlstm Del‘Arrngo Mez'Banis Amigo
3 Fzeri Tlalzbar Vaclalma Tlabbar
4 Mlzzrym Mtzri Mlzzryrrl
5 Feysaraflclle Byrtyn Fey
5 Melarn zhlndia Melavrl
7

8 Do'Utderl Dahlla slhtelle

gt: ELLARZ ORL
Untouched by Demogorgons rampage. the high
southern plateau of Menzobermnzzin is homc to many
ofthc oldest and greatest noble houses, with House
Bzienrc situated at the plateaus highest point. lo the
east. At the west end of Qu‘ellarz'orl is a small cavern
containing a sculpted stalagmite tower. Within this
tower rests. the Chamber ofthc Ruling Council. wlit-re
the matron mothcrs ofthe eight great drow houses
gather and meet.

Each ntlblr‘ t: ate in Qu'ellarz'orl maintains its own
militia. consisting ufscvcral hundred highly disciplined
drowwarriors and draw elite warriors, with one elite
warrior for every ten drow warriors. In addition, an
cstati: holds 3d12 drow nobles and scores of slaves,
10dl0 ofwhich can be pressed into defending the house.
These fighting slaves are usually hugbears. ogres.
orogs. or quaggotl-is. Doors and windows are protected
with glyph ufwazding spells (spell save DC 13). and
cithcr 3d6 gargnyles or 3d6 giant spiders watch for
trouble from ledges and rooftops. These gzirgoyles and
giant spiders have truesiglit out to a range ol l20 feel.
enabling them to spot invisible trespassers.

Roll for random encounters as the characters
cross this district. You can roll a d20 and consult the
Qu'ellarz'orl Encounters table. or choose an encounter
that you like. The party can avoid random encounters
in Qu'ellarz'i)rl by succeeding on a DC 15 Dexterity
(Stealth) group check.

Qu':i.LAltz'olu Eucou NTEIIS
dZ0 Encounter
1~5 Elite drow patrol

54 2:14 galgcyles
9—io ids + 2 giant walfsplders
ll—l4 ciomidsteepeis
lS—20 Slave parade

ELITE DROW PATROL
This patrol consists of two drow elite warriors
mounted on giant riding lizards (see the end at chapter
8 for statistics). If one or morc party members appear to
be anything other than draw of one cfthe eight ruling
houses. or slaves in the company of such a drew, the
patrol calls for reinforcements, whirh arrive in l(l4 rt 2
rounds and consist of M4 similar drow patrols.

Controls all three branches ofthe Academy(see “Tier Breche")
Has the largest number ottrairled wizards and mercenaries-for-hire
Fanatically devoted to Loltli
Dominates Menzoberianzans slavetrade
Skilled at tnrging alliances
Devoted to routing out drow apostates, particularly within the nobility

Vandree Filrheltlier vandree vicious and vindictive house determined to rise to the top
Newly resurrected and disgraced vassal house under the firm control of
House Baerlle, with Dahlia (a moon elfprlsorlerl as its figurehead

rHAV'Tl'l{ Isl PHI (.ll'\ 0| 5l‘Ilit.l(S
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OLD ENEMIES
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SLAVE PARADE
To impress its neighbors and rival - one ottlie ruling
houses organizes a parade ofits choi st slaves. The
characters encounter the parade as it meanders along
the boulevards of Qu'cllarz'orl.

Dozens of naked and chained slaves form the
parade. their botli s painted with dyes and perfumes.
Leading the slave parade is a drow noble. wliilt; order
is maintained by 4d6 di-ow warriors in full t erenionial
house regalia.

Tl-tEVRVt1fTs

Three large chasms score the floor of the cavern of
Menzoberranzan.

CLAWRIFT
The Clawrift's uncharted depths have long been
rumored to extend into the Abyss. This legend
was seemingly provcn true when the demon lord
Deiriogorgon emerged from the Clawritt. obliterating
the rope bridges that once extended across it. Bregan
D'aetthe spi are assessing the damage from their
base in a riilnetl (lrow compound overlookingthe
Clawrift. (The compound was once House Oblud ra. a
powerful drow house that was destroyed by Lolth over
one hundred years ago during the Time of Troubles.)

MISTRIFT
This long gorge at the City's center earned its name
from the rolling tzloiirls of steam that forever billow
up from below. A number of subterranean streams
flow out of the Mistrift'5Vertical walls. their icy waters
cascading down into the darkened void below. Haifa
mile down. the runoff ttullttcts in an ancient aquifer. its
waters superheated by an adjacent magma lluw. Arcane
wotermills collect water from the falls. diverting II to an
underground cistern that the drow can tap into.

WESTRIPT
The newest oi the t:ity's large rlofts. westriit swullowcd
tip three drow houses anti 3 St‘UT€' of lesser dwellings
when it opened its yawning maw three centuries ago.
In more recent years. the rift has become home to
hundreds of giant arachnitls. which have filled much of
the cleft with their webs and ne‘sts—to the extent that
anyone falling into the rift has a 75 percent chance
nlhelrlg taught in a web. taking no titirnagc from the
{all but attracting ld4 + l hungry giant spiders. see
"Dungeon Hazards" in chapter 5 of tho Dtingcon
Masteris Guide for rules on escaping webs.

Cliaraoters entering Menzoberraiuuii by means of
Vizeran DeVir ' cret tunnel come to zi secrnt door that
pulls open to reveal a narrow ledge 60 feet below the
lip oi‘ the rift. Characters can scale the cleft wall with a
sucr ful DC 10 Strength (Athl.
are abundant hantlholds. Any character who fails the
check by 5 or nlore falls.

T311 BRECHE
The Great Stair of Tier Brecht» rises from the floor
of Menzoborranzan to the cavern housing the
three branches of the Academy: l\it‘lCr‘~.VlagIl'tEl'(‘.

a pyramidshapetl edifice where drow warriors are
trained: Araeh—Tinilitl'i, a spidershapedcathedral where
tirow priestesses worship their demon goddess: and
Stirrero. a magniiicent tower whcrc drow inages learn
to master the magical arts. Non-droware forbidden
from entering this part otthe city.

The stone steps are some three hundred feet wide
and rise nearly the same dist-aiit-e. A pair otgiant jade
spiders flanks the stairway at the top, ready to animate
to attack non-drow that climb the steps. The twojade
spiders have the statistics of stone golems with the
following statistical modifications:

. The Jadn spiders have 250 hit points each.

. They have, a climbing speed or 30 foot.
- They hate trues-ight out to a range oll20 feet.

Roll for random encounters as the characters
explore tht‘ Academy grounds. You can roll a tlzo and
consult the Ticr Breche Encounters table. or choose an
eiiizouiiter that you like. The party can avoid random
encounters by succeeding on a DC 17 Dexterity (Stealth)
group check. Sounds of battle are common at the
Academy owes r. drow guards are trained to tell the
difference between training exercises and the sound of
real combat. The latter attracts reinforcements in the
form of ld4 elite drowwarriors every round until the
perceived threat is eliminated.

TIER BRECHE ENCOUNTERS

dzo encounter
l—5 otow zcolytes
742 otow mzges

l3—Z0 ottiw warriors

DROW ACOLYTES
The characters encounter 2d6 temzile tlrow acolytes
out for a walk. There is a 25 percent chance that a
draw priestess ot'Lolth is with them. filling the young
devotees‘ heads with wisdom and insirutting them on
the way oi Lolili (see "The way oi Lolth" sidebar). If
they come under attack. the acolytes withdraw to Arat;h—

Tinilith while ilie priestess stands her ground.

D ROW M AGES
The characters eiicoutltcr ld3 di-ow mflges out for a
walk. There is a 50 percent chance that these mages are
members of the Council of Spiders and ofa mind to help
the characters infiltrate Snrccrc. should the characters
reveal that they are in Iezigiie with Vizcran DeVir. These
mziges offer to cast greater invisibilityspells on visible
rliaratztt s and escort the party to Gromph's sanctum
iii the‘ tower. As long as the characters are under
the protetilmn otthese mages. they have no hostile
e oouiiiers until they enter (}rt»inpli's sanctum (see
"Sorcere" ror tlctalls).

DROW WARRIORS
The characters encounter 4d(7 drow warriors on a
ti-atniiig exert e. Thcre is a 50 percent chance that
ld4 rlmw elite warriors are with them, providing
instrtiotioii and discipline. litiiey spot non—drow on
Acadenlygrotititls. the draw try ll) kill any intriitler.

l H \!‘l’lP. :3
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Wr.s_'r_WALL
West Wall (also called "the Old Quarter") is a primarily
residential neighborhood. Largely untouched by
Demogorgens assault on the city, West Wall is a quiet
district. as its residents like to keep their dark schemes
and vile indulgenees behind closed doors. Amid the
twisted streets and quiet mansions ofwest Wall stand
scores of stone monuments dedicated to important
figures and moments in the city's history, as well as
numerous statues nnd graven images of Lolth.

Between West Wall and Narbondellyn is a residential
neighborhood Called Lolth's Web. its residents built
their homes upward, crafting streets of magically
calcified strands of spider silk from the cavern floor to
the vaulted roof above. Hollow. cocoon—like dwellings
are constructed both above and below the layers
of webbing.

Roll for random cnrounters as the characters cross
this distrirt. You can roll a d20 and consult the West
Wall Encounters table. or choose an encounter that
you like. The party can avoid random encounters in
West Wall hy succeeding on a DC l3 Dexterity (Stealth)
group check.

WEST WALL ENCOUNTERS

d2o Encounter
'l~3 Eandersnatches
4—7 Biegan D'aerthe spy
K44 Drow Foot patrol
l5—l7 slave abuse
18—20 Statue of Loltb

BANDERSNATCHES
The characters draw the unwanted attention of the
Bandersnatches. a gang of young. dcmonworshiping
rirowwho. in the wake of Deittpgorgoirs attack. are
eager to create further unrest in the city. Gang members
send coded messages to one another by tapping hollow
rocks together. creating eerie clicking sounds that
echo throughout the otherwise quiet neighborhood.
Initially. 1d4 drow bandits follow the party. scuttling
through dark alleys and across web—strung rooftops
while tapping their stories. urging more gang members
to converge on the party's location. At the end of each
round of clicking stones. another 1d4 drow bandits
appear. If the number olgang members grows to twenty
or more. the bandits surround the party and demand
payment oi 100 gp per party member for safe passage.
If the characters kill four or more bandits. the rest flee
before a draw patrol (see below) shows up,

Development. The consequence ofkilling one or
more bandits is retaliation. The gang organizes a
hunting party to find and kill one party member for

every gang member slain. This hunting party is bold
enough to leave the West Wall district. and you might
have the Bandersnatehes try to ambush the characters
as they make their way out of Mcnzoherranzan. The
hunting party consists of the gangs leader, her quasit
advisnr, and thirty drew bandits.

The leader of the Bandersnatches is a capricious
and nihilistic female tlrow nzlrned Viln Tirin. She has

(‘ital-int lf» lHF CITY or §FlDl its

the statistics ofa bandit captain with the following
modifications:

Viln is chaotic evil and has drow features (see the
“Statistical Modifications to Draw Nl-‘Cs sidebar).
She wields a scitnitar ofspecd and can make one
attack with it as a bonus action on her turn. All of
Viln's attacks with the weapon are +7 to hit and deal 8
(ldfi + 5) slashing damage on a hit.
Viln carries four daggers coated with purple worm
poison (see "Foist)ns“ in chapter 8 of the Dungeon
Mostei-‘s Guide), The poison on a daggers blade
is good for one hit only, whether the poison takes
effect or not.

- She has a challenge rating of 5 (1.800 XF),

BREGAN D‘Ai:iz'rt-ta SPY
See “Dutheloim" for more information.

DROW Foo": PATROL
This patrol consists of 2:14 draw. ll’ one or more party
members appear to be anything other than drow or
slaves in the company of its drow master. the patrol
confronts the party and starts asking questions. If any
oflhe answers arouse suspicion or come across as
insolent. the drow attack.

SLAVE Aatrsi:
The characters see a drow noble floggingone ofa
handful of slaves (commoners of any race) while ld/i
bugbear bodyguards keep an eye out for trouble. Unless
the characters intervene. the merciless noble has thc
slave dragged to the Westrift arid unceremoniously
tossed into it. The poor slave falls 3d6 X 10 feet before
being caught in a web and cocoonctl by a giant spider
(to be devoured later). if the characters come to the
slaves defense. the bugbcars attack them.

STATUE or LOLTH
See "I)uthcloim" for more iniorination.

UNEXPECTED ALLIES
As hostile as Menzoberranzan seems to outsiders. there
are powerful figures within the city who want the demon
lords expelled from the Undcrdark and are willing to
help the characters accomplish this goal.

HOUSE BAENRE
The matron mother of House Bat-.nre is the voice of
Lolth in Menzolierranzan, and despite recent events.
maintains absolute control of the city, Quenthel knows
how Dernogorgon made his way from the Abyss to the
City of Spiders. She wasn't surprised to learn that her
brother Gromplt—theArchmage of Mcnzoberranzan—
was hehind it, for she's seen evitlencc ofhis growing
unhappiness in recent tnonths, and she also knows
that Lolth was behind it. Quenthel assumes that Lolth
is making some sort or power play in the Abyss.

If Quenthel learns that adventurers are trying to rid
the Undcrdark of its demon lord mend ., she doesn't
stand in their way (see "Private Meetings") and even
allows them to travel through the city unmolcsied.



BREGAN D’AEizTHE
Bregatt Daerthe is a mercenary roinpany with more
power and influence in Menzoherranzan than all the
lesser noble. licttiscs tttimbinetl. Bregan D'aerthe benefits
from its close ties with House Baenrc. The company's
founder and |eador._larlaxl(x is brother to both Matron
lvintlter Qilenthel Baenre anti Archrttage Cirotnph
Baenre. though this fact isn't widely known.

jarlaxlc doesn't rare what the demon lords do in
the Undcrdark. but hes worried about the tuture of
Menzobcrrziiizanas well as his secret holdings on the
surtace wrirld. He wants to know how the demon lortls
arrived and how to send them back. and members of
Bregan Daerthe will stlpptrrt characters who claim to
have those answers.

CQHNCIL orgllztlzgi
ManV tlrow wizards have long sought a means of
increasing ilieir power and ttilluence. frustrated that
the arcane arts art- viewed as secondary to tile divine
magic of l.olth's priestesscs. A seeret cabal at noblt‘
wizards calling itself the Council of Spiders works
to see wizards represented on the Ruling Ctiuncile
overturning thousands of years of tradition while
remaining true to Lolth‘s will.

The disappearaiice of Ctrornph Baenrc and the
invctlvrtment ofViLeran De\’ii' in [ending lift the demonic
invasion offers wizards of the Council an tinparalleled
otiportttttity to advance their agenda. vizerati has
cultivated his rule as a patron anti ally dttlte count-ii to
gain influence amctng its metnht~.rs—while giving them
no hint of his desire to tlestroy the drov\'s obsessive
worship of Lolllt. Vizeran has told council members
that adventurers are helping him banish the demmi
lords hack to the Ab - and that they might come to
Mcnzoberranzan seeking lore from Ctrolnphis Lil1CllllTl

in Snrcerc, The council stands ready |0 disable the
magical wards on the tower. should this come to pas.

PRIVATE MEETINGS
If I-louse Baenri: and Brcgttn D'at'rlhe get wind of the
tiaity’s presence in the r. y. the characters are confronted
by drow tasked with escorting them to a private meeting
with the leader ni each [action.]zirlaxlc sends a rleiilishly
charming and sarcastic‘ inalc drow elite warrior namctl
Krilelyn H'Kur. taskt-ti with lcatling characters to the

ruins of House Do'Urtlen in the West Wall district.
Matrun Mother QttenihelBaenre sends thirty tlnur drow
elite warriors mounted on giant riding lizards (see
the end of chapter 8 for statistirs). with six gai-goyles
providim; aerial support. They have orders to escort the

party to Hotise Bacnrr. atop Qu'e1larz'orl.

MATRON MOTHER

Qwlzlm B_AEN_R_E

Matron Mothcr Qtienthel l3at:nrt' is absolutely loyal to
Lo1th.btit she has suspct-ted for some time that her
brother Gmtiipii is not. The archmage has been missing
since tht‘ disastrous summoning ritual that piillrtl the
(lemon lords inttl the U|1lJ€l’Clal'k.al\d no one claims

Cotwrit ot-

Snloian Mast

to know his whercalmuts. The iiiatron niothcr and
her closest allies h‘ e carcliill) covered up the truth
about Ciromptiis r tsappearztiice.proclaiming that the
aI’Cl1m£igt’ is hard at work investigating the tleinonie
invasion and seeking the means to send the demon lords
back to the Abyss. Qucntllel rloesnil know if Ciromph
is alive or dead. She knows only that she can't hide his
disappearance foreverr even as she must uiisure that no
damage mines to tier house as a result ofliis aetttnts,

Quvntliel doesn't CEIFK‘ that (ht) £lt‘lVEl'l(|ll'El”S are
lighting to send the (lemon lords hack to the Abys or
that Metizoberraiizan might stiffer under another demon
lord assault. She's cont, ‘nod only about llouse Baenrt‘.
By the matron motht~r's addltstl logic. Lolth is using
the demon lortls to test the strength of House Baenre
and lay waste to the enemies til the draw. liowever. the
niztiron mother doesn't want Grompifs spell or damning
Cvitleilcc of his actions falling into the wrong hands.

Whether the char; ters are brought itt by force or
arriie willingly, W‘r ti the toliovtingwhen they meet
Quentitri Bzienrc.

A vast web ofheavy metallic strands forms a kind of

fence around a sprawling compound otsttuetures laid

out on the plateau at the top of Mertzoberrartzans great

cavern. Dozens of massive stalagmltes and stalactites
have been carved arid shaped into towers, girded with

balconies and walkways, and connected with delicate»

looking ramps and bridges, All the Compound ls lit with

blazing light in pale shades otvtolet. green, and blue

Dozens ufdtow warriors are stationed on the overlooks

and walkways, ever vigilant as they watch your approath.

when the characters are taken into the compound. the
tnatrtln mother welrtitnes them in her throne r<iom—a

tttrtw t’ its: \ ‘it til >l'liit.‘€.\



act;

massive chamber that occupies the entire fourth level of
one tower. Shc sits upon a throne carved from a single
black sapphire. with large diamonds set into its arms
shedding light at the matron‘s command.

Quenthel doesn't know that Vlzcran DeVir is still
alive. and any mention of him piqucs her interest.
although she cloesn‘t consider him a threat. Alter
Grornph disappeared. she sent underlings to Sorcere
to rid his sanctum of any incriminating evidence. They
found none. The matron mother doesn't know about
Gromph's secret inner santturn or the grirncire hidden
there. lithe characters explain the broad strokes ofthr-.ir
goal to get the grimoire out of the city. Quenthcl allows
and supports their missinn—even as she secret ‘plans
to manufacture evidence that the adventurers w , e
behind thc ritual that brought the demon lords to the
Underdark itthey are caught with thc grimclire in their
possession. She grants perlnission for the Chararters to
enter Sorcere and instructs the towers inhabitants not
to impede their investigation.

As a Chosen of Lolth, Qucnthel Bacnre is, by herself.
a threat comparable to any demon lord. Surrounded by
the we|l~trainedguards and magical wards of llouse
Baenre. she could annihilate the ntlventurers witllout
breaking a sweat. lfthe characters attack her. use
the statistics ofthc draw priestess o{Lolth with thc
following modifications:
- Quenlhel has an Armor Class of l9 (*3 scale mail)

and 132 (24d8 * 24) hit points.
she has an intelligence of 18 (+4) and a Wisdom of 20
(rs). Her saving throw hnnuses are as iolluws: Con >8.
VVls +12. Cha ill. Her skill bonuses are as follows:
Insight +12. Perccption +12, Religion +11. stealth +9.
Shes an 2U[llcl(‘\’(‘l spt:llt:nster who can cast any clcric
spell up to 9th level at will (save DC 20. +12 to hit with
spell attacks).
She wields a tcntattlrr rod.
While seated on her throne. Quenthel can use an
action on hcr turn to cast disintegrate (save DC 19). A

target that fails its saving throw takcs l0d6 + 40 force
damage. If this damage reduces thc target to 0 hit
points. it is disintegrated.
She has a challenge rating utzz (41,000 XP).

XP AWARDS
lfthe party gains the support ol Quenthel Bacnrc. awartl
each character 2.000 XP.

JARLAXLE BAENRE or
&GAN_D3\.§5T2E__
The dashing and clapper commander of the Bregan
Dherthe mercenary companv Jarlaxle Bzlen re is a draw
warrior with centuries of experit-nor.A nonconiorniist
in il culture where lailurc to conform usually means
death nr exile. he has lcarncd to walk the line between
being too defiant to be part nttirow society and being
too useful to get rid of.

In addition to witnessing first hand the destruction
wrought in Mcnzoberrtlnzan. jarlaxle understands the
terrible implications of His demon lords’ arrival in tht-,

Untlerdark. and he knows that his brother Crromph is
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responsible. Jarlaxle knows that Gromph is hiding in the
city of Lnskan on the Sword Coast. but he doesn't share
this information under any circumstancesjarlaxlehas
eyes and ears everywhere in Mcnzoberranzan, and he
takes an interest in the adventurers particularly itthey
travel with Grin Ousstyl.

if the rharattters agree to meet wilhjarlaxle in House
Do'Urdeti. read the following when they rirst arrive.

A drow house stands alone and forlorn with its back

against the west wall of Menmberranzan's great vault.
Its towers are dark. its walls crumbling and in desperate
need ofrepair. The old Fortress has the countenance of
a haunted ruin. but here and there you glimpse signs
ofllfez drew in black leather armor standing guard in

the shadows and magical flames dancing In the stone
btaziers that flank the entrance. As you are led inside,
a pillared hall strewn with broken statuary looms all

around you. Leaning against a cracked pillar is a draw
with an eyepatch and a wIde—brirnmed hat. A saber hangs
rrcrn his illp, and he cuts a dashing figure. “Well metl" he

says with a smile.

When Matron Mother Qucntllel Baenre resurrectccl
House Do'Urden. she ordered her brotherjarlaxlcto
look alter the longabantloned Do'Urden estate. He now
uses the ruined drow house as a Bregan Dhcrthe base.
Most ofthc house is off-limits to visitors. and Jarlaxle
won't allow thc r.harat:ters to stay long.

_|arlaxlc doesn't want the demon lords rampaging
through thc Underdark or making it to the surface
world. lfrhc characters reveal that their ultimate goal
is to send the d rnnn lords back to the Abyss,]arla.xle
gives them whztteter did he can short of doing their
"dirty work" for them. If tlle charactcrs mention Vizeran
DcVir. _]arlaxle's interest is piqttt-ti. tur he thought
Vizeran was dead. lle warns them not to trust that "relic
of a bygone house.“ if the charactcrs mention Vizeran's
plan to make Mellzoberranzan the lie for the final
showdown with the demon lorcls.]arlaxle insists that
the characters choose a different battleground. warning
them that Bregan D'at-rthe will oppose any effort to visit
iurther destruction upon the tiity.

If the characters claim to be looking for a safe
way into Sorcerejarlaxlc arranges for a member of
the Council of Spiders to visit the party at a Bregan
D'aerthe safc house in West Wall. This malc drow rnnge
brings scrolls otgreater [nvisibl'll'ty—oncfor cath party
men‘lber—:trld al '0 giv s the characters a password that
temporarily byp' .s the towers defenses. Charattters
wllo speak the p word while inside the tower won't
have to deal with the lt)w . ‘s guards and wards t-lTect for
a period ofl hour (5 e "Sorcere“ later in this chapter).
Brogan D'anrtlit- makes sure that the chard . s
have no hostile encounters as they make their way to
[l'I(‘ /\C2ldClI'ly.

onre he hectnnes aware 0fGromph's grunoire.
Jnrlaxle tloes everything in his power to rnake sure
the ttllaracters get the grimoirc out ofthe city. Once



vizeranzs ritual is Cumplela. jurlaxle plans to send
Bregan mierilie spies to find Vizeran and steal the
grimoi ' that he has EViCit‘Il(‘€ he can lord over
his brother

v Cran plan is appealing tnlarlaxle because it

doesn't t st hirri anything. As long as the advcnturers
are committed to driving the demon lords hack to the
Ahyss._I.'lrlaxle lteeps his Bregaii lniertlie (0l'K'r3S On the
sidelines. ready tti defend Meiizohcrraiizan.

XP AWARDS
If the party gains the support nrjarlaitle Eaerlrc, award
ttattll chamrter 1500 XP.

A CHANGE or HEART
At some point as the cliaractcrs explore
M , zoberranzan. Grin Uusstvl onfcsscs that his
master Vizcrzm has not been ntlrely truthful with the
adventurers. (ll Grin didn't at, piiipany the characters
to the city. he pursues and cventually catches up with
them to share what he knows.)

Grin has studied Vtzeran's work in crafting thr
dark he.-trl talisman and its associated ritual to draw
the demon lords together. and he believes that the
ritual vtill have its intend , effect 1rdless of where
the talisrnaii is placed. it doesn't need to he placed
ln Sorcere, or oven in Mcnzobcrranzan. Placing the
talisman there only ensures that the drow city becomes
the site of the demon lords" battlL'»and might well be
laid waste in the process, It pressed, Grin admits that
he isn't absoltitely certain that V t-ran's rittlzil will
work if the talisman is placed (*1 here. He's not as
learncrl or powerful as his Inastcr.

Grin encourages Ill!‘ a(i\'enlul'CrS place the dark
heart elsewhere and, in so doing. arrange a diflercnt
battlefield for the demon lord showdown. He refusvs
to gt» along with any effort to leave the talisman in
Mcnzoberranzan. if the characters tntcntl to plat-.t~ the
dark heart as planned. they need [0 tintl sntne Vt y to
convince Grill ur ensure his silence. Alternarivrly,Grin
can betray them to the nearcst tlrow patrol. disclosing
\"izt>,ran's plan in tht‘ litipe ois.-itiiig the rity.

SORCERE
The information the adventurers need to better
understand tht: ritual that summoned the demon
lords into ll’|(‘ Underdark' in Ciromph Bacnres
Sal'It'luI]\V\’lll’lll\ Sorccre. Vlenzoberranzans academy
at V8 izardry. The archni-.ige's quarters havt' been
dcrlztrerl Ufflimits by Matron Mother Qticnthel Bacnre.
whtws ii- rig to cover up Gromphzs iI‘lVOlV€l'IIen[ in the
drmstating ‘dltzlck on Menzoberranzan.

The adventurers can safely enter Sorctwre with
tl'lt' aid of Matron Mother Quenthel Bacnrajarlattle
BHEHFC, or rneinhers or the C0\lnt‘Il pt‘ spiders. Once

tde. (ht: characterson their own. as none of these
NPCs or their agrnts want to be connected [0 the
adventurers if things go awry.

G‘:‘iR,DS.:‘ND Willis , _the whole tower is protected by p(‘l’ll\an£‘nr guards and
Wards spells. The towc s (lrow residents are iiiiintine
to the effects. but intruders are not. If the characters
have the siipprirt otthe Council or spiders. ineinbers til
the ttitincil give them 2| password which, when spoken
ziltiutl inside the tow grants the speakcr immunity
in the spells" effect for 1 hour. After that. the password
magically l:iIangE‘<. and any characters still in the lower
must dcal with the guards and wards effect.

l:AN1)oM Etfloutgzrltzxs IN Solt_c_t~:tu:

inside . rcere. the Cl’IFlru('lt:l‘S might encounter draw
wizards as well as their apprentices. raniiiiiirs. and
other inagtral creatures. ll they enter with Quenthcl
Bat-.nre's pcrmi ion. tht-3. ‘an avoltl most trouble with
(ht: tower inhabitants Otherwise. stealth and caution
will he important.

Have the r’h3l"aCICl'5 make four DC 13 Dexterity
(stealth) group checks lrdni the iiioiiient they enter
the tower to when they reach the art-hmages sanctum.
Each failrtl group check results in an encounter lrum
the S0l"('.(‘I’F Ent:0ulltel's table. The characters make the
. . me ChC(‘kS while Exiting tl'i<' tower. 4



If the tower goes on alert (as indicated in some
ofthe encounter dcscripllons). all characters have
disadvantage when making their group Dcxterity
(Stealth) cherks.

SORCERE ENCOUNTERS

d20 Encounter
1—e ld4 drow iiiages
7—:; 1 giant spider

9—1o 1 Invisible quasit
1142 1 mad drow triage
13,14 1 shadow demon
l5—78 ld4 slaves

19-20 1 siicruliiis or inciibiis

DROW MAGES
Therc is a 50 percent chance that thesc inages have
hecn forewarned ofthe party's arrival. either by Vizeran
DeVir or by Matron Mother Quenthcl Baenrc. in which

casi- they let the chararters pass. Otherwise. the drow
magos assume the characters are intruders and attack
unless Grin Otisstyl is with them. lfthe characters
Eleclare that they have Qucnthel Baenres permission
to be here. they can ronvince the nitiges to sttind down
with 3 successful DC 12 Charisma (Deception or
Persuasion) clicclt.

ll one or more niages fall in battle. the rest use greater
invisibility spells to turn in siblc and retreat, putting
the tower on alert if it isn't already.

GIANT SPIDER
This giant spider crawls along rhc walls or ceiling. tr

ignores the characters unless they take hostile action
against it. in which case it attacks.

INVISIBLE QUASIT
A draw wizards quasi! familiar lnvisihly haunts the
halls and chambers of the tower. It follows and observes
the characters to Find out what they're up to. leaving to
alert its master (8 drow mage) if they entcr Gromph‘s

sanctum or are seen leaving it. lithe demon escapes.
the tower goes on alert.

MAD DROW MAGE
This drow is attlicted with El torm of iiitletinite madness.
Roll on the Indefinite Madness table in chapter 8 ofthe
Dungeon Masters Guide to determine how the madness
is exprc d.
SHADOW DEMON
A hound servant of a draw magc. this demon attempts
to hide from the characters. then follows to learn what
they‘re up to It lights the characters only if they attack it.

tleehig it reduced to to or fewer hit points. lf the demon
escapes. the tower goes on alert.

SLAVES
These commoners (your choice or race) are on an
errand for their dmw niage master when they run into
the party by accident. lfthc characters state that they
have legitimate business in Sorcere. the slaves answer
questions about the tower it asked. Ifthc slaves suspect

UILAPTER l5 THE £,.ll'\ or M-'lDFRS

the characters are trespassers.or if they‘re threatened
or attacked. they flcc and call tor help. Ilany slaves
escape the encounter, the tower goes on alcrt.

Succuaus on lncusus
A sometime lover and nlly of one ol the towers wizards.
this fiend adopts the form or a slave (your choice or rare).
Curious to see the inside of Cirt)mph's sanctum, the
“slave" offers to guide the characters therc. taking them
along a route that avoids other random encounters. The
licntl tries to steal Groniphs grinioire ittho opportunity
presents itself. lirst by using its Charin ability to
convince a character to part with the book. and then by

using Etherealncss to disappear with it.

GRo_lig1>I-I’s OUER SANCT£1l_/I

__The black mnrhle door to Grompli Bat-nre's chambers
is etched with silveryrunes around its edge and closcrl
with an at-cane lock keyed to him. Picking the lock
requires a successtiil DC 23 Dexterity check using
thieves‘ tools. while lorcing the door open rcquires A

successful DC 25 Strength check, A knock spell also
opens the door. and Grin otissiyl can llavc the spell
prepared if none of the adventurcrs knows it.

The chamber beyond the door IS floored in black marble,

lined with shelves laden with books and scrolls, and

dominated by a broad desk or polished bone. A plush

chair covered with lizard hide sit: behind the desk, while a

smaller and simpler zurlthwood chair sits facing it on the

opposite side. A seventoot-tall obsidian statue ofa four
armed, sword—wie|dirlgdrow warrior stands behind the

desk against one wall. Burning red candles are set about

the room lI'l holders made from skeletal hands.

Comt'nLlalflame spells have been cast on the dozen
candles in the room, filling the area with bright light. If

anyone other than Gromph enters the chamhcr without
speaking the word zyrnae ("qtlcncli"). a fire elemental
appears and attacks the intruders. Casting dispelmagic
(DC 15) on the door before it opens di 1l‘)les this trap.
but the elemental can't be dispelled onc it appears.

If anyone tainpers with the desk or the shelves‘

contents. or attempts to remove anything from the room.
the itJur—arme<.lstatue iinimatcs and attacks. It has the
statis ics ofa stone goleu-i. but replace it N/Iiiltiattarlt
and Slam action options with the following:

Multiimnzlt. The golerri makes Four sword attacks.

sword. Melee weapon Attack. +10 to hit. reach srt ,or1etarget
Hlt l0 (ld8 + 6) slashing damage.

Anyone speaking the staILlL"s nairie (szashiine) aloud
isn't attacked by it.

TRAPPED SECRET DOOR
Any party member with El passive wisdom (Perception)
score or '20 or higher notices a secret door in the wall.
while 2| character searching the mom for secret doors
must succcctl on a DC 15 Wisdom (Perception) t-heck



to find it. Any creature with 12 Hit Diet‘ or fewer that
approaches within 5 feet of the secret door without
speaking the word khaless (“trtlst") triggers an
imprisonment spell (save DC l7). on a tailed save the
creature is trapped in minimus containment in ‘dc a
gemstone in Ctromph's inner sanctum (described in the

next section). The trap ceases to exist once a rreature
becomes imprisoned. A succ t'ul dispel magic (DC l9)
cast on the secret door remov the trap.

Opening the secret tloor requires a knock spell or
a successful DC 20 Intelligence (Arcana) check to

assess and manipulate its magic. Beyond it lies a dark
void that can't he dispelled or rlestmyed. Artyone or
anything that touches the void is instantly transported
to a labyrinthine dctniplane similar to that created
by a maze spell. A creature that sueceeclson the DC

20 intelligence check to escape the maze reappears
in the middle of the outer sanctum. liowevet-. if a
creature casts a spell of 5th level or higher while in the

demiplane, all creatures and objects in the derntplane
instantly appear in Gromplfs inner sanctum instead.

TREASURE
The collection of rare books and scrolls in the
archmageschambers is worth 15,000 gp, assuming the
characters have the means to haul it out. A character
who spends 10 minutes poring over the collection
can make a DC 15 Intelligence (Arcana)check. On a
successful check. the character ttonfirrns that (‘rromplfs

grimoire isn't among the books in the collection and
also identifies the collectitnfs five most valuable tomes,
worth 1.000 gp each. However, one ofthese valuable

works is trapped with a glyph of warding that triggers
the third effect of bestow curse (save DC 17), and which
lasts until dispelled.

The drawers of the desk are sealed with arcane‘ lock

spells. Picking a drawer's lock requires thieves‘ tools
and a successful DC 23 Dexteritycheck. A knock spell

or at successful dispel magic (DC 15) cast on a drawer
rernovcs its magical lock. When opened, the drawers
are empty. An effect similar to Lcomunds secret chest
shifts the drawers‘ contents into an extratiitnensional

space when anyone other than Gromph opens them.

Gnomgrs INNER SANCTUM
Read the following text to players whose characters
escape Grnntph's demiplane (see --oromplrs Outer
Sanctum") and appear in the archmage's inner sanctum.

This circular chamber is lit by magic candles and

floored in black stone, engraved and inlaid with magical

diagrams in silver and gold. A female draw stands in the

center of one magi: circle, hands resting on her hips.

Behind ltsr, shelves and cabinets hold ceramic pets,
glass vials. and other arcane paraphernalia, while a torne
bound in black leather lies open on a lectern, its pages
covered in spidery glyphs.The only exit appears to he an

archway filled with 2 black void.

Any creature that touches the dark void is whisked away
to the demiplane that separates Crromphsinner and
outer sanctunis (see the previous section for details),

A yochlol demon in drow Iorm —Lolth’s me enger
to Gromph—isimprisoned within thr magic r: clc, It
pretends to be a (how priestess named Y'lara for as long

as the disguise is useful. claiming to have been trapped
in the circle by the archruogr -utter failing to convince
Crromph not to st his spell (ti lie). The dcmon tries
to get the characters to free it by breaking the circle.
whereupon it attacks and tries to kill them. As long as
the circle is intact. the tlemon t-,an't leave it and doesn't
have line of effect to anything outside ofthe irclc. The
yochlol does whatever it can to prevent th adventurers
from leaving with crromphs grirnoire (see "Trcasure").

The characters can bargain with the trapped or
defeated demon. it i reluctant to tell them what it

knows, but angrily answers questions in exchange for

its freedom. The demon tries to convince the characters
to release it before it tells them what it knows. and any
promises it makes are forgotten once it is freed.

The yochlol was sent by Lolth to "assist" Gromph with
his ritual. knowing that it wouldn't work as intended.
When Gromph lost control of the ritual. he ficd the
city, but not before trapping the yochlol. The yochlol

knows that Gromphs inability to harness the faerzress
is the reason why the ritual failed, but it doesn't know
Gromph's present whereabouts. lithe characters ask
"Y‘lara" what Lolth stands to gain from Gromph casting
the ritual. the demon replies. "Chaos."

If the yochlol is killed, a character who investigates
the grimoire can confirm beyond doubt that Gromph
was responsible tor bringing the dcrnon lords to the
Underdark.

TREASURE
Gromph's grimoire rcsts atop the lectern near the circle
and bears the title Zhaun'ol'leal ("The Book of the
Eight" in Elvish) and describes rituals for summoning
and binding powerful demons. its open to a Chapter that
talks about the summoning of Dcmogorgon.

The various arcane components and ritual items in
the workroom are worth 1.000 gp total. A 6,000 gp
diamond also sits on a small stand atop a workbench, It

contains any creature trapped by the imprisonmmtspell
that guards the secret door in Gromph's Outer Sanctum.

XP AWARDS
ltthc party acquires Grornphs gritnoire. award each
character 1.500 XP.

DEVELOPMENTS
By the end of this chapter. characters should have
Gromph' grimoire and certain knowledge of the
archrnages ritual in their possession. Given Grin
Ousstyl's information, the characters are faced with

a grim cho ~place Vizeran's dark heart talisman
in Menzoberranzan or in some other location. lfthey
deride to leave it in Menzoberranzan, they must also
decide how to deal with Grin. and possibly the wrath of

jarlaxle Baenre as well.

t,ll\l’llR lrilttlt (tn 0F.~i'll)FRo
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"Al'aum)lcos," a voice says in your mind. You turn
and see a niycohid sovereign standing beside you

where there was no one before, recognizing Basidi: of

Neverlight Grove. “The largest and greatest being of our
world," the myconid says sadly. "All that you see heroic

you l5 Araumycos;all this and much more. All is in

danger from the corruption that will claim the whole of

the world ifyou do not help us."

Although myconids can normally use their rapport
spores only over short distances. Basidia explains
that Zuggtrnoyhas been spreading her own spores
throughout the Underdark. channeling faerzress.
By tapping into this growing presence. the myconid

sovereign can rapport over great distances to ask the
characters for their hclp.

Zuggtmoy. the demon queen who has corrupted
the myconids. has made her intentions clcar. Shc is

leading her new tollovvers to the vast cavern complex
occupied hy Araumycus. the largest lifeforiii in the
Underdark and perhaps in all the world. There. the
two will be bonded in LI demonic ceremony. giving
Zuggtmoydominion over a fungal klngdonl larger and

greater than any surfaceworld realm. To that end. she
and her followershave been performing rituals and
releasing spores to lull the great Araumyeos into a kind
of charmed sleep. The full implications are unclear
to Basidia and the myconids, but as Arauitiycos is thi-

oldest and most powerful being known in them. they
greatly fear what Zuggtmoys corruption ofit will bring.

Fortunately, there is hope. Basidia believes it can
assist in creating a rapport between the adventurers and
Araumycos's vast. sleeping mind. The characters can
help to awaken it and aid its struggle against the demon
queen's influence. Or. if there's no other choice. they

can destroy Araumycos before Zuggttnoycan claim the

great creature as her own.
If Stool or Rumpadump have met the characters

and are still alive, thcyjoin the rapport between
Basidia and the characters. offering their support and
encouragement as they implore thc adventurers to
intervene. if the characters saw the hideous Garden of

Welcome in Neverlight Grove—or, worse yet. glimpsed
the horrors of Yggmorgus— the myconids remind them
that the whole world might become likt: that ifZuggtmoy
unites Araumycos‘s power with her own.

Easidia proposes that the characters travel quickly

to Amumycos. where thr myconid sovereign will
temporarily iinmunize them against the effects of the
demon-tainted spores released by myconids under
zuggtmoys influence. Basidia will then initiate a
rapport with Araiiniyeoswhile Zuggtmoy and her
followersare preoccupied with the wedding ceremony.

Basidia and its l'ollo\vr.rs can meet the adventurers
within Arauniyeoss vast cavern Complex. The sovereign
is too closely watched to slip away and meet them
before that. and it recommends that the characters
avoid contact with other myconids on their travels.
Basidia can use the extended rapport link to fix on the

characters‘ location. and promises to find them when
lhcy are near the center ilii-\raumycos.The v

'

then ends.

MYCONID MARCH
Shortly after the party receives B-asidi

warning. myconids and fungal creatures throughout
the Underdarlt fall under the intiuencc r>fZugglmoy's
spreading spores. making a slow and steady march
toward Arauniycos. their "queen's betrothed."
Thousands are on the move. anti the procession has a
bizarrely festive air. the fungi capering. dancing. and
skipping as they celebrate thc impending nuptial

That behavior alone is alarming enough. Howev
under the dernlm duet-it's influence. the niyconids
and other fungi release clouds of spores as they

move through the ttlnnels of the Underdark. Strange
perfumes and scents rill the air. The marching myconids
sow chaos as they move through the Undertlark. passing
around the Darklakn. Other intelligent Unflerdark
Creatures give: the procession a wide berth.

Characters making their way toward Arauniyms can
avoid much of the risk by following Basidia's advice and
staying away from the myennid march. If not. they run
the risk of falling under ziigginioys sway (see "Random
Encounters‘ in this chapter).

UNINVITEDEUEFS
The fungi of the Underzlark aren r the only ones on the
move.]uiblex the Faceless Lord has caught wind of

its rival Zuggztmog s intentions and mol:iili7ed an army
of oozes now making its way toward Araumycos. The
demon lord wants to slow Ztiggtnioys progress toward
her goal. More importantly. thougltjuiblexseeks the
opportunity to appear at the ceremony. either to thwart
its rivals intentions. take advantage of ./\rauniyeos’s
vulnerability.or both. Though Afaun‘iy(‘():t represents
the perfect mate to Ztiggtmoy._]uililex sees it only as a
living feast of tremendous proportions.

VVilh botlt forces on the move. nutbrcaks ofviolentze

between oozes and fungi become more common.
although the followersof Zuggtmoyoutnumber the
Faceless Lord's creatures.

mm
ARAUMVCOS: Gzuzlul. FEATURES

The domain ofmzumycos is a bizarre fungal realm in the
heart ofth: Underdark.

Light. Araurrlycos‘s tunnels and caverns are dimly lit by

phosphorescent fungi.
Terrain. Fungal lire fills the caverns and passageways

ll'l the region, with visitors literally walking upon and
within Araumycos upon entering its domainihe floor is

carpeted with thick mold and fungus, creatlrlg patches of
difficult terralrl throughout. in some tunnels and eaves,
fungi growths obstruct passage Characters either have

to (limb or hack their way through the fungal growth. in

other places, the fungus covering the floor is soft enough
that characters can sink into it with no warning. Use the
ouicksand rules in chapter 5, "Adventure Environments,"

ofthe Dungeon Master's Guide for such areas. Creatures
that fail to escape become food for Araumyccs.

tll\Pl[R ti. lllr rttlt- \l[fil)!\'G



ARAUMYCOS
Some forty miles southeast ofthe Darklake lies the vast
territory or Araumycos (see the Underdark overview
map in chapter 2).

RANDOM ENCOUNTERS
As the characters travel toward Araumycos. use the
Creature Encounters table in mi’ crltin rather than
the Creature Encounters table in chapter 2.

Once the characters enter Ar:nlmyt:t1s's territory, use
the Araumycos Encounters tahle instead ofthe random
enctrunter tables in chapter 2. VVhile the charactersart‘
in Araumyeoss domain, check for a random eneounter
twice per day: once while they are traveling. and again
while they are camper! or resting.

Cltenults ENCOUNTERS

dzo Encounter
1 Death tyrant

1—s Demons
7—x cnoll pack

9—1o sticks
1144 Myconid parade
15-12; oozes
19-20 Two-headedtrolls

AIAUMVCOS ENCOUNTERS

dzo Eneounter
145 No encounter

5-10 Fungi
11-14 Mold pit
'l5—l7 Mycorlid parade
is-20 oozes

DEATH TYRANT
Characters within 1 mile of the death tyrant's lair feel
as it they’re being watched even when they aren't. While
defending its cavernous lair. the tyrant avails itself ofits
lair actions.

Treasure. If the characters defeat the death tyrant,
they can plunder its hoard: 4d6 X 1,000 gp, 5d6 X 100
pp. 3d6 500 gp gems, and H6 magic items (determine
each one by rolling on Magic item Table c in chapter 8
of the Dungeon Mztstcfs Guide).

DEMONS
one or more demons encounter the party and attack.
Roll a dl2 and consult the Demons table to determine
what the characters meet.

DEM o N s
dzo Demons
1-2 2d4 barlguras

34 M4 chasmes
5—6 ld-1 hezrous
7—s 1d1oo rnanes

9—1o 1 nalfeslinee
1142 M4 vraelrs

CHAPTER in
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ceurs only while the characters are
traveling: otherwise, treat it as “no encounter."

The party happens upon a cave overgrown with fungi.
Roll a d6 and consult the Fungi table to determine what
special type oi fungi can be found here.

If this encounter takes place in Araumyros's domain,
an overabundance of fungi cover all of the other cave
exits, requiring the characters to hack or blast their way
through (or find a route amunrl).

FUNGI

as Fungi
1 ids gas spores
2 ids violet fungi

3—4 3d6 edible fungi (choose from the varieties in

“Fungi otthe Urlderdark" in chapter 1)

5—e ads exotic fungi’ (choose from the varieties in

“Furlgt orthe Urlderdavk" in chapter 2)

GNOLL PACK
A hunting paclt consisting ofone gnoll pack lord and
3136 gnolls has been driven into a frenzy by the presence
o|'Yeenoghu in the Underdark. The characters cant be
surprised by the gnolls. whose incessant cacltling gives
them away.

Giuc KS
A grick alpha and M4 + 2 gricks lair in a cave. They
spring out from hiding to attack any creature that
stumbles into their territory.

Mow Pl'r
One party member (determined randomly)steps on a pit
of soft mold hidden beneath a thin carpet of moss, and
sinks into it. The effect is identical to that of quicksand
(see chapter 5, "Adventure Environments," of the
Dungeon Master's Guide).

MYCONID Panama
The charactersstumble upon ld4 myconid adults, 2d6
myeonid sprouts, and one or more spare servants.
Roll a dB and consult the Spore Servants table to
determine what kind of spore servants are present.

SPORE SERVANTS

d8 spore servants
1-1 1d6 chuul spore servants (see appendix C)

3-4 ld6 drow spore servants 1d6 duergar spore
servants (see appendix C for both)

5.5 ldfi draw spore servants (see appendix C) and Ida
quaggoth spore semnts

7—8 ids hook horror spore serlnnts (see appendix C)

Subjects of Zuggtmoy. the myeonids and their spore
servants caper and dance madly to music onlythey can
hear. The myeonids insist that all other creatures they
meet join them, releasing a cloud of spores if anyone
refuses to do so. They can release this cloud once,
and any creature within 30 feet of one or more of the



mycnnlds when the cloud is released must sutztzeed
on a DC 11 Constitution saving throw or become
charmed. white charmed in this way. a creature can
do nothing other than dance and use its movement to
follow the rnytznnid parade. The creature can repeat
the saving throw at the end of each hour. ending thc
effect on lteclfon a success. Casting lesser restoration.
greater restoration, remove nurse. or similar magic on
a creature also ends the effect on it,

The mycoiiids and their spore servants attack only
it they're attached or prevented from continuing on
their march.

002155
The characters encounter one or more oozes. Roll a d4
and consult the oozes ttihle to determine what kinils of
oozes the characterscneounter,

Oozes
t:I4 Onzes

1 1 black pudding and ids gray ones
2 1 black pudding and hid ochre jellies
3 Jdé black puddings
4 2:34 gelatinous cubes

lf the encounter uttcurs en route to Araumycns.
the oozes are slithcring toward the giant fungus.
Otherwise. the oozes are feastitig on Araumycos itself.
in either event. the oozes fight only in selfdeiense.

Two—HcADr.1) '1'ttou.s
warped by DernogtJrg<>n'spresence: in the underdarlt.
these trolls have each grown a sr-cotid head. As part
of its Miiltiattack routine. a two—he:atled troll can make
a Bite attack as a bonus action on its turn. The party
encounters ld4 + l of these hungry Creaturrs. which
otherwise have the statistics of a normal troll.

ENTER THE GROOM
tn the time it takes the characters to reach Arauniycoss
caverns after receiving Basitlias message, Zuggtmoy
and her fungal entourage arrive at the site of thc
ceremony. near the center of those raverns, The
entourage includes htindreds of myconid adults
and mycunid sprouts. accnrnpanied by awakened
zurhhwoodsand bridesmaids of Zuggtmoy (both from
appendix C), as W(‘ll as ambulatory fungi sutzlt as violet
fungi and gas spores. Various spore serv nts fill out
Zuggtm0y's entourage (see the “Myconids entry of the
Monster Manual and appendix C of this adventure).

BAstn1A‘s A11)
As the characters approach the center otArauiny s
great cavtrn complex, Basidia mccts them with a small
detachment of loyal mycnnids. The tnyconid sovereign
explains that it ean infuse thc characters with rapport
spores and neutralized servitor spores. enabling them
to blend in with the fungal scrvitors accompanying
Zuggtmoy. The characters then have a few hours to
make their way to the center oiArauniycos's territory
whcrt-, Zuggtm0y's ritual is set to take place.

When they are sufficiently close to the epicenter of
the ritual. the characters will be able to enter rapport
with Arauinycos, Basi(lta'5 rapport spores lIl‘lp tat-iiitaie
the process. but Araumycoss sleeping niinii isn't In full
control of the defenses of its body, and might interpret
the characters‘ presence as an attack. Basicliti warns
the characters that they must he on their guard for a
reaction from the vast fungus.

Once the ehartit:ters have entered rapport. they must
seek out Araiimycoss sleeping mind and awaken it to
the danger it far Basidia doesn't know ifzuggtnioy
will become aware ofwhat the characters are doing. but
ifshe does. they will haw only a limited amount or time
before the demon queen tries to stop tht-m.

Oozt; Spnzs
On xplained the plan to the characters.
read the iollowingboxed text aloud to the players.

Even as the mycontd sovereign‘: thoughts fill your mind,

you become aware oia taint hissing and fizztng sound.
The rungus around you dissolves to a tonntess got: as
something mnves in the undergrowth to surround you!

A pair or regcnttrating black puddings. spies torpliiihh-x.
sllther through the undergrowth to attack the party.
The characters‘ myconid allies fall back front the fray.
desperate to protect sovereign Basidia and pleading
for the adventurers‘ aid through the telcpatliic rapport
they share.

Empowered hyluiotex. these regenc-rating black
puddings have an tntelligen oto t— 2) and the following
feature. which increases cach puddings challenge
rating to 5 (1.800 XP).

Regeneration.The pudding regains 10 hit points at the
start ofits turn. Ifthe pudding takes fir: damage. this trait
doesn't function at the start ofthe puddings next turn The
pudding dies only ifit starts its turn wtth 0 hit points and
doesn't regenerate.

ACROSS THE FUNGAL FIELDS‘
On the characters receive Bit dtas spores and
overeoincJuiblex. hlack pudding spies, they should set
out at once for the depths of Araurriyeos as the rapport
takes hold. Untortunatcly, they have no means of
assuring thn slumbering fungal entity of their intciitinns.
and the growing threat posed by Zuggtmciy and the
demon l0|'tlS has rousetl Araumycns's rlefenscs.

The pastel colors offungi transform the caverns you

pass through into softly glowing meadows. The floor IS

spongy, and the rnyconid spores are making you startto
feel druwsy—zt least, you hope that's what's behind this

strange sensation. Then you feel the ground beneath you

shift as something moves—a number ofa thick, spiky

terldvils bursting from the ground.

t,ll\l‘TtR in
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Two fungal creatures resembling otyughs rise up and
attack the characters. Created by Araumycos to perfectly
duplicate the abilities, traits. and actions of otyughs,
these creatures are plants rathcr than aberrations. They
attack until slain. whereupon each bursts into a cloud of
sweetsnielling spores as its body dissolves back into the
larger mass of fungi filling the cavern.

Read the following to the players when the final
creature is defeated.

The creature bursts like an overfull wineskin, releasinga
clear ichorand a cloud ordusty spores. The deflating bulk

ofits body slnks lraclr beneath the slllmrnerlngfungal field
where you stand. Your vision starts to swim. and you feel
dizzy and faint, your limbs are numb and your legs no
longersuppoit you.

A successful DC 13 Intelligence (Arrenn or Nature)
check confirms that the characters are in no physical
danger but are entering rapport with Araumycos.
The adventurers are paralyzed as the myconid sporcs
fully take effect. Even creatures immune to sleep and
paralysis are affected as the spores ep into mind and
body. The characters collapse hartnles. ly to the soft
surface of Araumycos. its fungus quickly spreading
across them as the rapport begins. When this happens,
Continue with "into the Gray Dream."

INTO THE GRAY DREAM
The rapport with Araumycos affects the adventurers like
an astralprojection spell, sending their astral bodies out
into the Astral Plane where Araumycoss vast, dreaming
mind resides. Their bodies remain unronscious in
suspended animation while they are projected into the
Astral Plane. Read the following aloud to the playcrs.

You are floating, weightless, adrift. A gray, silvery light

spreads around you litre the dawn oia cloudy day,

illuminating a peculiar realm. All oryou are floating in a
silvery haze that shimmers with swirls ofcolor. oblects
drift past in the distance, but whether they are small
stones or rocks the size of mountains, you can't say for

certain. vour moment of reverie is broken by the sound
of Basidia's voice in your mind. “lt beglrls."

The adventurers. now psychically linked with both the
myconidsovereign and Araumycos. arc aware ofthe
dcmon queen and her minions performing Zuggtnioys
demonic ritual.

(,HI\P'l'F|t tsi llll iitin vittmlxu

Through your link with Easidia, you sense that
Zugg'tmuy'swedding ceremony has begun. Reccivlng

the mycorlid's impressions, you become aware ore
huge crowd offungal creatures and spore serv.-irits—
hundreds. perhaps thousands ofthem—watchirlg as
a grotesque procession makes its way through them.
Mycoriids ofzll sizes caper madly before a troupe of
giant animated mushrooms, hearing a mossy litter
upon which sits the Demon Queen oirungi in all her
terrible splendor.

zuggimoy is draped and yelled in molds and rruiting
mushrooms woven into a grotesque gown. vaguely
humanoid figures set with clusters oflurninescent
lichen and tumescent fungal growths follow her like

bridesmaids, carrying a veil and train oflacy mycelta.

Stepping offthe litter as herfollowers set it down, the
Demon Queen of Fungi rises to tower above all the
creatures around her. “My betrothed,” she intories, the
meaning other words clear within the VlSIOI'I. “l am here
at last."

THE MIND or ARAUMYCOS
Navigatingon the Astral Plane is largelya matter of
thought and perception. The characters feel a psychic
"pull" in the right direction as they seek out the
consciousness ofArz-iumycos with their own minds. A
creature ll .5 through the Astral Plane at a speed in
feet equal to 3 X its Intelligence score, but a feeling of
timelessness on the plane makes it difficult tojudge the
length otthe journey.

The characters‘ thoughts draw them toward a distanc
floating object. It appears to be a hemisphere. until
its slow rotation reveals its true form: a giant skull
missing its jawbone. formed out of some kind of pale
rock. As the characters draw closer, the skull rcveals
itself to be the size ofa small mountain. Its surface is
covered in lichens and broad patches of mold, the colors
resembling those ofAraumycns on the Material Plane.

Through the empty eye sockets of the skull, the
adventurers can see that its interior is hollowand filled
with a bewildering variety nfgianl fungi. Tendrils and
growths extend outward. twining together to form a
mass suspended in the middle of the open space—a
brain-shaped fungus the size ofa castle.

The closer the characters come to the floating
skull, the more strongly they feel a presence—the
mind of Araumycos, to which they are linked. That
consciousness is largclyunaware of them. lulled by the
insidious intiuenrc or ziiggtmoys spares and unable to
resist the demon queen's presence.



WEDDING CRAs1gEgzs

when any character enters the skull or touches its
surface, rhe mind ofAraumycos stirs—and the Demon
Queen of Fungi senses it. Read the following to the
players as Zuggtnioyuses the connection of the rapport
spores to push into Araumycoss mind.

“Who dares?" a voice shouts in your mind. “Who dares
disturb my intended nuptials?" spores and terldrils erupt
from the surface ofthe skull. coalescingherore your eyes
into the image oithe Demon Queen of Fungi, her dead
eyesglaring with inhuman fury.

Zuggtmoyprojects her psychic presence to confront
the characters, while at the same time maintaining
limited control over her material form. She intends to
complete the ritual necessary to grant her full power
over Araumycos. needing only to delay or destroy the
intruders in order to succeed. The split in the Demon
Queen's attention works in their favor, as Zuggtmoy‘s
demonic rivaljuiblex chooses that moment to launch its
attack and claim Araumycos for its own.

Before Zuggtmoy acts against the adventurers. the
demon queen is distr‘ ted, turning away to glance at
something they can't see. She hisscs the name “]uiblcx"
like a curse. rhen recoils as ifstrtlck. Hcr image
then vanishes.

THE SLEEPER WAKES
As the psychic din awakensAraumycos rrorn its
trance, the shimmering colors piercing the silver or
the Astral Plane flare even brighter. The following
round. Araumycos enters into full rapport with the
characters and their myconid allies. The entity reveals
that Zuggtmoy has already infccted its mind with her
demonic influcncc, which Araumycos can feel growing
in strength. It's only a matter of time before it falls
to the demon queen‘: will. Focused but [C(1rf“l4 the
entity asks the adventurers to cut out and destroy the
diseased part of its mind before it's too late.

The characters are guided to the far side of the
suspended fungus cluster inside: the skull, where id tlnrlt
mass is spreading. The rirst time any character comes
within 20 feet ofthe dark mass, it erupts with the effect
of an Evarzfs black tentacles spell. The iltlerterl area
otAraumycos's mind has At: 13, 100 hit points, and
vulnerability to necrotic and psychic damage.

When the infected area tirst takcs damage, Zuggtinoy
senses it and turns her attention away fromjuihlex in
an attempt to stop the characters. As she exerts her
will over Aranmycos. a burst of spores spreads out in
a cloud from the infected area. Any creature within 20
foot of thc infcctod area must make a successful DC 19
Constitution saving throw or take 3do poison damage
and become poisoncd. Whilc poisoncd in this way. the
creature takes 3tl6 poison damage at the stan of each
of its turns. A poisoned creature can rcpcat thc aving
throw on web of its turns. cnding thc cffcct on e lfon
8 SLICCCSS.

As the characters destroy more of the infected area,
the View beyond the bounds of the skull chamber
begins to darken. When the area reaches 0 hit points.
a powerful psychic wind howls through the area. Each
character must make a successful DC 15 Intelligence
saving throw to avoid the mental effect ofa psychicwind
(see "The Astral Plane" in chapter 2 of the Dungeon
Master's Guide). This psychicwind has no location
effect. as the rapport ends thereafter and the characters
awaken back in their physical bodies, Physical damage
and ongoing efiects suficrcd by their astral forms aren't
carried over to the characters‘ physical bodies.

LET THEM SPEAK Now
lithe characters free Araumycos from Zuggtmoy's
influence, they weaken the power of the Demon Queen
of Fungi, raially distracting her. With the loss ofmany
ol her fungal minions and the amount of power she has
expended to perform her ritual, Zuggtmoy is weakened
to the point tllaljuihlex overwhelms hcr. dcstruying and
consuming her material form and casting hcr essence
back into the Abyss.

Characters reduced to 0 hit points in the battle on
the Astral Plane are catapulted back to their bodies on
the Material Plane. Their rapport with Araumyros is
broken, and they are helpless to intervene further in the
cclnflict going on within the entity's mind. You can have
a group of oozes or spore servants from the Arauinycos
Encounters table appear in the cavern where the
adventurers entered into rapport with Araumycos, so
that characters shunted out of that rapport can defend
their compatriots‘ helpless bodies while the tight
continues.

if all the characters are defeated on the Astral Plane,
the awakened Araumycos remains conscious enough to
resist Zuggtmoywith a final cffort. sufficient to distract
the Demon Queen or Fungi and thereby allowingJuiblcx
to overwhelm her. In any eventl the characters can hear
the battle betweenjuitilt-x and Zuggtmoyunfolding in
the ritual cavernjusta few minutes ahead of them.

RETREAT!
If the adventurers retreat from the sounds of battle,
they b£ll'Cly cscapc from a partial collapse of their
local . ction ofAraumycos's cavern complex. They
r-.. h d ofn small horde orzuggtmeys minions,
which are had by falling rock that also scals
oi? the rllaractcrs ‘cape routc. Basiclia and some
of the tnycouitl rebels survive. and will accompany
the adventurers out of Araumycoss caverns before
returning to NeverlightGrove to root out any remainder
otihe demon queen's inrestaiitni.

To BATTLE!
If the adventurers head toward the battle between the
two demon lords after awakening from their rapport.
they arrlvejust in time to ,

- tht- grtm:squt- display of
the Faceless Lord slurping up the defeated zuggtmoy
into the mass or its body. envelopingand dissolving her
before turning its attention toward the newcomers.

ti-i \l‘TF§t li.
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FIGHTING THE
FAcELEss LORD
Under normal circumsIances,]uiblex (see appendix
D) would he an overwhelming roe. Fortunately for thc
adventurers. the Faceless Lord's battle with Zuggtmoy
has weakened it, The characters might also have aid
from allies. the newly freed mycnni and Araumycos
in overcoming the demon lord.

Apply the tollowingpenalties tojuihlex:
its current hit points are 200.
It has no more uses of LegendaryResistance tor the day.
lts Eject Slime action has been used and
must recharge.
it has no lair actions or regional effects.
Bastdia rallies thirty myconid adults and thirt_v»two

drow spore servants (see appendix C) to tight alongside
the characters. Thclr attacks are lnrapable of harming
juiblcx. However, as they swurln around the demon
lordi one time per round (as agreed upon by the players).
a character who would be hit by all attack can have a
myconid or a spore servant hit by the attack instead.
The myconids can also fight off oozes, allowing the
adventurers to focus their attention on the demon lnrtl.

If the adventurers freed it from Zuggttnoys influence.
Araumycos aids them hy rt-leasingspores into the
cavern, granting all living creatures in the area
immunity to poison damage and the poisoned condition.

VICTORY 0R DEFEAT
The characters might overcome two demon lords if
they are successful in this chapter. lrthey fail. terrible
consequences unfold for the tnyconitls and other
creatures of the Untlerdark, though thc adventurers
will get another chance to take the fight to Zttggtmoy.
Jttiblex. and all the other demon lords in chapter 17.

EscAI>IIgG DEFEAT
It the charztt we lose their battle agninstjuiblex. their
best hope lies in Vizeran DeVlr's ritual. In the wtIrst—

case scenario whcrc one or more heroes fall in the fight
against the Faceless Lord. their allies might be able
to carry them to safety so that they um be healed or
restored to life.

If the adventurers flcc from juiblex. (l'l(‘ demon lord
pursues them. Howt-ver. Arautnyoos (or its death throes)
triggers a cave-ln. allowing deteated rharacters to harely
est:ape.Juihlex tllen turns its attention to feeding on
Aritumycos and is one of the demon lnrtls drawn into
batik‘ by Vizeran's ritual in chapter 17.

ACHIEVINGVICTORY
If the adventurers succeed. they achieve a great victory
with two demon lords banished back to the Ahyss. Thr
crcatures untler the demon lords influence eventually
return to normal. Neither Zuggtmoynorjuiblex is truly
destroyed. howe er. ach demon lord rcftlrms on its
layer ofthe Abyss. nL‘\’(‘l‘ forgetting thttstt responsible for
it. defeat.

(HAPTER It. Till’ it no \lLLll'll\(r

The elimination of the Demon Queen of Fungi wins
the adventurers the eternal gratitude of the surviving
rnycunids ofNeverlight Grove. Basidia quickly assumes
leadership ofthe grove. taking steps to heal the minds
of those myconids afflicted by demonic corruption. The
rnyeonidsalso declare their intention to cleanse their
home of zttggtntoys lingering influence.

The removal ofjuiblex from the Unclerdarkcauses
most oozes and related creatures to revert to their
normal state. lfthe Pudding King survived this long.
he retreats to Blingdenstone. but it's zt far easier matter
for the deep gnomes [0 deal with him and his oozing
minions withoutJuihlex around.

DEVELOPMENTS
Even if Araumycos survives. its fate is unclear. The
entity's mind has clearly been damaged hy bath
the necessity of cutting aw Iits corruption antl the
bulfe ng force of the p. chit: wind that followed. Basitlizt
and the myronids offer to meld with Araumycos to try
to heal it and guide it back to whulcncss. Though not as
serious as death, the trauma still causes a sign" ‘ ant
amount of fungal die—offin areas of the creatures
domain. potentially uncovering lost ruins or other
hidden sites.

In add on to possible victory over one or two demon
lords. the adventurers receive one last bequest from
the mind otAraumycos. A putt of rapport spores or a
lingcring psychic connection intornts them of one or
more of the secrets of the Underdark gathered during
the entity‘s vast existence. lfyou want to provide
the players with any remaining information about
virtually anything in the adventure. this is an excellent
opportunity to do so.

TREASURE
in addition to (or instead or) providing information to
the adventurers. the last connection to the surviving
Araumycos can bestow a charm of heroism to all the
player characters (see "Other Rewards" in chapter 7 of
the Duméeon Master's Guide).

Additionally. the thirteen tlmmask mushrooms on the
list of required components that Vizeran needs to create
his dark llearl talisman (see chapter 12) can he found in
the aftermath of the failed wedding Ceremony. sprouting
In locations touched by zuggnnoy orjuiblcx.

if the characters didn't collect trac -s of VecrtoghII's
blood from the fallen gorlstro in chapter 14. any
sucr ssrttl weapon attack against juiblex in this
chapter leaves traces of the Faceless Lord's blood on a
characters weapon. Collecting thls blood lot‘ Vizcran
Devir provides another cumponcnt he needs to craft his
dark heart talisman.

XP AWARDS
_

If the characters rid Araumyco mind of its demnnit:
infection. award each of them 2.000 XP, if the party
delivers to Vizeran all of the components he needs to
Craft his dark hear! talisman, award each character an
atlditional 2.500 XP.



CHAPTER 17: AGAINST THE DEMON LORDS
In (hr rulmtnatictn of Cu! U/lI1E‘Al)_K'Ss. the heme:
tmp1r‘,tnent\'izcrantacvtrs .cttentc to takr on the
dvnmn lords. 1 he ttrcttrrtages ritual dr2I\~.~ the demon
Iortls tttgetlxer [0 fight H) the ttentttr t Hung Demogorgon
\‘t4‘\<)\’muS bu[VVC£Ik{’l¥r'<1t'ISlh€ftd\‘Cnt|tr€r§ lace off
étgillnst the Ertntze nt Dr=mons. E En uuundettl and
V\‘K';tkt‘l\Ed. thotlgh. Drtnngorgon is 21 trgendary toe. and
the fate nf the Un(‘1(‘l‘dLu'k -.tnt:t all FEIKTCIII rests on tttr
tntrrtttnret-s" nnnt httllle.

READYING THE PLAN
Ott-r lhr t-ttut-se ot’vhetr;tt1\entttrcs.the t’lILlraCtCr$1]flVC
cnlk-t-tt-tl the COlUDOl'V(‘l\(>1\&P(1Ed[O t, ,, Ir the talisman
rtt H1!‘ Kittlller ot’\'i7r‘r:tn Dr\'ir's 5Lln1t11(7\"HIIg rttual:

. The intavt ttntt unlxrtichrd egg of -.1 purpk‘ \\'(H'm ttrtnn
the warm h2IlL‘l\t‘ry tn chapter 1.5)

H10 crntrztl eye ofrt hrhulrler (from Karaztkur tn the
Vast Obltviutn tn E‘hapIl‘l' 13, or some 0(ht‘I murc 5).

Stx fcathe mm stx dtffrrmttat\ge1s(frtwm the petri—

fintt angrls. tn thc LRb_\l'IrI|1I tn chaptCr14)
Thc tmnrt of R g(It'tstr() (frotlt the d£‘mt)n slain by
\‘t-,enngtnt Ifl cttttptt-r 14)

Thirteen timmrts . sprouted from the footprint ofa
greater demon (fmm Ar:tItm_\‘cas'< L';1\.(‘n‘t in chapter
16. or elsewhcrc)
Grtttnph Bacrtrt=’< ;.1rIn'tnir€(f1‘0m snrtrre
tn t-ttapte-r I5)

A feV\ drops at hhmrl or |ChDI' from H dt'l\’mn lord (front
Yeenoglttfsb£X\'|14‘WIlh the gortstrn In t hztpler 14‘ or
tmtn ttghttngtttttrtrx in cttaprct th)
>\fl(:r vtternn Dr\'ir um these COm[Jt)nt'ntstn t reatr

fht‘ lZ|1i>nI(ln kn0\’Vt1 us the dark h{‘.’<H'I tn tlrztvt forth
thz‘ exiled demon lnrtls [mm across the U!\(lPf(1fll‘k.l'I(‘

mtperts the ad\'EntuI’t*t'a to plant it tn Vtt-rtmlxermttzan.
Having learned trnrn Vtzeratfs apprvntitw t;ran UUSSIH

at the arcltntztgztfs .~:N'rrlgot1t to svc rht‘ (‘1t_\ dc‘Stt'(t}'r‘d.
the l‘hdI'aC[(‘I‘Smtght drvide to plE\C(‘ lhr- t. rk heart
talisman ctlsvwhere. determintng the battlefield for lhetr
cottfruntatmn wtlh the demon lnrds (see "LP! ’|'hi~' Br‘

Their Bztttlelh-ltl").

ENACTING THE PLAN
onte the dark heart .5 in ntncer [ht rituéll (‘MI hegan.
Thv iI(lV€‘nlurEr5 and then allies take up n ptmtmrt not
an trnrn the dark hratrt. close [0 whI‘rt' thv tlflnuns wttt

npnrar Where Cxzlkitl) depends on the plzlrfltlelll ofrhr‘
tztlisman and (hf a(I\'Pltturt‘rs'own(:tr*tt<*sttn(lp1anS.
They can usc n wnr1tn,g spell to stgttnt met-an to btgtn
the rttttat onnt hr‘ tttttsrnan i< tn pt;|<‘t‘.(HI1mIf‘0fth('
Charactcrs II I asl aendtng. \'m-rnn tan prn\'tdt' the
spell on n spelI,~r,ra]l). —

.



OPYIONI THE LESSER or Two EvlLs
lfyou want to pose a moral dilemma ter the characters,
have Vizeran tell them that the ritual needs a final
component, to be delivered while it is performed:the
sacnfice ofan innocent sentient being, whose blood
will fuel and activate the rituals fiendish magic. Will the
adventurers willingly sacrifice one life to stop the demon
lords from threatening the Underdarkand the whole
of Faerl”m>

This kind of moral dilemma (an add significantdrama
to the story. However. it can aiso be played out as a red
l'ierring—by having it be something vizeran asks for even
though it's not necessary. The drow archmage might be
testing the characters to see how far they'll go, or he could
be afflicted with madness that makes him believe such a
sacrifice is neressary even though it isn't.

A zharazter (an figure out the truth with a DC 20
lntelllgence (Arcana) check, or by consulting Crrotnph
Baenre's grimoire (see chapter 15). Alternatively, Grin
Ousstyl can tell the characters the truth. enraging his
master as a result.

 r
Vizeran (assistcd by Grin if the apprentice i

available), performs the complex ritual in the sanctum
of his tower. The ritual causes the dark heart to radiate
a summons throughout the Underdark using the
faerzress—an irresistible call drawing the demons
toward it. When the ritual reaches its conclusion at the
end of nine hours. portals oi" faerzress form. All the

Ci'i\l‘Tl'K l7 i’\4]i\l\:l lHt iirmw l()RIJ>

Snvmc Bznmo
One or more ofthe characters might choose to stay with
Vizeran during the nine—hour periormaneeofthe ritual.
whetherto guard against treachery orto reclaim Crrompl'i's
grirnolre once the ritual is done. llthis is the ease. you
can add some actron for those who remain behind by
having a small number ofthe demons summoned by

the ritual attracted to the site ofthe ritual rather than the
location of the dark hem talisman. Alternatively, agents of
ouenthel Baenre or larlaxle can attack Ara] when the ritual
is complete, wanting to silenee Vizeran petere he can reveal
what he knows about Gmmph Baenre (see chapter l5).

Vlzeran might also learn picrin oilsstylls betrayal of
information to the adventurers,and choose to eliminate
him immediately after has served his purpose in assisting
with the ritual,This might lead some charactershack to Aral

to aid the drow apprentice,

 r
demons and demon lords in the Underdark are drawn
through those portals. appearing together in the area
around the dark heart talisman.

Enraged by being forcibly summoned yet again by a
ritual. the demons fly into a frenzy once they see each
other. beginning a battle to the death. As each demons
material form is dcstroycd, its F nae ‘s hanished back
into the Abyss. The task of the adventure _ to be close
at hand but not get caught up in the battle until one
tit-rnon lord is leit standing, weakened and spent from
the conflict. That becomes the adventurers‘ cue to attack
and destroy the last demon lord. banishing it to the
Abyss if they succeed.

LET THIS BE THEIR BATTLEFIELD
The players can choose where their characters confront
the demon lords by deciding where to set the dark
he-an talisman. Vizeran's preference is anywhere in
Menzoberranzzm.because he wants all drow to see the
poisoned fruits of their misplaced worship of Lollh.
However. from what Grin Ousstyl tells them in chapter
l5. the adventurers should learn that the talisman can
be platted in any lucatlorl.

Wherever the players decide to place the talisman.
their ttharztrzters must travel to that location while
vizerari makes his ririal preparations for the ritual.
Given their experiences in the Underdark, the
adventurers should be able [0 think ofa number of
likely sires tor the final battle. A few likely options are
discussed here.

ARAUMYCOS
At the center of the network of caves and passages
inhabited by Araumycns, the cavern where _|uiblex and
Zugglmoybattled in chapter lo is a good potential
site. lithe Vasl tungal colony is already dead or badly
damaged by its abuse at Zuggtmoy's hands, it's in no
position to object. Otherwise, it opposes becoming a
battlefield nut nfa sense otselrpreservatidn.Unleashing
the demons within Araumycos does considerable
damage to the fungal colony, but doesn't destroy it.
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BROKEN HEART

lithe characters lose or destroy the dark heart, they either
have to go through the process of gathering the necessary
components to make a replacement, or abandon Vizerari's
plan. See “Loose Threads” later in this chapter for ideas
about what to do lithe plan never gets oifthe ground.

NEVERLIGHT GROVE
If the rharacters inform the myconids of their need for a
place to stage a daring last battle, Sovereign Basidia or
another myconid representative might ofler Neverlight
Grove. The ranks of the myconids have been decimated
by Zuggtmoys depredations and the fetid wedding. and
many rear their beloved caverns are corrupted. They are
wi ing to seek a new home (perhaps in the caverns of
Araumycos)and grateful enough to the heroes that they
will sacrifice their old home to help them.

SLOOELUDOP
The ruins of the kuo—toa settlement (see chapter 3) could
become the site of the final fight against the demon
lords. Shuushar the Awakened can be convinced to help
evacuate the remaining inhabitants if asked. The nearby
Darl-(lake creates its own challenges. particularly given
the presence ofixitxachitl loyal to Demogorgon.

ARAJ
Characters looking to double-cross Vizeran —or those
with a sense of poetic justice —might hide the dark
heart somewhere in the draw archmages tower or
the surrounding cavern. This reduces the number of
bystanders, contains the demons and their battle, and
ensures Vizerans enmity.

7C0NFR0l~_I_TING:I'HE DEMO>N_ LoRD§___

The demon lords ar some of the most powerful foes a
party or adventurers could face. indeed, any one or them
at full strength could wipe out a group of 15Il'l-level
characters with ease. Fortunately for the heroes, the
goal of Vizeran's plan isn't to fight multiple demon
lords, but [0 turn them against each other. With the
right combination of preparation. timing. and execution,
the characters set the trap that Vizeran sprin ~ with
his ritual—and hope whichever demon lord survives is
weakened enough for them to destroy it.

ALLIED FORCES
Vizeran is needed in perterrri the ritual. placing him
far from the battle and leaving him with three levels of
exhaustion (see appendix A or the Player's Handbook)
unce the ritual is Completed. He is thus unwilling to aid
the characters during the fight. The archm-age prefers
to keep Cirin Ousstyl to assist him. so the draw mage is
likewise unable to assist. However. the adventurers have
a number or other allies willing to light alongside them
in this last battle.

Most Of the heroes’ allies are oflirniled use against
the demon lcirds—creaturesimmune to many forms
of attack, including riiinmagicalweapons. Rather than
dealing with the ineffectual attacks of allies or a duzen
or more additional actions each round. give characters
backed up by a group otallies the tullowingbenefits.

OPTION: ]iMuut’s Lasr GAMBLE

lrthe adventurers need some extra help in their epic final
battle at the end ofthe campaign, eonsiderthe following
option involving limiar, the deep gnome gambler they met
in the draw slave pen in chapter 1 etthe adventure.

“iimiar" isri’t at all who he appears, He is, in fact, a god

or other great power in disguise_er the chosen ersueh a
power—and has been watchingthe heroes since their first

encounter in Velkyrivelve. His reasons tor doing this are
his own, but when push comes to shove, he can give the
heroes some help in overcomingthe demon lords.

At an cppnmme moment. limjar shows up (even returning
from death ifhe appearedto perish earlier in the adventure)
and gives the characters a vote ofenceuragemerit,telling
Lllem. “I bet you can do this." Each character gains inspiration
and a blessing ofwaundclaxwz (see “Other Rewards" in
chapter 7 ofthe Dungeon Master’; Guide). iiiniar disappears
afterward, potentially putting in one last appearanceat the
end ofthe adventure to hint as to his true nature before
vanishing into the undeidark.

Who is iiniiai really? That depends on yourcharacters arid
the campaign, but one ofthe characters‘ patron deities IS ‘

a good possibility, He might also be a gncrnish ged surh l

as Carl Gllttetgold or Callarduran Srrioathhands,known
trickster: and shapeshiiters. and foes ofdemcris and their
ilk. The more irnponaritthing is that he serves as a "lucky
charm" iorthe characterswhen they need him. This option
works particularly well lftlie adventurershave been kind to
the sometimes annoying deep gnome overthe course ofthe

;

rarnpaign, earning his respect and gratitude.

Healing Support. A character regains zcle hit points
at the end of each of his or her turns. provided the
character has at least 1 hit point remaining.

Tactical Losses. Once each round, when a player
character would be hit by an attack. a supporting ally is
hit by the attack instead. The adventurers can use this
option ten times before their allie. are too wczikelled or
depleted to provide assistance

HEROIC SACRIFICE
Players should never have to think about sacrificing their
characters. but you should be prepared for the possibility
of one or more or the heroes giving up their lives in
order to defeat the evil that has arisen in the Unclerdark.
It's up to you how to handle such a highslakcsevent,
but consider lreuiirlg it as an extreme variation of
"Success at a Cost" from chapter 8 of the Dungeon
Master's Guide. At the very least. a player deliberately
sacrificing his or her character's life in a final. selfless
heroic effort the antithesis of the selfishness and evil
of the Ahy should grant all the character's allies
inspiration. The sacrifice might not be enough to win
the day on its own, but it can help turn the tide.

4H\l‘TER l7 .xr..uxsr'llil l.'FMO.\ Loltns



RAGE or DEMONS
Once the dark heart talisman is placed and the
characters signal Viz€ran4 theres no turning back.

The waiting ls the hard part. Time seems to drag as you
remain alert, weapons drawn, every nerve singing with

thetension in the air all around you.
Finally, a swirling light begins to flare in the darkness.

A oareiy audible humming shakes you to the core, rising

and falling like a vast heartbeat in the depths. The glow

otjoerzress gathers and brightens, creating swirling pools
like holes turn in the air. A roar sounds from faraway as
shadows move in the depths orthose pools orlight. The

demons are Coming.

The deuion lords described in appendix D ottiiis
adventure all appear in the final iiattio. with the
toiiowingexceptions;

If Fraz-Url.)'luu was not sent back to the Abyss in chap—

ter 9, his geinsione is liurled into the fray by vizerans
ritual. Unless the characters retrieve it. another
demon lnrtl steps on the gem, destroys it. and sends
Fraz—Urb'luu's spirit back to the Abyss
Hjuiblex and Zuggtmoywcrt‘ sent back to the Abyss
in earlier parts of thc advcnturc. they are not present.
Baphoinet and Yecnoghu are ' bsent ifthe char-
acters activated !l'I(‘lVl£i7l‘ Engine (Sfifil'hap1P,t‘ 14)
and the 81 100 result on the Maze Engine Effects
tablc came up.
Numerous other demons also poor through the

portals. For a brief moment. all oithc demons and
demon lords are disorientcd as they attempt to get their
bearings after being pulled across the Undcrdark. Then
as their gazes fall upon mach other. they roar, bellow,
or shrick with ri hatred too deep for mortals to truly
comprchcnd. and the terrible battle begins,

‘
OPYIONI Puvmn Our me Bran:
Ratherthan focusing on the adventurers bidingtttelr time
and dealing with the fallout ofthe titanic battle between
the demon lords, you can shift torus for this part ofthe
adventure. consider having the players take control ofthe
various demon lords trorn appendix D, then play outthe
contlict between them.

Assign each player an available demon lord, or allow
players to choose one demon lord to control during the
battle You manage any orthe remainingdemon lords If

there aren't enough demon lords tur all the players, you
can use bzlors or other powerful demons to round out
their numbers.

The players control the demons in their battle to the
death, with the only restriction being that they can't
withdraw from the combat. Btieftactical retreats are
permissible, but Vizeran’s ritual has filled the demon lords
with the rage to do battle.

The demonic victor oftliis battle, its hit points and
other resources sufficiently depleted, is the foe that the
adventurers must overcome in the final confrontation

 y
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Ideally, the adventurers and their allies remain hidden
from the battling dcmons, letting them fight it out
among themselves. Still. there are challenges for the
characters to overcome as they wait. Feel free. to include
as many ofthe following as you wish while narrating the ;

strugglc between the demon lords and their minions,
keeping in mind that the characters will have no time
for even a short rest before taking on the main challenge
of this cncounter—a fight with the sole remaining
demon lord.

DEMON SORTIE
Rampaging lcsscr demons discover one or more of the
characters where they wait out the battle, attacking at
once. Roll 2: d4 to deieriiiine the demons involved.

DEMON Sormz FORCE
d4 Demon sortie

4 barlguras
4 cliasmes
1 hexrous

ei.irsi_.

3 vrocks

DEMON Tm]-:14‘
Ari invisible quasit tries to steal a small, valuable item
from a party member. The target must succeed on zi DC
13 Wisdom (Perception) check to notice the theft as it

happens. On a failed check, the quasit makes off with
the item undetected. You can makc the search for the
item a loose thread for the conclusion oftlie atlveiiture.
Alternatively. have the qiiasit killed during the battle.
with the stolen itcm turning up in the aftermath.

ENDANGERED ALLIES
ltaiiy of tiie player characters‘ allies are accompanying
them, a demon sortie (see above) attacks the NPCs. The
characters must decide whether or not to break (‘over to
aid their allies against the demons. lfthey do. another
demon sortie attacks them had rounds later.

Nun Miss
The battle between the demon lords shifts dangerously
close to the characters. Roll a (16 and consult the Near
Miss table to determine the result.

Nun Miss
d6 Event
l—Z Explosion. Each creature within 20 feet ofa point you

choose must make a DC 73 Dexterity saving throw.

On a Failure, the creature takes his fire damage, or
halfas much damage on a success,

34 Flying Debris. Each creature within 30 feet ofa point
you choose must make a DC 13 Dexterity saving throw.
taking me bludgeorilng damage and falling prone
on 2 failure

so close call. A character you choose must make a

successful DC 13 Dexterity saving throw to dodge a

stray attack. on a failed save, the character takes 3d6

oludgeoning damage.
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THREATENED BYSTANDERS
Ifthe battle takes place in a populated area such as
Menzoberranzan, the characters spot bystanders under
attack by lesser demons that prefer [0 take on easy prey
rather than fighting against their own kind. A dozen
dretches cir inane.-i (50 percent chance of either) attack.
killing and consuming their mortal victims unless the
adventurers intervene.

AGAINST DEMOGORGON
After running any events you wish from “The Battle,"
the struggle between the demon lords comes to an end
as Demogorgonproves why he is known as the Prince
of Demons.

The sounds oflzattle hnatly die away, the ground before

you stained black and red with demonic blood and ichor.

In the terrible grip or Demogorgon. even the mighty

Orcus iooks almost small. Tentacles hold the Demon
Prince of undeath in a crushing grip, slithering across
the maggot-riddled flesh ofthe horned demon. as they
tighten inexorably. A strangled gasp issues from the
demon lord's throat as a horriiic crunching sound echoes
throughout the cavern and his skull-topped wand clatters

onto the floor.

Derrlogorgon casts aside the lirnp form, which melts

away as orcus returns to the Abyss that spawned him. The

Prince of Demons throws back his two heads and roars
his triumph. As he does, his nearer head turns, burning

eyes raking across the battlefield. Filled with bloodlust and

battle rage, the demon lord searches for another target.

Determine the characters’ starting positions based on
their actions during the battle. Demegorgon should he at
least 80 feet away from them initially. unless the players
specifically stated they were remaining isle. e to the
demon lord.

Demogorgon has been wounded during the fight.
giving the characters an edge in the battle to come.
Apply the following penalties to the Dernogorgon stat
block in appendix D:

Deruogorgnnhas 290 hit points rcniiiining and can't
regain hit points due to the disruptive nature of
Vizeran's faerzress—emp0wcrt‘.d ritual.
He has only one use ofl.egendaryResistance remain‘
ing for the day.
His fecblemind innate spell is expended, as are all but

one use each of dispel nlagic. fear, and telekincsis.
With all the other demon lords banished hack to
the Abyss, Demogorgonbecomes the locus of the
disruptive power 0fVizi:ran'Sritual. This imposes
a —5 penalry to his attack rolls. ability cheeks. and
saving throws.
Even in his weakened state. the demon lord remains

a terrifying opponent. attacking the adventurers in u
howling iury as battle is joined.

4
Anzimnlvz Sttowoov/N
lrycu prefer, a demon lord other than Derrlogorgori could
be the victor ofthe demonic showdownand the final
foe ofthe campaign. This is panicularly appropriate if
the adventurers earned the ire ofa specific demon lord
during the adventure (including lulblex orYeenoghu),
Alternatively, one or more ofthe characters‘ backgrounds
might be tied to a particulardemon lord.

<
WAND or ORCUS
When Orcus is defeated. he drops the Wand ofOrcus
(see chapter 7 of the Dungeon Masters Guide). which
falls to the ground. A party member can try to grab the
wand before Dcmugorgun seires it as a rruphy, but any
such theft draws the attention and ire of the Prince
of Demons. Angry at its master's defeat. the Wand 01'

Drcus tries to atrune itself to the first willing creature
other than Dcmogorgon that touches it, The attuneinent
is instantaneous, allowing the wand's properties to be
used during the battle.

DESTROYING DEM‘O_GORGOI~{

lfthe characters reduce the Prince of Demons to
0 hit points. they disrupt and destroy his material
form. Shrieking and gibheriug, the Print-.t' I>iDem0ns
disintegrates as his foul essence is cast back into the
Abyss. ending the demonic threat to the Underdark.

If the characters fail to destroy Demugorgon, see
"Demon Lords Triumphant."

Loose THREADS
The conclusion of our cifthe Abyss can be relatively
quick and straightforward ilvizerarrs scheme is
successful and the heroes are victorious.The survivors
of the battle against the demon lords can make their
way out ofthe Underdark to report to a grateful alliance
of surface—worltl I’ lions that the threat is ended.

Major loose threads left hanging at the end ofthe final
battle include the following.

GlzoMl>H’s glumomli
After recovering Gromph Baenres grimoire from
Snrcere in chapter 15, the characters might think about
what to do with the dark tome once the threat oflhe
rlemon lords is ended. The knowledge and power the
book represcnts are: dangerous in anyont'.'s hands—
especially Vizeran DeVir's. given what the characters
know of him, However, the draw nrchmage doesn't give
up the grirnuire willingly.

Finding a means to get rid ofGromph's grimoire once
and for all tioilltl he the basis for continued adventures,
perhaps even leading characters into the Abyss (see "Into
the Dcrnonweh Pits"). Alternatively, if you arrange for the
book tn be stolen from Vizeran before the characters can
deal with it. they might need tn recover it to ensure its
powers are never misused again.

Ifyou prefer to tie up loose ends concerning the
grimoire, you can havt: it banished into the /\byss along
with the demon lords. lt mighi be reclaimed by Lolth or

Iii \l‘l l H iv l
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lost somewhere within the infinite depths of that plane.
at least until it resurfaces again.

LINGERING EVIL
One or more of the demon lords might remain in the
Underdark or on the Material Plane by the end of the
campaign, havingmanaged to avoid being drawn into
Vizeran's trap. Graz'zt is a good possibility. In this case.
a continuingcampaign might be necessary for the high»
level heroes to acquire the resources they need to take on
any remaining demon lords, since the trick with the dark
heart isn't going to worka second time.

The characters’ continuing adventures could involve
further cooperation with Vizeran DeVir (ifhc survives)
or delvingdeeper into the Underdark for legendary
weapons or magic. The characters might even venture
out into the other planes of existence with the aid of
Araumycos or the librarians of Crravenhollow, seeking
allies, lore, and resources to combat the demon lords
and return them to the Abyss.

INTO THE DEMONWEF Plrs
Ambitiousadventurers might decide to take the fight to
Lolth. seeking to punish her for what she unleashed on
the Matcrial Plane and to undo whatever her scheme
might have gained her. Vizeran will be inclined to help
them find a way to reach the Dernonweb (Lolth's layer of
the Abyss). since the drow archmage hates the Demon
Queen of Spiders and her subjugation ofl-iis race.

As they travel through the Abyss. the characters
might discover that the demon lords they defeated in the
Underdark are potential allies in this new quest. Those
demon lords want their own revenge upon Lolth for her
scheme, and it might suit their mad whims to use the
adventurers as their agents to achieve it.

If and when the characters confront Lolth. they find
her pregnant and surrounded by thousands of eggs—her
unborn young. When the eggs hatch. the Demon Queen
of Spiders plans to send her offspring throughout the
Abyss, creating a new generation ofdemon lords under
her sway. How the heroes thwart Lolth's mad scheme
remains to be seen!

DE!»/rIrON Loiu_)s TRIUMPHANT7
Win the event the heroes were not successful, a potential

new campaign could take place in a Faerfin ll'll’€a[el‘led—

or even ruled—l:tydemon lords with access to the surface
world. In addition to their summoned armies of demons
and fiendish creatures, they gather worldly forces of
chaos and evil to their banners to launch a war against all
civilized lands. A world under the assault or rule of the
demon lords is a world in need of heroes.

GRoM_1>H BAENRE
W _

The fate of Gromph Baenre, instigator of chaos and
Vizeran's rival, remains a mystery. if he yet lives. his role
in recent events earns him many new enemies. Matron
Mother Quenthel Bacnre handpicks {I new Archmage
of Menzoberranzan to replace her troublesome brother,
knowing Gromph will not be found until he chooses
to reappear.

tH«i>1'i:a l‘/l <\Lri\lNbl lHt- miim. LDRDS

If the City of Spiders is the site of the demon lords‘ battle,
it is damaged even more than it was by Demogorgons
arrival. Word of the city's misfortune spreads throughout
the Undcrdark, with other races and factionstrying to
claim some of the power long held by the drow.

Despite Vizeran's best efforts, not all drow believe that
Lolth is responsible for the disaster, instead blaming
a lack of faith in the Demon Queen of Spiders, as well
as the power of the wizards. Chaos and agitation for
change embroil the city, forcing the already weakened
ruling houses to put down challenges to their power
even as they make concessions to their rivals.

A civil war between the drow isn't likely to remain
contained within Menzol)erranzan—oreven the
Underdark—as different sides look for resources and
advantages. The adventurers could get involved on
either side of the confiict, or might aid surface-world
factions intent on containing the war in the Underdarlt
until it eventuallywinds down.

GAUNTLGRYM
Even if the heroes eliminate the threat the demon lords
represent to Gauntlgrym. the Underdark remains in a
state of chaos. The defenders of Gauntlgrym need aid
to rebuild and strengthen the city's defenses. and to
remain vigilant for new threats gathering in the dark
depths of the world. King Bruenor might offer the
triumphant heroes noble titles and positions of power
in his kingdom in the hope of enlisting their aid against
the troubles to come. The adventurers might get the
opportunity to earn those titles all over again when
an Underdark army marches on the dwarf kingdom,
determined to claim Gauntlgrym and the power of the
primordial bound within its Great Forge.

Vlznnagj DEVIR
Althoughhe's nominally the party's ally during much of
this adventure. Vizeran Devir can't be underestimated.
Once the immediate threat is dealt with, the drow
arcltmage turns his attention to other goals—claiming
what he considers his rightful place of power among
the draw. and overthrowing the tyrannical rule of Lolth
and her pr-iestcsses. Vizeran might start a civil war
among the dark elves one that could easily drag in
the other civilizationsof the Underdark and parts of
Faerun as well.

Although Vizeran won't immediately turn against his
former allies, the adventurers would be fools to trust
him, He seizes any opportunity to increase his own
power and prestige. including holding on to Gromph's
grimoire and any ritual components or trinkets the
adventurers might have acquired for him.

If the adventurers thwarted Vizeran‘s revenge
scheme by placing the dark hcari talisman somewhere
other than Menzoberranzan, they earn the drow
artthmages enmity. Vizeran’s plots expand to include
the adventurers as well as his own people, and the next
great challenge the heroes face might come from the
archinage as he plans his revenge.



This appendix provides alternative backgrouricl features
and bonds for player Characters. with options that are
strongly conrlected to the NFCs. theriies. and events of
this adventure.

SUBSTITUTE FEATURES
A player can choose one of the lollovting features to
replace the feature normally granted by his or her
character's background.

OPTIONAL FEATURE: DEEP DELVER
You have a knack for making your way in the deep
places of the worlrl. You can recall the twists and turns
of passageway‘ and tunnels such that you can always
retr ,e your smps underground. You're also well
acquainted with foraging and survival in the Underdark.
and can determine when sources of food and water
are safe to consume. You can always find sufficient
food and water for yourself and up to five other people
in the Undcrdurk. as long as sustenance is available
in the area.
OPTIONAL FEATURE: UN DERDARK EXPERIENCE
You are no casual visitor to the Undrrd-ark, but instead
have spent con derablc time there learning its ways.
You are familiar with Illc’ various races. civilizations.
and settlements of the Underdark. as well as its major
routes for travel. Ilyou fail an Intelligence check to
recall some piece of Underdark lore, you know a source
you can consult for the answer unless the DM rules that
the lore is unknown

APPENDIXA: MODIFYING BACKGROUNDS
SUBSTITUTE BONDS
This table provitles alternative hands that tharactcrs
can have instead of the bonrls from their liackgrountls. y

SUESTITUTE Bonus
d10 Band

1 You were once lost in the Uriderdark, and a group of
kuo-toa helped you hnd yourwayout Vou learned that
there are kindly Folk even among that otherwise mad

race. and remain indebted to them For their aid
You once had the opportunity to meet a circle of
myconids~themushroom folk ofthe Underdark.They

offered you shelter and a chance to "meld" using their
telepathtc spores, and you have yearned ever since to
repeat that experience.
one otyour best friends in your youth was ll/lorista
Malkin, a shield dwartand member otthe Emerald

Enclave. Though you haven't seen her in years. you
heard she found herway to the reclaimeddwarthold
otcauntigrym
you once worked for Davra lassur, a Zhentarlm
"troubleshooter" recruiting promising new talent for

the slack Network. She helped you get your start as an
adventurer, and you owe her for that
you have long had a curious recurring dream about
Vtslllrlg a vaulted stone library m the depths or
the Uriderdarlt, and becoming lost in the endless
lore it holds
You studied with a deep gnome alchemist and miner
named Kazook Pickshlrie. who saved your life once
when a magical experirneritwerl!awry. Lastyou heard,
his family controlled some ofthe largest mines in the
deep gnome settlement of Blingdenstone,
What little you lmow about the U|'ldElda1l(. you learned
trom living and lighting alongside the Feldrun clari

otdwarves. You swore an honor debt to the clan
before they iolncd the forces retaking Cauntlgryrn and
established themselves there.
Years ago, a vicious noble named chazrim DuLoc

was irnpitcated in the death of someone you cared

about The crime was covered up, though, and DuLoi:

disappeared. Rumor has it the zhentarim aided his

escape, but you've sworri to and him one day

Years ago, you lost people you loved in a raid by

creatures from the underdark They disappeared
without a trace, either slain or taken into the depths.
and you‘ve always wondered whether they might still

be altve and held as prisoners
You know the dwarrhold orcauntlgrym well, having

rought alongside the dwarves to help reclaim it. i<ing

aruenor Eattlehamrriercongratulated you on your
valor, and you know the price the dwzlves paid in

blood to regain their home.
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APPENDIX B: MAGIC ITEMS
Player charactt‘r~ran End a numbcr of unusual magic
items over the etnlrse nithis adventure. including
creations of the draw. the deep gnomes. and other
inhabitant: of the Underdark

t DAW N B R I N G E R

weapon (longs word), legendary (requires attuncmcnl by

a (‘rEarul'L' of rlOI1—Ei/1'1alignment)
Lost for ages in the Ul\(im'dark. Dawnlmnger appears to
he a gilded longswurtl lnlt.whi1e grasping the hilt. you
can use a bonus at-linn to make a bladc ui pure radiance
spring train the hilt. U1’ cause the blade tn disappear.
Dawnbrlnger has all the properties of a sun blade (see
tthapler 7. lrt‘.1sIlre." of the Dungcorl Master's Guido),

While holding the weapon. vou an use an action to
touch a crrzuure with the blade ntl cast lesserrcsror
ration on that creature. Once used. this ability can't hr-

used again until the next dawn.
Senticnce. Dawnbringczr IS a sentient neutral good

weapon with an intelligent-,e nt 12. a Wisdom of l 5. and
a Chzirislna of 14. It has hearing and darkvision out to a
range L>f12Oieet.

The award can speak. read, and understand Cutnmou.
and it ran L‘0i]‘m1IiI'\i('zIIr‘ vtitlt its wielder relepatltically.

lts voice is kind and ieminine. it knows etery language
you know while you're attuned to it.

Persanality. Forged by ancient sun worshipers.
Dawnbrirlgcr is meant to bring light into darkness and
to fight crnzllures of darkness. It is kind and campus-
sionate I0 those in need. but fierce and destrttctivc to
its enemies.

Long years last in darkness have made Dawnbringer
frightened of hoth the dark and abandonment. It prefers
that its hlade always be pr<'~:Pnl and shedding light in

areas of darkness. and it strongly resists being parted
from its wielder for any length of time.

m».~aa.~sea

PIWAFWI (CLOAK or El.vEl~il<lND)
wnnalrnns item. uncommon (requires zizlunemcnt)

This dark spldcr-silk cloak is made by (ii‘UV\. it is a cloak
ofell/enkind (sec ‘ apler 7. "Treasu re." of lhe Dttngcon
Master's ottit/e). it loses its magic itexpnsed to sunlight
[or 1 hour without interruption.

PIWAFWI or Fm: RESISTANCE
Wondrousitem. rare (requires attttnement)
This cloak is a cloak ofi:lvcnI<l'rlr1(see chapter 7 ‘

sure." tit the Dungeon lvlasreris Guide). It also grams
you resistance [0 Fire damage while you wear it. It loses

. its magic iiexposed to sunlight [or 1 huurwithoui
interruption.
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SPELL GEM
Wondrousitem. rarity varies (altunement optional)
A spell gem can contain one spell from any class's spell
list. You become aware of the spell when you learn the
gems properties. While holding the gem. you can cast
the spell from it as an action iiyou know the spell or if
the spell is on your classs spell list. Doing so doesn‘t
require any components and doesn't require attune—

ment. The spell then disappears from the gem.
If the spell is ofa higher level than you can nor—

mally cast. you must make an ability check using your
spellcasting ability to determine whether you cast it
successfully. The DC equals 10 + the spell's level. On a
failed check. the spell disappears from the gem with no
other efiect.

Each spell gem has a maximum level for the spell it

can store. The spell level determines the gems rarity
and the stored spell's saving throw DC and attack
bonus. as shown in the Spell Gem table.

You n imbue the gem with a spell ifyou're attuned
to it and it's empty. To do so, you cast the spell while
holding the gem. The spell is stored in the gem instead
of having any effect. Casting the spell must require
either 1 action or 1 minute or longer, and the spell’s level
must be no higher than the gems maximum. If the spell
belongs to the school of abjuration and requires material
components that are consumed. you must provide them.
but they can be worth halfas much as normal.

Once imbued with a spell. the gem can't be imbued
again until the next dawn.

Deep gnomes created these magic gemstones and
keep the creation process a secret.

STONESPEAK ER C RYSTAL
Wondrousitem. rare (requires aztunemenr)
Created by the stone giant librariansof Gravenhollow.
this nineteen~inch—long shard of quartz grants you
advantage on Intelligence (investigation) checks while
it is on your person.

The crystal has 10 eharges. While holding ll, you can
use an action to expend some ofits charges to east one
of the following spells from it: speak with animals (2
charges). speak with dead (4 charges), or speak with
plants (3 charges).

4
DROWCRAFT IYEMS

Ma it; items crafted by the dtow—arld often other races
ort e tlndi-.rdarlr—use components and rites never
meant to see the Ilghtofday. Mari such items, including
drow armor weapons, and piwlzfivl cloaks, permanently
lose their magic iltliey are exposed to sunlight tor 1

hour without interruption Charged items such as a
wand n viscid g/abs are destroyed after 1 hour's exposure
to sun ight.

 y
When you east a divinatinn spell, you can use the

crystal in place of one material component that would
normally be consumed by the spell, at a cost of 1

charge per level of the spell. The crystal is not con—

sumed when used in this way.
The crystal regains 1d6 + 4 expended charges daily at

dawn. Ilyou expend the crystals last charge. roll a d20.
On a 1. the crystal vanishes, lost forever.

WAND or VISCID G1_ons
Wand. rare (requires attunement}
Crafted by the drow, this slim blaek wand has 7 charges.
While holding it, you can use an action to expend 1 or

‘

its charges to cause a small glob of viscous material
to launch from the tip at one creature wilhin 60 feet of
you. Make a ranged attack roll against the target, with
a bonus equal to your spelleasting modifier (or your

‘

intelligence modifier, ifyou don't have a spellcasting
ability) plus your proficiencybonus. On a hit, the glob
expands and dries on the target. which is restrained for
1 hour. After that time, the viscous material cracks and
falls away.

Applying .1 pint or more of alcohol to the restrained
creature dissolves the glob instantly, as docs the applica-
tion of oil t)/etherealrless or universal solvent. The glob
also dissolves instantly itexposed to sunlight. No other
nonmagical process can remove the viscous material
until it deteriorates on its own.

The wand regains ld6 + 1 expended charges daily at
midnight. If you expend the wand's last charge. roll a
d20. On a 1, the wand melts into harmless slime and is
destroyed.

A wand ofviscidglobs is destroyed if exposed to sun
light for 1 hour without interruption.

SPELL GEM
Max. Spell Level Gemstone Save DC Attack Bonus

Cantrip obsidian Uncommon 13 +5

1st Lapis lazuli uncommon 13 +5
2nd Quartz 13 +5
37d Eloodstone 15 +7

4th Amber Very rare 15 +9

sth Jade Very rare 17 +9
6th Topaz very rare 17 +10
7th Star ruby Legendary 13 +10
Xth Ruby Legendary 18 +10

9th Diamond Legendary 19 +11

arrmtllx H l
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APPENDIX C: CREATURES
This appendix presents new monsters and NPCs
encountered in this adventure.

MONSTERS AND NPCs av CHALLENGE Rnmc
Monster challenge
liiliiesrnaid crziiggtiney l /3
Drew spore servant 1/8
Derro ‘l/4

ltitxzchitl l/4
Male steeder 1/4

Duergar spore servant in
otiergar soulhlade 1

Female steeder
Awakened zurkhwood
Chamberlain ofZuggtmoy
Drclti (N PC)

ouergar darkhaft
oiiergai kavalrachni

ouergar Keeper ofthe Flame

Duergar Stone Guard
Duei-gar xarrorn
Grlsha (N PC)

Narralt (NFC)
vanipiric ixitxachitl
Derro Savant
Hunk horror spore servant
Troglodyte champion ortaegzeii
chuul spare servant
The Pudding King (NFC)
Yestabrod (NFC)
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DERRO
The dcrro are degenerate Underdark humanoids that
resemble small tlwarves. Cruel and insane. they take
delight in tormenting others—even their own kind.

Derro have hluegray skin and straight hair that is
white or yellow in color. Their uniformly pale whitc eyes
lack both irises and pupils.

Unnaturalorrgiri. Derro believe they were created
by their god. Diirinka, but they are actually the result
of cruel experiments on dwarves by mind flayers. Like
duergar. the derro were a slave race to the mind flayers.
but eventually freed themselves.

Born to Madness. The process of their creation
rendered the dcrro irrevocably insane. They cooperate
with each other only out of necessity and when riled up
by a charismatic leader.

Life afAttritlon. Derro can live to be one hundred and
fifty years old. but they mature and breed quickly. When
their elders deem that their numbers are becoming
unmanageable, the derrl) declare war on some other
race and surge lhrth in a reckless horde. t-lghririg until
their population dwindles to a tolerable size. These
ghastly purges weed out the weak among the derro and
are referred to as "Liniting Wars."

~\l'P[hl)lX ('
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Second-Class Citizens. Derro create no settlements
of their own. Instead. they form small, isolated enclaves
in riori—derro settlements throughout the Underdark.
where they are treated as vcrmin or slaves. Their own
cutthroat politics prevent the derro from mounting any
eflective resistance against such exploitation.

Derrn Weapons. The derro wield special weapons.
They use a hooked shortspear, which is a martial melee
weapon that deals 1d4 piercing damage, weighs 2
pounds. and has the light weapon property (see chapter
5. “Equlpment," of the Player's Handbook). It doesn't
possess the thrown or versatile weapon properties of
a normal spear. On a hit with this weapon, the wielder
can forgo dealing damage and attempt to trip the target.
in which case the target must succeed on a Strength
saving throw or fall prone. The DC is 8 + the wielder’s
Strength modifier + the wielder's proficiencybonus.

The derro also use a light repeating crossbow fitted
with a cartridge that can hold up to six crossbow bolts.
This weapon is similar to a light crossbow except that
it has half the range (40/160 feel) and doesn't have the
loading property. It automatically reloads after Firing
until it runs out of ammunition. Reloading the cartridge
takes an action.

DERRO
Small iiiinaniriir (dzrra), rhiratia evil

Armor class 1: (leather armor]
HitPoints 13 (3d6+ 3)
speed 30 it.

STR DEX can INT wls CHA
9 (-1) 14 (+2) 11 (41) ll (+0) 5 (—3) 9 (-1)

Skills stealth +4
senses davkvisiorl 120 ft, passive Perception 7

Languages owarvish, Undercomtnorl
Challenge 1/4 (so xr)

Insanity. The dam: has advantage on saving throws against
belng charmed or frightened.

Magi: izerisrirnre. The derro has advantage on saving throws
against spells and other magical attests.

sunlight sensitivity. while in sunllght, the item has
disadvantage an attack rolls, as well as on Wisdom
(Perception) checks that rely on sight.

ACTIONS
Haolred Shortspear. Mzlzz Weapon Attiuk: +2 to hit, reach 5

ft., one target, Hit-l (ld4 - l) piercing damage. lfthe target ls

a creature, the derro can choose to deal no damage and try to
trip the target lrlstead, in which case the target must succeed
on a DC 9 Strength savirlgthrow or fall prone.
Light Repeating cmssbirw. Ranged weapon Attack: +4 to hit,

range 40/160 t‘t., one target Hlr 5 (1418 + 2) piertirig damage.
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IXITXACHITL
lxitxachitl (pronounced \Ck—Zl'

creatures resembling mama r£|_ with small, clawed
hands at the ends of their “win and black eyes
izlectmirtg with sinister intelligenc ,. Matty creatures
mistake ixitxacttitl for commnn manta rays, but this can
prove a deadly mistake. The ixtttaehitl are as evil as
they are cunning, leading to their t:t:mtn<:n nickname
"demon ray .' They inhabit bodies of fresh and salt
water, but their violent nature means lhat little is
known of them.

Struggle for Survival. lxitxacllitl emerge from eggs
as tiny tart-ratilres little more than a hand span in width.
From that time onward, they struggle to survive at all
rosts, growing throughout [l’I(‘ir lives. Those ixitxachitl
that master the sttcrcts of survival gain powers
of regent-:l'atitln and feed on the life force of other
creatures.

All Consuming. Ixltxzlchltl hollowout coral reefs or
other natural aquatic fnrmations to create labyrinthine
dens. often compelling aid from captured aquatic
sp s they enslave. They typ :ally strip an area hart:
before moving on to new fertile grounds, leaving their
abandoned dens behind. Schools of ixttxachitl often war
on other aquatic creatures to claim feeding grounds and
territory.

Demon Worshipers. The ixitxachitl venerate and
serve various demons. particularly Deinogorgnn.whom
they consider their patron and creator. They have an
intense rivalry with the merrow over which of them are
the greatest and most favored servants of the Prince
of Demons.

' h—uhit—ul) arc aquatic

IXITXACHITL
Small aizemzllarl, thaatit evil

Armor Class l5 (natural armor)
Hit Points l8 (4416 + 4;
Speed 0 ft. swirn 30 it,

STR ozx con INT wls CHA
'l2(+l) l6(+3) l3l+'l) l2i.il ‘l3(+‘lJ 7(4)

Senses dzrltvisiori 60 ft., passive Perceptlarl 'l'I

LanguagesAbyssal. Ixitxachitl
Challenge 1/4 (50 xv)

VARIAN1: DERRO SAVANY

Derm savarits have an aFfiriity for arcane magic. A tierro
savarit has the some statistics as a dam. except that it
has 49 (l ldé + ll) hit points. a Charismanfu (+2), and
a challenge rating on (700 XP), The Savant also gains the
following additional feature.

Spellzastirig. The derro IS a 5th»|evel spellcastel. lts
spelleastlng ability KS Charisma (save DC 12, +4 to hit with
spell attacksl. The derro knows the following sorcerer
spells:

Carltllps (at will): and splash, light, mage hand, message.
my affrasz

ls: level (4 slots) bwnlrig hands, tlinmim orb, sleep
2nd level is sldtsl: invisibility, splder climb
3rd level (2 slots) blink. /lghzrllrlg bolt

—
ACTION5

Brie. Melee Wzuparl A!tl1:k:+3 to hit, reach St’:
, one target

Hit 4 ('ld6 + l) pit-rring damage.

REACTIONS

Barbed Tail. when a creature provokes an opportunity attack
from the lxitxathitl, the ixitxachitl can make the following attack
instead oiusing its bite. M:/25 Wzapon Am1ck.v5 to hit, reach
5 it , one target. Hll 7 (ids + 3) pierting damage.

\i‘5‘iNlll\l liiei tiiitzt-s
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VAMPIRIC IXITXACHITL
Medium alnzrratlzm, chimtl: zl/ll

Armor class 15 (natural ainioi)
Hit Paints 44 |Ed8 + 3)

speed o rt, Swim 30 ft.

sm DEX can INT wls CHA
14(+2) 18(+4) l3(+l) mu) 'l3(+l) 7t—2)

 e
Senses darkvision so Ft

, passive Perception ll
LanguagesAbyssal, lxltxachltl
challenge 1 (450 xv)

 .
Regznzmtion.Theixitxachltlregains10 hit points at the start
ofitstum. The ixitxachitl dies mily ifit starts its turn with
0 hit points.

ACTIONS
Vampiriz Bite. Melee Weapon Attack: +4 to hit, reach 5 fl.,
one target. H12. 5 (log + 2) plercmg damage. The target
must succeed on a DC 11 Constitution saving throw at its
hit point maximum is ieoiieeo by an amount equal to the
damage taken. and the ixitxachitl regains hit points equal
to that amount The reduction lasts until the target finishes
a long rest. The target dies it its hit point maximum lS

reduced to 0

REACTIONS

Barbed Tail. when a eieatiiie provokes an opportunity attack
from the Ixllxzthlti, the lxltxachltl ean make the following attack
lnstead otiising its bite. Melee Weapon Am1cl<:+6 to hit, reach
10 it , one target. Hlt. 9 (ldlo + 4) piercing damage.

‘l'*L‘s‘.]l‘, ‘lti\(ll\r\
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VARIANT: IXITXACHITL CLERIC

Same ixltxachltl and vamplric lxitxachltl are able to cast
divtrle spells. siieh a eieatoie galrls the tollowing leaioie.

spellriming. The Ixltxachlti ls a 5Ih—l£vel spellcaster that
uses wisdom as its spellrasting ability (spell save DC

ll. +3 to hit with spell attacks). The lxitxacliitl has the
following CIEHC spells piepaied-

Cantnps (at will): guidance, thuumazurgy

lst Level (4 slots)- charm person, creim ordzstray water
Znd Level (3 slotsi; hold person. silence
37d Level 12 slots); dispel niagir. lurlguzs

CREATURE VARIATIONS
Thi section introduces variations of monsters that tire
described in the Monster Manual.

DUERGAR
The Monster Manual prov dcs stat lit. for the iypital
armed duet-gar. However. Ci'|i.ll"d(‘Ir‘l'S meet other kinds
of duergar in the course olthie adventure.

DUERGAR DARKHAFT
The darkhelfts are the members of the Deepkingk secret

iiic agents. The duergar tlarkltalt has the
‘cs as the duergar in the Monster Manual.

except that its challenge rating is 2 (450 XP) and it he~
the following additional feature.
liinare Spellzasting [Psl'nni£5).The aaikhalvs innate
spelleastiiig ablilty is Intelligence (spell save DC lol. It can
lnrlately cast the tollowing spells, requlrmg no components
At will.fiienns. iniige hm
1/day each: disguise 52/f K/up

Du ERGA R KAVALRACHNI
The vicious kavalrachni are the duergar cavalry of
Gracklstugh. riding giant tarantula: known as stectlers
(see the female steeder siai block in this appendix).
The duergar kavalrachni has the same statis-ti :s as
the duergar in the Monster Manual. except that i

challenge rating is 2 (450 XP) and it has the following
Cavalry Training reatiire and Heavy Crussbow action
Cavalry Tmiiiing. when the diievgai hits a target with a melee
attatk while mounted on a female steeder. the stcizdcr car
make a melee attack against the same target as a reaeiioii

Heavy Crossbow. Ranged \X/euptm Atmzlr. us to hit. iange
100/400 it , one target Hit: 5 (ldloj plevclng damage

DUERGAR KEEPER OF THE FLAME
The Keepers oi the Flame is a well-respected
order of pSlOl\iC clerics that serves the rerl dragon
Themhercltaud in Ciracklsuigh. and whose members are
atlvlsurs lo the Deepkinz.

The diiergar Keeper otthe Flame ii. the same
statistics as the duet-gar in the Monster Manual. exccpr
that its challenge rating is 2 (450 XP) and it has the
Following additional features.



“ill

rsan

innate spcllrascing (psionics). The Keeper otthe Flames innate
spellcastirig ability is wisdom (spell save DC i2), it can innately

cast the following spells. requiring no components:

At will: frlerids, messagz
3/day command

spcllcastlng. The Keeper oithe Flame lS a zrdlevei spellcaster.
its spellcasting ability is wisdom (spell save DC iz, +4 to hit
with spell attacks) The Keeper ofthe Flame has the tollowing
cleric spells prepared:

cantrips (atwill): guidance, mending, sacrcdjlonic
ist level (4 slots): lianc, lrlfllbt wounds, shicld affaith
2nd level (2 slots); enhance lzlzlllzy, spiritual wcapoii

DUERGAR SDULBLADE
Duergar Saulbladttsare assassinswith the ability to
manifest blades of psionlr. energy.

DUERGAR STONE GUARD
The Stone Guards are veteran warriors who serve the
Deepltirig as bodyguards, elite troops, and secret police.

D U ERGAR XARRORN
The xarrorn are duergar warriors of Clan Xardclvar
trained to wield lilnlifis lhal spew alchemical fire.

DUERGAR SOULBLADE
Medium humanoid (dwarf), /awful evil

Armor class 14 (leather armor)
Hit Foims l8 (4d8)
speed 25 ft.

STR nzx con INT wls CHA
ll(+o) ia(+3) lo(+o) ii (+0) l0(+0) i2(+i)

Damage Resistarices poison
Senses darkvlsion 120 it4' passive Perception 10
Lariguags pwarvlsh, Underccmmon
chailengci (zoo xp)

j
ourrgarRcsillcnce. The duergar has advantage on saving
throws against poison, spells, and illusions, as well as to resist
lieing charmed or paralyzed.

innate spcllcasiirig (pslonlrr). The dl.lergar's innate speilcasting
ability is wisdom (spell save DC i2, +4 to hit with spell
attacks). it can irinately cast the (allowing spells, requiringno
components:
At will: liladc ward, truc strike
3/day each:)ump, hunter's mark

sunlight sensitivity. while in sunlight, the duergar has
disadvantage on attack rolls, as well as an wisdom
(Perc:ptlon)(l1e(l<s that rely on sight,

AcTloNs
Enlarge (kuhargzs nfizra short in Long Rest). For l minute,
the duergar magically increases in size. along with anything it is
wearing orcarrying, while enlarged, the duergar is Large, doubles
its damage dice on strcngtnbasedweapon attacks (included
in the attacks), and makes strength checks and strength saving
throws with advantage. lithe duergar lacks the room to become
Large, it attains the maximum size possible in the space available.

create soultitndc, The duergar (reates a visible, shortsword
sized blade otpsioriic energy The weapon appears in the
duergar's hand and vanishes irit leaves the duergar-s grip, or it
the duergar dies or is incapacitated

Invisibility (Recharges after a slim or Long Rest). The duergar
maglcally turns invisible for up to l hour or until it attacks. it
casts a spell, it uses its Enlarge, or its concentration lS broken
(as ifconcentrating on a spell), Any equipment the duergar
wears or carries is invisible with it.

Saulhladz. M2/22 Weapon Attack: +5 to hit, reach 5 (L, one
target. Hit. 5 (ids + 3) force damage, or 10 (zda + 3) force
damage while enlarged. lfthe soulblade has advantage on the
attack roll, the attack deals an extra 3 (lde) force damage

DUERGAR STONE GUARD
lvicdiuni humanoid (dwarf), lawful evll

ArmorCI:ss 18 (chain mail. shield)
Hit Points 39 (ads +12)
speed 25 it.

STR DEX con INT wls CHA
18 (+4) ii (+0) 14 (+2) ll (+0) 10 (+0) 9 (+1)

._
Damage Resisxances poison
senses darkinsion 120 lt., passlv: Perception 10

Languages Dwarvish, Uridercomrnon
Challenge2 (450 xv) ,

.
ouergai Reslliuire. The duergar has advantage on sa
throws against poison, spells, and illusions, as well as to resist
belng charmed or paralyzed.

Phalanx FuIma!iorr,Tl1e duergar has advantage on attack rolls
and Dexterity saving throws while standing within 5 feet ola
duergar ally wielding a shield.

Sunlight Sensitivity. while in sunlight. the duergar has
disadvantage an attack rolls, as well as on wisdom
(Perception) checks that rely on sight

AcTloNs
Enlarge {Recharges aftcra short at Long Rest). For i minute,
the duergar magically increases in size, along with anything it
is wearing or carrying, while enlarged, the duergar is Large,
doubles its damage dl(E on Strengthrbased weapon attacks
(included in the attacks), and makes strength checks and
strength saving throws with advantage irtheduergar lacks the
room to become Large, it attains the maximum size possilale iii

the space availalala.

King'r Krilfe (sliizrtsward). Mclcc Weapon Attack: +6 to hit,
reach 5 it, one target. His: 7 (H6 + 4) piercing damage. or ii
(zds + 4) piercing damage while enlarged.

Javelin. Melee or Ranged weapon Attack’ +5 to hit, reach 5 ti. or
range 30/l20 it , one target, Hit 7 (ids + 4) piercing damage,
or ii (zds + 4) piercing damage while enlarged.

li-iirisibllixy (Recharges after a short or Long Rest). The duergar
magically turns invisible for up to l hour or until it attacks, it

casts a spell, it uses its Enlarge, or its concentration lS broken
(as ifconcentrating on a spell). Any equipment the duergar
wears or carries IS invisible with it.

\.l‘l>'[,\Ul‘( l- likk/KTITRES



DUERGAR XARRORN
Medium humanoid (dwarf), lawful evil

Armor Class ‘I8 (plate mail)
Hit Points 26 (4d8 + 8)
speed 25 it.

STR DEX CON INT WIS CHA
15 (+3) l'l (+0) H (+1) ll (+0) l0 (+0) 9 (-1)

Damage lresistanees poison
Senses darkvision 120 Ft., passive Perception 10

Languages Dwarvish, Undercornmorl
challenge 2 (450 xv)

j.
nuergnr Resilience. The duergar has advantage on saving
throws against poison, spells, and illusions. as well as to resist
being charmed or paralyxed,

Sunlight sanslriviry.while in sunlight, the duergar has
disadvantage on attack rolls, as well as on Wisdom
(Perception) checks that rely on sight,

ACTIONS
Enlarge (Ruhnrgzs after rr slum or Long Rest]. For i minute,
the duergar magically increases in size, along with anything it
is wearing or carrying. whiie enlarged, the duergar is Large,
doubles its damage dice on Strengthsbased weapon attacks
(included in the attacks), and makes strength checks and
strength saving throws with advantage. lfthe duergar lacks the
room to become Large, it attains the maximum size possible in
the space available.

Fir: Lanna. Melee Weapon Attack: +5 to hit (with disadvantage
lfthe target is within 5 feet ofthe duergar), reach 10 ft., one
target. Hi‘t:9 (ldlZ+ 3) piercing damage plus 3 (ids) fire
damage, or 16 (2di2 + 3) piercing damage plus 3 (his) fire
damage while enlarged.

Fire Spray (Recharge 5-5). From its fire lance, the duergar
shoots a '|5~foot cone offire or a line offire 30 feet long and
5 feet wide. Each creature in that area must make a DC 12

Dexterity savingthrow, taking 10 (M6) fire damage on a failed

save, or halfas much damage on a successrul one.
Invisibility (Recharges lzfier a short or Long Rest). The duergar
magically tums invisible for up to 1 hour or until it attacks, it

casts a spell, it uses its Enlarge, or its concentration is broken
(as rfconcentrating on a spell), Any equipment the duergar
wears nr carries is invisible with it.

MYCONIDS_____
Mycunids that embrace Zuggtmoy can develop new,
more destructive kinds of sporcs. Myconitl adults
can have two of the following spore effects. Myconid
sovereigns have all these sporc cficcts.

carrscre Spares (many). The rnycoi-rid releases spores
in a 30-foot cone. Each creature inside the cone must
succeed on a Dexterity saving throw or take 1d6 acid
damage at the start of cach of the myconids turns. A
creature can repeat the saving throw at the end of its
turn, ending the effect on itsellon a success. The save
DC is 8 + the myconid's Constitution modiiier+ the
rnyconid'sproficiencybonus.

.-\l"!’E.\‘l)l)< c
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Infestation Spores (1/Day). The rnyconitl releases
spores that burst out in a cloud that fills a lO~foot—radius

sphcrc centered on it, and the cloud lingers for 1 minute.
Any flcsh»and-blood creature in the cloud when it
appears, or that enters it later, must make 2: Constitution
saving throw. The save DC is 8 + the myconid's
Constitution modifier + the rnyconid'sproficiencybonus.
On a successful save, the creature can't be infected by
these spores for 24 hours. On 3 failed save, the creature
is infected with at disease called the spores of Zuggtmoy
and also gains a random form of indefinite madness
(determined by rolling on thc Madness of zuggtrnoy
table in appendix D) that lasts until the creature is
cured of the disease or dies. While infected in this way,
the creature cant he reinfectecl, and it must rcpeat
the saving throw at the end of every 24 hours. cnding
the infection on a success. On a failure, the infected
creature‘: bodyi ' ‘lowly taken over by fungal growth,
and after three such failed saves. the creature dies
and is reanimated as a spore servant Hits a type of
creature that can he (see the "Myconids" entry in the
MonsrerManual).

Euphoria Spores (I/Day). The rnyconirl releases a
cloud of spores in a 20—foor—radius sphcrc centered on
itself. Other creatures in that area must each succeed
on a Constitution saving throw or become poisoned for
1 minute. The save DC is 8 -r the mycunid‘s Constitution
modifier + the myoonids proficiencybonus. A creature
can repeat the saving throw at the end of each of its
turns, ending the effect early on itself on a success.
When the effect ends on it, the creature gains one level
of exhaustion.

S1=o1u«: SERVANTS
Statistics for four new kinds of sporc scrvants are
presented here.

CHUUL Sromz SERVANT
Large plant, unaligned

Armor class 16 (natural armor)
Hit Points 93 (lldlo + 33)
speed 30 ft., swim 30 ft,

Sm oex con mr wls cl-l
19 (+4) 10 (+0) is (+3) 2 (.4) e (—2) i (-5)

dd
_Damage immunities poison

Condition immunities hlinded, charmed, irightened,
paralyzed, poisoned

senses blirldsiglit 30 it. (blind beyond this radius), passive
Perception ls

Languages—challenge 4 (i,ioo xv)

 ?
ACTIONS
Mulriattusk. The spore servant makes two pineer attacks.

Plnzen Melee Weapon Amen: +5 to hit, reach 10 ft
, one target.

Hit. ‘ll (zds + 4) oludgeoning damage, The target is grappled
(escape DC l4) itit is a Large or smaller creature and the spore
servant doesn't have two other creatures grappled.
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DRow SPoRE SERVANT
Medium plant, unaligned

Armor class 15 (chain shirt)
Hit Points 1: (ads)
speed 20 ft.

snz nax con INT wis CHA
io(+o) 14(+2) 1o(+o) 2(4) s(-2) i(—s)

 .
condition immunities blmded, charmed, frightened, paralyzed
senses hliridsightso rt. (blind beyond this radius), passive

Perceptions
Languages—
challenge 1/8 (25 XP)

AcTioNs
slrmsward. Melee Weapon Attach: +4 to hit. reach 5 it, one
target. Hit: 5 (M5 + 2) piercing damage

DUERGAR SPORE SERVANT
Medium piam, unaligned

ArrnavC|ass 16 (scale armor, shield)
Hit Points 26 (4d3 + 3)
speed 15 ft.

STR DEX con INT wls CHA
14(+2) 11(+0) 14(+2) 2(—4) e(—2) 1(.s)

namage lzesistanees poison
senses blindsigiit so it. (blind beyond this radius), passive

Perception 8
condition immunities blinded, charmed. frightened, paraiyzed
Languages—
challenge in (ice xi>)

ACTIONS
War Pick. Mzlzz Weapon Anlzck: +4 to hit, reach 5 it, one
target.i~iit.-s(1ds + 2) piercing damage

HOOK HORROR SPORE SERVANT
Medium plum, unaligned

Armor class 15 (natural armor)
Hit Points 75 (1od1o +10)
speed 20 tt., climb 20 ft.

STR DEX CON INT WIS CHA
18 (+4) 10 (+0) 15 (+2) 2 (+4) 5 (+2) 1 (.5)

 .
senses blindsight 30 rt. (blind beyond this radius). passive

Perception 8
condition immunities blinded, charmed, irightened, paralyzed
Languages—
Challenge3 (700 XP)

AcTioNs
Multirzltrzck. The spore servant makes two hook attacks.

Hunks Melee Weapon Altai-Jr: +6 to hit, reach 10 ft” one target.
Hit: 11 (zda + 4) piercing damage.

TROGLODYTE
The Monster Manual provides statistics for the typical
tmglodyte. Once in a while. a trogledyte tribe produces
an unusually smart and strong specimen that can spew
acid—what many troglodytes consider blessings from
Laogzed, their demonic god. These hulking troglodyte
champions make excellent chieftains.

TROGLODYTE CHAMPION 011
LAOGZED
Medium humanoid (lroglodyn). eiiuotieevii

Armor class 14 (natural armor)
l-lit Points 59 (ms + 23)
speed 30 rt.

STR DEX CON INT WIS CHA
13 (+4) 12 (+1) 18 (+4) 8 (+1) 12 (+1) 12 (+1)

 ,
skills Athletics +6, lrltlrflldallcfl +3, Stealth +3

senses darltvisidn so fl , passive Perception 11

LanguagesTroglodyte
challenge 3 (700 xv)

j
Cliamzlzan Skin. The troglodyte has advantage on Dexterity
(stealth) checks made to hide.

suncli. Any creature other than a troglodyte that starts its
turn within 5 feet ofthe troglodyte must succeed on a DC 14

Constitution saving throw or be poisoned until the start oithe
creature's next turn. on a successful saving throw, the creature
is immune to the stench ofall troglodytes furl hour.

sunlight sensitivity. while in sunlight, the troglodyte
has disadvantage an attack rolls, as well as or) Wisdom
(Perception) checks that rely on sight.

AcTloNs
Mulliumzck. The troglodyte makes three attacks: one with its
bite and two with either its claws or its greatclub.

Bite. Melee Wenparl Attach: +6 to hit, reach 5 t’t.. one target
Hit. 6 (M4 + 4) piercing damage.

Claw. Melee Wznpon Attack: +6 to hit, reach 5 ft., one target.
Hit: 6 (1d4 + 4) slashing damage.

Gmmlub. Me/22 Aim.-,l<: +6 to hit, reach 5 Ft., one target. His: 8

(ids + 4) biudgeening damage.

Acid spiny (Recharge 5}. The troglodyte spits acid in a line 15

feet long and 5 feet wide. Each creature in that line must make
a DC 14 Dexterity savingthrow,tahing10 (Eds) acid damage
on a failed save, or half as much damage on a successful one.

APPLNDIX (1lGF(k..-\TURES
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MISCELLANEOUS
CREATURES
This section contains statistics for various weird
creaturesand critters that appear in the adventure.

PLANT CREATURES
zuggtinoy has several fungal bridesmaids and a
Chamberlain (0 help her prepare for her wedding to
Araumyecis. Meanwhile, her mycunld servants use
awakened zurkhwoeds to guard their fungal groves.

AWAKENED ZURKHWOOD
This creature is an ordinary zurkhwood mushroom (see
"Fungi or the Underclarlt" in chapter 2) given sentienee
and mobility. An awakened vurkhwood can be created
by casting the awaken spell on a normal zurkhwood
iiiushrooin. A rnytoniti sovereign can create one by
performing a lengthy ritual.

An awakened zurkhwood has the same statistics as an
awakenedtree (see appendix A of the Monster Manual).
with the following rriodifications:

The awakened zurkhwood has darkvision out to a
range or12oreet.

- Ifthe awakened zurkhwood was created by a myconld
sovereign. it can't speak.
'1 he awakened 7.urkhwu0d's False Appearance fca»

ture allows it to be mistaken for a normal zurkhwood
niushroorn (instead or a tree).

BRIDESMAID OF ZUGGTMOY
rvirdiurn plum. ehiroticnil

Armor Class 13 (natural armor)
Hit Points 22 (sds)
Speed 20 ft.

STR DEX CON INT wls CHA
14 (+2) 11 (+0) 11 (+0) 14 (+2) 8 (—1) 18 (+4)

T
Senses darkvlslon so it, passive Perception 9

Languages understands Abyssal but can't speak
Challenge 1/3 (25 xvi

Fungus strii1e.onceon its turn, the bridesmaid can use 10 feet
ofits movement to step magically into one living mushroom
or fungus patch within 5 feet and emerge from another within
60 feet cifthe first one, appearing in an unoccupied space
within 5 reet otthe second mushroom or rungus patch. The
mushrooms and patches rtiust be Largeor bigger.

ACTIONS
Hallucination srrrrrss. The bridesmaid elects spares at one
creature it can see within 5 feet ofit. The target must succeed
on it ac lo constitution saving throw or be poisoned for ‘I

minute While poisoned in this way, the target is incapacitated
The target can repeat the saving throw at the end ofeach ofits
turns, ending the efiect on itselfon a success.
lnfeshnian Sports {I/Day). The bridesmaid releases spores that
burst out in a cloud that fills a l0—foot—radtu5 sphere (entered
on it, and the cloud lingers to. i minute. Anyflesh-and-blood

\Pl'kt\Ll|'« i,
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creature in the cloud when it appears, or that enters it later,

must make a DC10 Constitution saving throw. on a successful
save. the creature can't be infected by these Spares for 24

hours. On a failed save, the creature is infected with a disease
called the spores orzuggtmoy and also gains a random torm
orindehnite madness ideteimined by rolling on the Madness
of Zuggtrnoytable in appendix D) that lasts until the creature
is cured ofthe disease or dies. While infected in this way, the
creature can‘t be reinfected, and it must repeat the saving
throw at the end ofevery 24 hours, ending the infection on a
success. on a railurs, the infected creature's body is slowly
taken over by fungal growth, and after three such tailed saves.
the creature dies and is reanirnated as 2 spore servant ifitls a
type ofcreature that can be (see the “MyComd5" entry in the
Mariner Manual).

The brirlesrnaids or zuggtmoy are plant creatures
with vaguely humanoid forms. Their {rail bodies are
covered with clusters oiluintn ent lichen and crusty
lumescent growths.

CHAMBERLAINor ZUGGTMOY
Large plum, chaotic zvll

Armor Class 13 (natural arrriori
Hit Points 45 isdlo + 12)

Speed 20 ft.

STR DEX CON INT wls CHA
17 (+3i 7 (-2) i4 (+2) ll (+0) 5 (-1) 12 (+1)

ad
carriage aesistances bludgeotimg, piercing
Senses darkvision so ft., passive Perception 9

LanguagesAbyssal, Undercommon
Challenge2 (450 xv)

 .
s

MushroomPortal. The chamberlain counts as a mushroom tor
the Fungus Stride feature orthe bridesmaid ofZuggtrnoy.

Poison Spares. Whenever the Chamberlain takes damage,
it releases a cloud ofspores. Creatures within 5 feet ofthe
Chamberlain when this happens must succeed on 2 DC 12
Constitution saving throw or be poisoned forl minute. A

creature can repeat the saving throw at the end ofeach ofits
turns, ending the effect on itselfon a success.

ACTIONS
Muitiutturltxrheeharnbeiiain makes two Slam attacks.

slimi. Melee weapon Attack: +5 to hit, reach 5 FL, one target.
Hit: 10 izds + 3) bludgeonirigdamage.

Infestation Syulzs (1/Day). The charnberlain releases spores
that burst out in a cloud that fills a 10—foot—radlus sphere
centered on it, arid the cloud lingers furl minute Any flesh-
and—blood creature in the cloud when it appears, orthat enters
it later, must make a DC 12 constitution saving throw. On a
successful save, the creature can't be infected by these spares
for 24 hours On 2 failed save, the creature IS infected with 2
disease called the spores otzuggtmoy and also gains a random
term otindennite madness (determined by rolling on the
Madness ofzuggtmoy tattle in appendix D) that lasts until the
creature is cured ofthe disease or dies. While infected in this
way, the creature can't be reinfected, and it must repeat the
saving throw at the end of every 24 hours, ending the infection
on a success on a teilure. the infected creatures body is



slowly taken over by fungal growth, and after three such iaiied

saves, the creature dies and l5 reanimated as a spore servant if

it's a type oicreature that can be (see the "Mymnids" entry in

the Monsm Manual)

A Chamberlain of Zuggtmoylooks like a vaguely bipedal

mass of blue mold with the barest hint ofa face nested
deep inside a messy cowl. It pummels enemies with its

mossy rists.

STEEDERS
Duergar breed and train thcsr: giant Underdarkdwelling
taranmlas. Male steeders are as big as ponies and used
by the durwrgaras beasts of burden. The larger females
are trained and used as mounts.

Steeders don't .~.pin wcbs. but they exude a sticky
substance from their legs that lets them walk on walls
and ceilings without trouble. as well as snare prey.

FEMALE STEEDER
Large msr, unaligned

l
Armor C|ass 14 [natural armor)
Hit Points so (4d‘l0 + 3)

speed 30 ft.. climb all it.

l
5111 max con INT wls CHA

1s(+2) 16(+3) 14(+2) 2(—4) 10(+o) 3(4)

1
Skills Stealth +7
senses darkvision 120 FL, passive Peiceptiun io
l.:nguages—
Challenge 1 (200 XP)

1
Spider Climb. The steeder can climb diniculi surfaces,
inzludingupside down an ceilings. wlthaul. needing to make an
ability check.

Leap. The steeder can expend all its movement on its turn to
jump up to 90 feet vertically or horizontally, provided that its
speed is at least 30 feet.

ACTIONS

 e
Bile. Me/M Wzapml Anlnk: +5 to hit, reach 5 ft., one creature.
Hit: 7 (1d8 + 3) piercing damage, and the target must make a
DC 12 constitution 5avingthrow,takir1g9 (zdx) acid damage

on a Failed save, or half as much damage on a successful one

Sticky Leg (Recharges when :he steedzr Has No Creatures
Gmpplzd). Mm Wlapurl Am1cl<.+Sto hit. reach 5 it, one
Medium or smaller creature Hit: The target lS stuck to the
steedefls leg and grappled until it escapes (escape DC 12),

MALE STEEDER
Mzdllmi mun, unaligned

Armor Class 12 (natural anndi)
Hit Points l3 (ms + 4)

Speed so ft., climb so ft.

STR DEX CON INT wls CHA
15 (+2) 12 (+1) 14 (+2) 1 (—4) 10 (+0) 3 (—4)

Ted
Skills Stealth +5
senses darkvisiun 120 ft., passive Peiteptiori 10

Languages—
Challenge1/4 (50 xp)

_j
Spider cllrnh. The steeder can climb diflicult suiiaces,
includingupside down an ceilings, without needing to make an
ability check

Leap. The steeder can expend all its movement on its turn to
(um): up to so ieet vertically DY horizontally, prnvided that us
speed is at least 30 Feel

ACTIONS

%
Bllz. Mzlze Weapon Attack: +4 to hit, reach 5 ft , one treature.
Hit-7(1dB + Z) piercing damage, and the target must make 2

DC 12 Constitution saving threw, taking 4 (ldls) dead damage
on a failed save, or halias much damage on a successful one

Sticky Leg (Rezharges when the studs: Hus No Creatures
ciruppled). Mzlzz Weapon Attack. +4 to hit, iearh 5 it. one
Small or Tiny creature. Hit: The target 15 stuck to the steeds: 3

leg and grappled until it escapes (escape DC 12).

NONPLAYER CHARACTERS
This section presents statistics for S&\’L'r£l1 unique NPCs
encountered in the adventure.

DROKI
Small huniunaid (dmd), chddnu evil

Armor Class 15 (studded leather)
Hit Points 31 (me + 7)

‘

speed 30 ft. (60 it. with boats afspzzd)

snz DEX con INT wls CHA
11 (+0) 16 (+3) 13 (+1) 10 (+0) 5 (4) 1s(+3)

 e
-,Skills Stealth +5

senses daikvisian 120 ft,. passive Peizepticri 7

Languages Dwaruish. Uridercommori
Challenge2 (450 xv)

ed
Special Equiyment. Drakl wears buck; afspeed.

Insanity. Drnki has advantage on saving thin.-is against being
(harmed of Frightened.

Innate Spellcasting. Dvoki'5 innate spellcasring ability )5

Charisma (spell save DC 13). He can innate!) east the lollawing
spells, requiring no material components

Atwill. minorillusiori
l/day each: darlinessjear. shatter

\PP1-NUIX u
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Magic Resistance. Droki has advantage on saving throws
against spells and other magical eiieets.

NARRAK
snrall humanoid (dzrm), chaotic evil

Srl¢i1kAm1ck{1/Turn). Droki deals an extra 7 (zds) damage
when he hits a target with a weapon attack and has advantage
on the attack roll, orwhen the target is within 5 feet ofan

Avmovclass 12 (is with nrage armor)
i-lit Points 40 (9d6 + 9)

ally of i>roki that isn't incapacitated and tiroki doesrft have 59°“ 3° “-
disadvantage on the attack roll.

sm DEX con INT wis cm
sunlight sansitivity,While in sunlight, Droki has disadvantage 9 (.1) 14 (+2) )3 (+1) 14 (+2) 5 (,3) is (+3)

an attack rolls, as well as on Wisdom (Perception) checks that

 j
-

rely on sight. saving Throws Dex +4, cha +5
Skills Arcana +4, stealth +4

ACTIONS Senses darkvisiori izo it., passive Ptrception 7

Languages Dwariirsli, tindercommon
challenge 2 (450 xv)

a
Multiimack. Droki makes two attacks with his shortsword.

shortswoird. Melee weapon Attack: +5 to hit, reach 5 t't., one
target. Hii: s (ids + 3) piercing damage. The sword is coated
with serpent venom that wears off afterthe first hit. Atarget
sub)ected to the venom must make a DC l'l constitution
saving throw. taking 10 ads) poison damage on a tailed save,
or half as much damage on a successful crie,

Insanity, Narrak has advantage on saving throws against being
charmed or frightened.

Magic Resistance. Nanak has advantage on saving throws
against spells and other magical eiiccts,

REACTIONS spellsasting. Nanak is a Stli-level spellcaster. His spellcasting
ability is Charisma (save DC 13, +5 to hit with spell attacks).
Nanak has two Zl1d—leve| spell slots, which he regains aiter
finishing a short or long rest, and knows the following
wariosk spells:

GRISHA cantrips (at will): eloiritah olastfriends, poison spray
Medium humanoid (Damaran human), chaotic 2vl'/ ist level: armor ofAgaihys. charm person, heir

2nd level: hold pzrsnri, ray ofenfeelilerrient, spiderclrmli

Parry, Droki adds 3 to his AC against one melee attack that
would hit him. To do so, Droki must see the attacker and be
wielding a melee weapon.

Armor class is (chain mail, shield)
Hit Points 33 (ad: + 5)
speed 30 ft.

Sunlight sensitivity, while in sunlight, Narrak has disadvantage
on attack rdlls, as well as on wisdom (Pereeption) checks that
rely on sight.

sm nzx con INT wis CHA
14 (+2) 12 (+1) i2 (+1) ii (+0) 14 (+2) is (+3)

as
Saving Throws wis +4. cha +5
Skills Persuasion +5, Religion +2

senses passive Perception 12

LanguagesCommon, Undercommnri
challenge 2 (450 XP)

 e
ACTIONS
Armor ofshadows (Recharges after a short or Long Rest).
Narrak casts niage annor on hirriseii.

sliartsurard. Melee weapon Attack: +4 to hit, reach 5 fL, one
creature. Hit: 5 (ids + 2) plerilng damage

One with Shadows. While he is in dim light or darkness, Narrak

can bemme invisible, He remains so until he moves or takes

Spzllmsting. C|’lSl1iIlS a 6th-level spelisaster His spellcasllrlg 3" mm" °' '“=*"°"v
ability is wisdom (spell save DC 12, +4 to hitwith spell attacks) He
hasthe following elerie spells prepared.

cantrips (at will); guidance, light, sizizlzdflizmz, thaiiniatiirgy
ist level (4 slots): cure walmds, divinefavar, inflict wounds,

pmtectiarifrom good, shield izffaith
2nd level (3 slots). sonirnuaifianie, hold person, magi"; weapon.

spiritual weapon
3rd level (3 slots): bestow Lwse, dispel magic, spirit guardians

ACTIONS
Mumimack. Gnsha makes two attacks with his +iflail.

+1 Flnil. Melee weapon Aitaek: +5 to hit, reach 5 it., one target
Hit; 7 (ids + 3) bludgeorlmgdamage.

APYENDLX u
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THE PUDDING KING
SmallIll4rrll1ndld(grinms,SPlup¢Ehurlger),i:hacitizeiii

Armor class 13 (is with rnage armor)
Hit Points 49 (9d6 - 13)

YESTABROD :

targr mlmstroxity, chaotic evil

Armorclass 15 (natural armor)
i-lit Paints 7s(1od1o + 20)

Speed 30 it. speed so rt.

STR DEX con INT wis cl-iA STR DEX con INT wis cHA
1o(+o) lG(+3] i4(+z) lZ(+l) 3(4) 17(+3) lZ(+l) 1o(+o) 14(+2) l3(+l) 1s(+2) 1o(+o)

-saving Throws con +5. the +5
sltills Arcana +4, Perception +2, stealth +5, survival 12
Damage iiesistances acid, poison
condition immunities poisoned
senses darlrvision so it , passive Perceptidri 12

LanguagesAbyssal, Griomis|'1,Ter1ati, undercornmon
challenge 4 (1 J00 xv)

are
stone Camuufiizgz. The Pudding King has advantage on
Dexterity (stealth) checks made to hide in rocky terrain.

cnanie cunning. The Pudding King has advantage on
intelligence, wisdom, and Charisma saving throws
against magic.

innate spellcasring. The pudding King's innate spellcasting
ability lS intelligence (spell save DC 12). He can innateiy cast
the following spells, requiring no material components:

At will: nondrtrrtion (selioniy)
l/day each‘ blindness/deafness, blur, disguise self’

insanity. The Pudding King has advantage on savingthrows
against being charmed or rrightenod.

speilcasring. rhe Pudding King is a 9th—level speiicaster. His
spellcasting ability is charisma (spell save DC 14, +6 to hit
with spell attacks). The Pudding King knows the iollovvirig

sorcerer spells:

cantrips (at will)- acid splash, light, rriagz hand, poison spray,
prestidigiiaiion

ist level (4 s|ots):faIsz in rrlizgz armor, ray ofsictrioss, shield
Zrid level (3 slots): crown ofrriudnzss, mlsty step
3rd level (3 slots): gaszousfarrn, stinking cloud
4th level (2 slots). iiligiii, izarlftlsiwl

5th level (1 slot); cloudklll

ACTIONS
war Pick. Melee Weapon Attack: +3 to hit, reach sit , one
target. Hit; 4 (ids) piercing damage.

Change Shape. The Pudding King magically transforms into an
ooze, or back into his true form. He reverts to his true form if

he dies. Any equipment he is wearing or carrying is absorbed
by the new rorrri. in ooze iorin, the Pudding King retains his

alignment, hit points, Hit Dice, and Intelligence, Wisdom,
and Charisma scores, as well as this action. His StallS(l(S and
capabilities are otherwise replaced by those ofthe new form.

create crcen slime (Recharges izfiel a Long Rest). The Pudding
King creates a patch oigreen slime (see “Dungeon Hazards"
in chapter 5 oithe Dungeon rviiisrers Guide). The slime appears
on a seclion oiwall, ceiling, ortloorwithin 30 Feetofthe
Pudding King.

Damage immunities poison
condition immunities poisoned
senses darkvision 1zoit., passive Perception 12

LanguagesAbyssal, telepathy so it.
challenge 4 (1,100 xv)

 .
l

LegendaryResistance (1/nay). iirestabrod tails a saving throw,
it can choose to succeed instead.

ACTIONS
Slam. Melee Wzapan Attack: +3 to hit, reach 5 Ft.. one
target. Hit: a (3d4 +1)l:ludgeor1lrigdamage plus 7 (3d4)

poison damage

caustic spares (1/nay}. Yestabrod releases spores in a 30—loot

cone. Each creature in that area must succeed on a D1112
Dexterity saving throw or take ids acid damage at the start
ofeach ofYesiabrod's turns. A creature can repeat the saving
throw at the end of each ofits turns, ending the efiect on itself
on a success.
Infestlzliari Spares (1/Day). Yestabrod releases spores that
burst out in a cloud that fills a '|0—foot—radius sphere centered i

on it, and the cloud lingers tor 1 minute Any rleshand-blood
creature in the cloud when it appears, or that enters it later,

must make a Di: 12 Constitution saving throw. on a successful
save, the creature can't be infected by these spores for 24
hours. on a failed save, the creature is infected with a disease
called the spores oizuggtnioy and also gains a random iorrn
oiindehnite madness (determined by rolling on the Madness
otziiggtrnoy table in appendix D) that lasts until the creature
is cured ofthe disease or dies. While infected in this way, the
creature can't be rcirifected, and it rriust repeat the saving
throw atthe end of every 24 hours, ending the infection on a

success. On a fallure, the infected creature's body is slowly
taken over by iungal growth, and aiterthreesuch tailed saves,
the creature dies and is reanirnated as a spore servant ifit's a
type oicreature that can be (see the “Mycoriids" entry in the
Monster Manual)

LEGENDARY AcTioNs
vestabrod can take 2 legendary actions, choosing irorn
the options below. only one legendary action option can
be used at a time and only at the end of another creature's
turn. Vestabrod regains spent legendary actions at the start
ofits turn.

corpse i1urst.Gore, offal. and acid erupt from a corpse within
20 Feet of Vestabrod. Creatures within l0 feet oftlie corpse
must succeed on a DC 12 Dexterity saving throw or take 7

ads) acid damage
Foul Absorption. Yestabrodabsorbs putrescence from a corpse

within 5 feet ofit, regaining ld8 + 2 hit points.
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APPENDIX D: DEMON LORDS
Hete ttte game stattsttes rttt the (lt‘l'I'ltl|'I lttttts V\.lIU ll‘t\\t‘
I’t>lr‘,> [0 play tn tltts story lzewmx They ttte lm’!nI(lal)lF
UD])t!tIPI\l.~.

BAPHOMET
Ctvtltzattntt is weakness and <t't\’agt‘r_V ts Strtfnglll ttt tlte
vrerlo 0fBapl10met. tht‘ l'lOl'l14‘tl Kltlg }lH4l the l"rlnce of
Be. ts. He rules over mirtotaurs and tttltt-rs \t\tll\ savage
lIt’Jil’l5. He is worshipccl by thnsr whtl want to break the
confines of civility and tlnltvlsh tht-lr lxestlal natures. fol‘

Baphomet envisions H vmrltl \\ ltlluut restrtunt. where
creatures ll\(‘ Dll[[l’lr‘ll‘l1'|0.~l>1‘t\’ag6‘desires.

Cults detotctt [O Bttpltmttst L18!-1I!]t"iz€.\flntl t‘,tJl‘t\pl(‘,.‘(

knots as Il1t"tr etnhlettts t’rE‘atItIg secret places t0it1—

tlttlgc [l’ICI11!st‘,l\t<‘s. lnttlutling lttbyrtnlllsor tlte sort then
master l£lVUl' Blotttlstailled crowns and vltcapons of
tron zmtl llrass tlemrate their profane altars.

OVt‘l'lH11t'. Bapltctmefsctlltists be-come taint:-ti lay his
tnltttettee, gaining hlaotlsltot eyes and COIAFSC, ll’Itf,l<(‘r\

tttg htttt. sntttll hnrns ettentttttll, sptttttt {mm tltt~ lttte
l'1CHtl. In ttttlea .1 llt’\'0leCl Cultist might trurtstttrm t‘l'l|ll'r‘,l_\

itttn El mtnntaur considered the [It“4"t'1[t"\'utft of tltt-,

Prince of Beasts
Ba)')l1()InE[l‘tll’l‘lS(‘llElpDl'Ell‘s£I~Zl;_Yl't‘t!l hlttth ttttt-etl

mtnotzlutz 20 feet tall with slx lmn l't!l'TI~. \n infernal
llght burns ln his rcrl C_V("5. \ltl’lntlgh fillwl vtlth hestial
l)lout.llu5t.tl1ercltcsvttthln ii rruel tllltl 4 lllltutlg Intellect
devoted to §lIl)VL‘l'Ill'lg .'~|ll (ll ('l\'lll/IHMHI.

Baphometwiclcl. t gtent glt.It\'E t‘:1llE‘(l lleartcleaver.
Ile SOl‘iIF‘[In\C< |"FIS(Sll1lS(lr‘,)l(ll_\t vtetlptlt: 'as,trlt= so that llC

can charge has I“l1(‘rTHt tttl gttte them tttth hts horns.
trampling tht:l'rl Into the entth tttttl |’t’l\(l\I\Q thent Wttll
his teeth like a bvast.

BAPHoME'r's LATR
Bapllntnets latr ts his palarc. the l

the layer of the Abyss cnllnrl thr l:.fl(llt‘Sk \‘l;lzt‘,. Wes
tletl wttltttt the twtstmg passages tttthe plttnt‘ wttte
lahyrtttth. the Lykltorl ts ltttttt; lttteh tttttttttatttetl and
surrounded by a moat CUl'I5\l'\lt‘lt3(l Ill ll\t>l.1~ltinn of :1

lllreedlmensionnl lTl£17C. Tho lVLll2\(‘t' ltsellis El towerlttg
stt-ttctttre whose ll1tt‘l‘lt)l‘ ts ;l~; lnhttttttltttte as tlte plane
on which tt mstdm. puptlltttetl by lYIlH()lHlH'\. guristt-as.
and quasits

'kllUl| wllirh is on

LAlRAcTl0~ts
On initiatlvtz Cotlril 20 (Iostng l!ItlILtlI\'t‘ Hes) Baultcntet
can take a latr Eltitlon to t-ttttse tnte ttt the lOlltl\\'ll‘iQ
magical cficcts: ht- cant use the satne efterl two
rounds in 2: row:

Bapltnntet seals one doorway Ill" t)\‘l'It‘l' t-tt

ttyway wtthttt the latli The ttpt-tttttg mttst
be unoccupied. It is filled with sttlttl
sttnte tor t I‘nmtl[(‘ Dr \ll1tll Batthtttttet
creates this L‘ffL‘r’t agntn.
Baphomet chonst-.~ A room
witlttn the lair that ts no larger ttt
ztnyclimensintl than 100 feel. I tl

\ll'l\ -lxt

B\/‘voxu Y

[l’lC ncxl ll'|lltL|U\/F count 20. gravity is rm , ,tl within
that l‘001'n.An_\'(‘,\‘ealures or objects tn the room when
this happetts tall in the an Ctton otthc n(‘\\'[1\lll ttl
gr‘:I\'ll_V unless the) have some ll1(‘t'lI'l.~ of retmttttlttg
altttt. Baplttttnetcan ignore tl1(‘ grtlvtly l't‘,\.«'l’sdl tt he's
in the room. although l1t‘lll{t‘Slr)lJ>€tllls L‘t(‘llUt'| to
lttntl on a cetlitm to attack ttttget ll_\ItIg ttettr lt.
l3:tpl\OIT\€',t casts ntiragc e'lI'Ce'HIt'. ttllet-ttttt; a t-ttttnt
Wlthln the latr that ts no ltntger ttt any ntntettston
than 100 feet. l‘hc Cff(‘C( cntls ml the next lllitla—

ttve count 20.

tt

Hvlhlut.

tl



REGIONALEFFECTS
The region contcrining Bophorrieta lair is warped by his
magic. creating one or more olihe lollowing om-.t~,is:

Plant life within 1 mile of the lair grows thick and
forms walls of trc 5. hedges. and olhcr flora in lhc
form 0 small mazes.
Boas within l mile olthr Izlir bcuomc frightened and
disoriented. us though Constanllyunder lhrnal ul be»
ing hunted. and might lash out or panic even when no
visible Ihmal. is nearby.
Ila humanoid spends at leasll hourwllhin 1 mile of
the lair, thal creature must succeed on a DC 18 Wi!~~

dam saving throw or descend into a madness deter-
mined by the Madness of Baphomet table. A creature
that succeed: on [hi5 saving throw can't be affected by
this regional Effect again for 24 hours.

If Baphomci dies. these effects fade over the course of
lino days.

MADNESS OF BAPHOMET
llo creature goes mud in Baphomcrs lair or within
line nlsight of lhe (lemun ltirrl. roll on the Madness of
Baphcimel table in deierrninn tht' nniurn or the madness.
which is a character flaw that lasts until ourocl. soc the
Dungeon Masterzs Guide inc more on madn

MADNESS or BAPHOMET

dim Flaw (lasts until cured)
Ol—Z0 “My anger consumes me.

I can't be reasoned with
when my rage has been stoked.”

2140 “l degenerate ima beastly l}El'l3V|Of,SEElTllI1g more
lll<e a wild animal than a thinking belng."

4i—eo “The world is my lluntlng ground. Others
are my prey."

6l—80 “Hate comes easily to me and explodes into rage '

8l—00 ‘'1 see those who cppuse me not as people. but as
beasts meant to he prayed upon."

innrioagasszz(iia\ur_alarmoI) ’ V

Hit Points 333(23dI2-+.ls4) - . .. .
.speud4o£:.. ;~.

— —

.
'

CHA
16 (+3)

DEX can
14 (+2; 26 (+21)

STR
so (+10)

4 NT
12 (+4)

Wis
24 (+7)

§avingThrows l>ex'+9. con +15, wis +14
Skills lntlmidatiorl 417, Verceptlon +14
Damage Resislaricescold, lire, lightning
Damage imrnun s POISOI1;lll|ldgEOVIl|1g,plEVClI'Ig, and

slashing that is rionmagical
ConditionImmunities charmed, exhaustiuri, frightened,

poisoned
Senses tluesight 120 ft., passive Perception 24
Languages all. telepathy 120 ft.
Challenge13 (50,000 XP)

,

 c
Charge. it Baphomet moves at least l0 feet straighitoward a

target and than hits it with a gore attack on the same turn. the
target takes an extra 22 (4dl0) piercing damage. Ifthe target IS

a creature, it must succeed on a DC 25 Strength saving throw
or be pushed up to in feet away and knocked plone.
lnnulz spcllcasting. l3aphornet's spellcasting ability lS Ch2~

risrna (spell save DC l8). He can Irlnately cast the following
spells. requiring no material components.
At will: dczcct rnugic
3/day each: dispel magic, dorninarc lzcust, huntcr's mark. rnazz,

wtzllafsmne
l/day each: tcleport

Lubyrinrhina Recall. Baphomet can perfectly recall any path he
has traveled, and he is immune to the mm spell.

Lzgendnly Resislanzz (3/Day}. lfaaphoi-not fails a saving throw.
he can choose to succeed instead.

;
Reckless. At the start of l-iis'tu'r}i. aphhmdtca n'gain advantage
on all melee weapon attack F61ls dliflrig that tum, but attack .
rollsfagainst lnim'havg ‘advantage lmfil’the’stalt'bl his rleigrturrt

ACTIONS
,Multiunack. Baohomel makes three attacks: one with Heart

cleaver, one with his bite, and one with his gore attack.

Heurtcleuirzr. Mela: Weapon Attack: +17 to hit. reach ls ft. one
target. Hi'r- 24 (Ads +10) slashing damage. '

Bite. Melee Weapon Attack. +17 to hit. reach 10 ft, one target
Hit: 19 (2:13 +10) piercing damage

Cure. Melee Wzaparl Attack: +17 to hit, reach 10 ft., one target
Hlt: 21 (M10 + W) piercing damage.

Frightful Freserice. Each creature of Baphorrieths choice within
120 feet olhlm and aware oihirn must succeed on a DC 18

Wisdom saving throw or become frightened for l minute. A

frightened creature can repeat the saving throw at the end or’

each ofits turns. ending the effect on itselfori a success These
later saves have disadvantage ll’ Baphumet is within line of
sight oltlie creature.

lfa creature succeeds on any oithese saves orthe efiect ends
on it. the creature is immune to Baphomet's Frightful Presence .
for the next 24 houvs.

LEGENDARY ACTIONS
Eaphorrlet can take 3 legendaryactions, choosing from the op‘
tions below. Only one legendary action option can be used at 2
time and only at the end of another creature’: turn. Baphomet
regains spent legendary actions at the start of his tum,
Heartcleaver Attack. Bapliorriet makes a melee attack with

Heartcleaver.
Charge (Costs 2 Actions). Eaphomet moves up to l'llS speed,

then makes 2 gore attack.

\l‘l'1\ll!.X ii
l
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DEMOGORGON
Prince of Demons, the Sibilant Beast, and Master of the
Spiraling Depths. Demogorgoriis the embodiment of
chaos. madness, and destruction, seeking to corrupt all
that is good and undermine order in the multiverse, to
see everything dragged howling into the infinite depths
of the Abyss.

The demon lord is a meld of different forms, with a
saurian lower body and clawed, webbed feet, as well as
suckered tentacles sprouting from the shoulders of a
great apelike torso, surmounted by two hideous simian
heads, named Aamcul and Halhradiah, hoth equally
mad. Their gaze brings madness and confusion to any
who confront it.

Similarly, the spiraling Y sign of Dcmogorgorrscult
can inspire madness in those who contemplate it for too
long. All the followers of the Prince of Demons go mad,
sooner or later.

l)_EMoG0RgoN’s L_A1i_t_
Demogorgon makes his lair in a palace called Abysm,
found on a layer of the Abyss known as the Gaping Maw.
Demogorgorfs lair is a place of madness and duality;
the portion of the palace that lies above water takes
the form of two serpentine towers, each crowned by

a skull~shapedminaret. There. Demogorgods heads
contemplate the mysteries of the arcane while arguing
about how best to obliterate their rivals. The bulk of
this palace extends deep underwater, in chill and dark-
ened caverns.

‘%Ei§ss
..¢rv

am“ ‘’.‘?.9');_::ifi1ri>o;n_ty_._9rrls4dtE3tz2)_
-spsedso I tr _

-V

,_ :
,

"st -' 133' ’C5N "INT wis 5 cup2é__.(.isy_ r1f(:2)j..ris(+sy '*2o‘(+_§_) Nos) 2597) 7

,

 j
‘:

Saving Throws Dex +10, con +16. Wis +11, cha +15
: slillls Insight +11, Perception +19
. Damage Resistnnzestold, fire, lightning
i’Dainago lrnrnunities poison; bludgeoning. piercing. and

slashing that is vlotlmzglcal
5 condition lnirniinitiss charmed, exhaustion, trightcricd,

poisoned
Sénsestiuesight 120 ft., passive Perception 21

- Languagesall. telepathy 120 ft.
; challenge 26 (90,090 xv)
l

ma
1

lnniitc Spzflcnsting. Demogorgon’s spellcasting ability ls Cha-
: rlsl’FlT(spell save DC 23). Dernogovgart can innately cast the
I following spells, requiringno material components:
3

At will-Jcteti rnngic, major image
=»

3/day each: dispel rnngicfriir, leleklnzslx
l/day each;f2eblzmivid, project lrnngr

7
Legendary ltrriitiinrr (3/Day). lrocniogorgon fails a saving
throw, he can choose to succeed instead.

’

Magic ltcsirtonre. Dcrriogorgon has advantage on saving
: throws against spells and other magical effects.
.' Magic Weapons. Demogorgorflsweapon attacks are magical.
1 Turn Heads. Demogargorl has advantage on saving throws
: against being blinded, deafened, stunned, and knocked

unconscious

- ACTIONS
_

Multiattiick. Demogorgon makes two tentacle attacks.

APPENDIX D
i‘

DEM()t\ LOKDS

*°*£‘s.—..L~ss_—l.s.tltc:a
§J3rTz3I;g2§_g_o_rtst utionsagtgg

uri-ntsnn €a'_l§jri“air:iogn:n‘q'l;i_l
‘ Lflii

red_ntced to _u.

Wan. Bemogorgori turns his mag‘ al ze'Eward orle_cr_e§_lfie

that he can see within 120 Feetothlm. That target muslnhalie
at>é‘23 Wisdom savirlgthrow: Unless the target is lnczpal:~
itated, it can avert its eyes to avoid the gazearid to autorrlatr
ically succeed on the save. lfthc target does so, it can't see
Dcmagorgon until the start of his next turn. lithe target looks

at him in the meantime, it must immediately make the save,

lfthe target fails the save, the target suffers one ofthe follow-
ing ciiccts of Demogorgorfs choice at at random:

1. asgiiiling Gaze, The target is stunned until the start of
Dcmogorgons next turn or until Demogorgon is no longer
within lirie ofslght.

2. Hypnoticcare. The target is charmed by Demogorgon until
the start of Dertlogorgon’5 next turn. Derriogorgonchooses
how the charmed target uses ‘its actions, reactions, and —

movement. Because this gaze requires Demogorgon to focus
both heads on the target, he can't use his MadderiingGaze
legendaryaction until the start ofriis next turn.

3. InsanityOne. The target sul‘Fers the effect ofthc confusion
spell without makirlgj saving throw. The citect lasts until the
start of Demogorgon's next turn. Demogorgon doesn’t need
to concentrate on the spell.

LEGENDARY ACTIONS
Demogorgorican take 2 legendary actions, choosing from
the options below. only one legendaryaction option can be
used at a time and only at the end ofanotheicreatures turn.
Demogorgon regains spent legendary actions at the start
ofhis turn.
Tail. Mzln Weapon Atlizrlc +l7 to l’lIL reach 15 (t., one target.

Hit: 31 (Mile + 9) bludgeonlng damage plus 22 (M10) nc.
crotic damage. ,MaddeningGaze. ocrriogorgon uses his Gaze action, and niust
choose either the Beguilirig Gaze or the insanity Gaze effect.

l



LAIR AC’l'IOI\‘S
On miliatlvu (‘Hunk 20 (liming initiative tiral.
[lcmiigumiincan lal<r‘ a lull zicriim lo C<’l\lSf one ofilie
rnlinii lug i~tie,i» s. lJi‘l"l10§0I‘gril’I t'£m'[ use the szlmt‘ elleci
(WU r0|ll'lkl~ iii a row;

l7«:‘tnugui‘gnn rre:iti:s Elf] illiisuii tlupllcalr iii him
self, which appears in his on n space and lasts tiniil
iniliullvc C0lll'll Z0 Ofll\F|1€XIF()Un(l.On his turn, De—

l11Ug0l'EOIlt‘&ltl lnOV(‘ ilie Illusory ciiipiieate, Li tlisiame
eqiitii ll) l1l< vizilking Kpeed inn action ruiiiirecl). The
flrsl tlmr zi (TE‘a(Ill‘(‘ or object inieracrs pliysically with
miiingoi-gnii«loi i"XEIHlplC. llllling him with an attack).
tliere IS a 50 perm-iii rhant-e lliai it is the illusory du-
plimtc (hill is being -ttrlectcili nut De,ni<:goi—gon himself.
iii which mse the illusion i.ll>.1|)pears.
DE'mDgDl’g{7I1 C(1nl\ the darline-ss spcll four time~ at its
lowest lvvel. targtniiiig d1ff(‘l’t‘,!tlE\|‘8£la with the well.
Demogorgon <lorsn'i need Ht tonccntmle on the spells.
Wl‘llCl’| will an initiative count 20 of the next round.

REGIONAL En ECTS
The reglotl L’0I‘lla1l'llng Deiiingiiigoii: lair is W€lY‘])«‘(l by

hi. inaiziri (‘rearing nne LJI‘ ninie oi’ the tnllowiiig eliects:

. Tlii: arerl within 5 miles otthe lair l)(‘C0lTl&S ovr‘rpi)p—

iiluieil with lizardi, [)()lSOY\O|l§ snakcst and other ven—

omous be 5.

Beasts within ln1lll‘l)ltl’l(‘l%lll'l)ECOI“l1(‘ \’>0lEnl' ;lnil
(‘,l’;]Z€',d— en creziitires that are lmrnially flOCllC.

llzt humanoid sprnrls at It" xi 1 hour within 1 mile
of ihe lziiri that crnziiure must succet-il on a TM‘ 23
Vlilisdorn srlvtimg thmw or

Cl Hid into a lT\.1(ln<‘~\s

ileiei~inineil by the Vlaclnltbs of Demngurgorl tal:1e.A
tiftalllrkt that itlrceeds on lliis saving throw <:un't bl‘
‘ntllfzctfifl hi this iegiciiieil i-Heet agzllll for 24 hours.

If neiiiognignii dlcs. these !‘Hr‘l‘,lS fade they the roursc
i)l'lil10 days.

[ls>»~<i3m=:iDN

MADNESS or DEMOGORGON
lfil rieatiiie goes mad in Deiiiogorgnirs lair or Within
line of sight OlllI€' (lemon lord. roll ml the Madnass of
Demugorqon (‘able (0 di~tei—inlue thr naturc of [he mad-

ncs. .i.\l1ich is 2| character flaw that lasts until miretl.

see the Dllngfton A aster‘. Guide for more on n‘la(ll'Ic=b.

MADNESS or DEMOCORCON
d‘l00 Flaw (lasts until cured)

0'l—Z0 “Someone ls plotting to l<lll me
I need to strike

first to stop them!"
2l—4O "There l5 only OHS solution to my problems: kill

them all!"
4‘l—60 “Thele is nioie than one mlrld mslde my head"
51430 “itioh don't agree with ma‘ l'll beat you into

submission to get my way ”

81-00 “l can’t allow anyone to touch anything that
belongs to me. They might try to take it

away train Niel"

‘ill‘Ei\§)l\ D |lL‘.l4'i'\ Llll«‘ll‘i



FRAz—URB’LUU
All demons are liars. hut Fraz—Url:i‘luu is the Prince of
Deception and Demon Lord of Illusions. He uses c\ cl y
trick. every ounce of demonic cunning. to manipulate
his cnemics—mortal and fiend alike—to do his will.
FrazrUrb'luu can create dreamlands and miiid—bending
fantasies able to deceive the most discerning foes.

once imprisoned ror eeiitiiries below Castle Crreyr
hawk on the world of Oerlh. Fraz»Urb'luuhas slowly
rebuilt his power in the Abyss. He seeks the pieces or
the legendary stalfofpower taken from him by those
who imprisoned him. and commands his servants to
do likewise.

The Prince of Deception's true form is like that ola
great gargoyle, some l2 feet tall. with an extended. miis—
Eula!‘ neck and a smiling face framed by long. pointed
ears and lank. dark hair. and bat—like wings are furlerl
against his powerful shoulders. He can assume other
forms. however. from the hideous to the beautiful. Often
the demon lord h mes so immersed in playing a role
that he loses himsclfin it for a time.

Many of the ellltists of Fra -Urlfluu aren't even aware
they serve the Prince of Deception.believing their master
is a benefieentbeing antl grantcr ofwishes. some lost god
or celestial. or even another fiend. FrazeUrb'luu wen rs all
rhese masks and more. He partit‘ulztrl_v delights in aiding
demon—hunters against his demonicadversaries. tlriviiig
the hunters to greater and greater atroe n the name

of their holy cause. only to eveiitually reveal his true na—

ture and claim their souls as his own.

FRAz~URB’LUU’s LAIRW
Fraz—Ur|:'luu's lair lies within the Abyssal lair known as
Hollows Heart. a featureless plain ofwhitc dust with
few structures on it. The lair itsclfis the city of Z<irag-
melok. a circular fortress Slll‘V‘0Ul'l(‘lr3(l by adarniziiitiiie
walls topped with razors and hooks. Corkscrew towers
loom abovc twisted domes and vast amphiiheaters,
just ii tew examples of the impossible ;iri~liiter;iiire that
fills the city.

The challenge rating of Fraz~Urb'luu is 24 (62,000 XP)
when he's encountered in his lair.

LAIR ACTIONS
On initiative count 20 (losing initiative ties). Fraz-
Url:l‘luu can take a lair action to cause one ofthe
following effects: he can't use the same effect two
rounds in a row:

l-‘raz—Urb'luu causes up to 5 doors within the lair to be—

come walls. and an equal number of doors to appear
on walls where there previouslywere none.
Fraz—Urb'luuchooses one humanoid within the lair
and instantly creates a simtilacrtim ofthat creature
(as ifcrczltcdwith the simii/acriim spell). Thi simr
ulacrum obeys Fraz-Url)'ltm'scommands and is de
stroyed on the next initiativ um 20.

E

29 (+9)

~ Saving rhi-cw: Dex +8, con H5’, int +15, Wis +14

' skills Deception +'l5. Perception +l4. Stealth +8
r niimage Resistances cold, nre, lightning
' Damage Immunities poison; liludgepning, plerclng, and

slashing that is nonmagical
: condition lmmunilies charmed, exhaustion, frightened,

poisoned
' Senses truesight 120 It., passive Perception 24
' Languagesa|1,te|ep22hyl2(Ht.
;. Challenge23 50,000 XP)

j
_'

lniriitespellriisting. rriisurtilluuls spelleiistirig ability is chi.
"rlsm: (spell ssiri-..l)e 23). Fraz-Urb'|uucan lnnately east the
: followlrig‘spe'ils. requiring no material components‘
‘At will a/te.'self(l:arl become Meiiiumsizeo when changing his
‘ appearance). deter! rmzglc. dispel magic. iiiiiintirirniilfiirrr

3/day each» mnfl.;inn,’i'ire‘iim, mlxlzad, programmed illii.
rlpn. szzmlrlg

» l/day earh: mirage iirriirir, rrioaify memory. project lmllgz

- tegeniiiziyResistance (3/Day). If Fraz-Urb'|l)u fails a savlrlg
throw, tie can choose to succeed irlsteady

I

» Aerions

pereerireii tiir_ iii-nTgiEa scryirigsensu
by 'alii ltles that sense £ri10|"lS:D! fiétid

miiitriiiiirt.
Fraz—i-.l-vb’luu in}: three aEt;ks:le with nis_ ,;

A

bite and two with his Fists,

Bite. M2722 Weapon Amii:I<~ +16 to hlt.—reaeh l0 ft.. one target.
Hit: 23 (tile + 9) piercing damage. ”
Fist. Melee weapon Aiinclc +T6'tci’h‘it. reach 10 i’t., one target
l-lii; 27 (M8 + 9) bludgeorllrlg damage.

LEGENDARY ACT|ON§
FrazrUrb'|uucan take 3 legendaryactions, choosing from the
options below. only onelegenriary action option Carl be used
at a time and only at the end afariother creature’: tum. Fr.-iz~

urli'Iuii regains spent legendary actions atthe start ufhls tum. -

Tail. Melee Wzizpori A»ack- +16 to hit, reach 15 (L, one target.
Hi'z.-31 (tom + 9) tiluogeoningdamage lithe target is a
Large or smaller creature, it is also grappled (escape DC 24).
The grappled target is also restrained. Fraz-Urb'luu (an grep» -

ple only one creature with his tall at a time.
Phanlasmal Killer (costs 2 Actions). Fra2rUrb'|uu casts phirnias —

rrlal killer. no roncenttatiorl required.

i\l'I'l'\‘Dl.\ D l

DILMON touts



Fra7 Iwn q vrea(P= ;. wa\'r nfmlguish. Each rrvar
mrr‘ n» "\n <r'ewiIhin1h€1nIrmuslsucL*E*ed on a
Dr 23 \\v<dr~m <avirv;._rHwrnwn‘1akc 33 ((:d10) my
um xL-nmgzv

RLGION.-\L EFFECTS
The rcgmn connnmncg Fraz—Urb'luu's Imr 15 warperl by

his magic. cmnng Dru" or more or me fu1lo\.\'ing effects:

Inle1I1gsnt<‘reaIures whhm lrnile ofthv law frcr
quenm re haHu<*ma(i0n.~. uflong dead frmnds and
mmradn. [hat \;xnish afmr only :1 hricfcghmpsrr.
ROZ\dS.'~ll1(‘p?\l'h’a \\iI111n 6 In1!c"<ufL|1e |EllI'lVHS[ and
turn bark nn (hr,mse}H‘>.. n1ak\ngn:\vig:nI0nin the

area t:xu*s(|1ngI_\ mmmu,
Us human/mi Spends at least 1 hour wxlhin 1 mile
of 'H«- hm (‘am rrezmxre mum succcml on .1 DC 23
\‘\.'1<rImn «mug Lhrcm «yr dcsrrtnd mm a madnr»
rlmvrnnnsd hy {he M;nInes<nfFrazrUrh'1uumh|e A

r‘rr‘;\\ur:= rim succerrls un rhm «avmg xhrm-vran'1 be
affv-r ted I3}. rhxs re:§1nrm1eFfc‘<’la;:aIn for 24 hours.

IfFr:«7rl‘rh'luurlira.1hr<c~ rffecm fade owr the (‘nurse of
1:110 dayx.

MADNESS or 1-‘RAz—URB'LUU

lfa rrFamrv gncs mm! m Fmx Lrb'luu's lair or wixhm
Hrwofsigh1 ufllw r ,m0n1nrrLro11nn Lhc Nlisrlness of
Fr;u—Urb'luu Lablr In rleuzrrnme rhv nature of the mad—

ness. “Inch it :1 rharartrr flaw (hm lasts unlil currd
Srr am Dungeon :\/Iasn s Gmdv fur morv un madness.

MADNESS or Fruz-URa’Luu
d'|O0
OL20

IP40

41450

61-80

81-00

Flaw (lasts until cured)
“I nevev ‘at anyone know me mm about my at-

nons orwntentwonsm-ven1fdoIng <0 womd be ben—

sficxal to me."
“I have interrmltem hallucmanons and fits of carar
torua."
“My mmd wanders as

I have elaboraxe Fancasms

that have no bearmgon reahty. wnen 1

return my

mus to me wand mm 2 hard Mme Iemembermg
tHa\ .1 was just a daydream “

“I conwnce myselfthat zhmgs are true‘ even m the
face o9'overw|weVmmgevrdenceto the mntravy "

“My percepnon ofreahty doesn 1 match arwowe
else’; u makes me prone [0 mm demons zna:

make no ssn<e to anyone eke “



GRAz’zT
The appearance ofthe Dark Prince is a vittrtiing that
not all beautiful things are good. Standing nearly nine
feet tall, }r'.iz'7i strikcs the perfect figure nfilntnmcd de—

sire. every plttne and Curvc ofllis body. every glance of
his burning eyes. pmmising ti mixture or pletteure and
pain. A subtle Wrought-‘ss pervades his beauty. irntn tht:
cruel cast of his features to tht‘ six fingers on each hand
and six toes on each tout. Grtiz'zt can also transform
himselfat will. appearing in an) humanoid form that
pleases him. or his onlookers. all 4‘([Ilally tempting ln
their own VVcyS.

Graz'zt surrountis himsellwltll the finrst of things
and the most £l\'lt”€lC(lV(‘OiSEl’\1HIl' ' nd l’I£‘ adorns hiln
self in silks antl lcuthcrs both striking and disturbing
in their workmanship. His lair. and llluse of his Culllsts.
are plE£Is\Jrt’[):ll1i(‘t"S where nothing IS tnrhidden. save
moderation or klntlncss,

The dark Pfinft‘, til" Plfi&‘lSul‘(‘ Considers restriction the
only sin. and takes what llt’ wants. Cults devntetl to him
AFC‘ secret societ s 0iitItlIilgt'rlt‘t=. often using their (lt‘—

bauehery to subjugtllt: others through blackmail. zidditv
tion. and manipulatiml. They frequently wear alzil‘tas\‘t‘r
masks with Et‘S[aIlC expressions and ostentatious tlrrss
and body ornaineiitation to their secret assignalitt .

Although he prefers charm and subtle manipulation.
Ctraz'zt is capable of terrible violence when prmoketl.
He wields the greatsword Angtlrelvc. the Wave of
Sorrow. its wavv. tazoredgetl blztdr dripping acid at
his command.

GRAz’z'l"s LAIR
Uraz'zl's principal ltur is his Argent Palace. 21 grnntlioso
structure in the city of Zlllatar. found within ll Xbyssal
clrlmain of Azzalar. Ctr2tz'zt's nladcleliilig infitlerlct‘ radl—

ates outward in a tangible ripple. Vtftrpltlg reality around
him. Given enough tlrnc in a sin;'1lelocatian.Graz'7.I
can twist it with his matlnc ‘S. Craz'zt's lair is a den of
ostentation and hedonis-m. lt - adorned with rinery and
decorations so decadent that even the wealthi st of ll’I0l'—

lfllS would blush at the excess Within C-r:«z';t's lairs.
followers, thrzllls. and suhje alike arc forced to slake
Graz‘zt's thirst for pageanlry and pleasure.

\l‘l’t xttix 11 at \lI>\ |(lRlV\

LAIR ACTIONS
On initiative count 20(lUSll1gll'|lIlIIIlVC tics). Gt-az‘zt can
félkl‘ a lair action to cause tins of the following effects: he
ttzin't use the same efiert [WU rntinds in a row:

Gi*:iz'zi casts lh(' )l7'lfl'l<'II7dspell on every (‘I’E‘iil|ll‘(' of
his Ch0lCE in the I. .Hc nccdnt see each (inc, but he
must be aware that an ind‘ ' tial is in the lairttt target
that Creature. He is-sues tl - time command to all
the targets.
Smooth stirtaees within the ltiir become as refletttive
as a polished mirrtlr. Ilntll li tllfft'rt*rlt lair action is
usittl. creatureswithin the l£|ll' haw‘ disadvantage on
Dexterity (Stealth) clieclts made to hiclc.



REGIONAL EFFECTS
The region containing Graz‘zt's lair is warped by his
magic. creating one or more of the following effects:

- Flat surfaces within 1 mile of the lair that are made
of stone or metal become highly reflective. as though
polished to a shine. These surtnocs become supernata
iirally rnirrorliltc.

- Wild beasts within 6 miles of the lair break into fre-
quem oonliicts and coupling. mirroring the behavior
that occurs during their mating seasons.
lfa humanoid spends at least 1 hour within 1 mile of
the lair. that creature must succeed on a DC 23 Wis-
dom saving throw or descend into a madness deter-
mined by the Madness of Crraz'zt table. A creature that
succeeds on this saving throw can't be attccted hy this
regional efiect again for 24 hours.

If Gi-az'zt dies. these ellects fade over the course of
M10 days.

MAPNESS OF GRAz‘zT
Ifa creature goes mad in Graz'zt's lair or within line of
sight of the demon lord. roll on the Madness oi‘ Graz‘zt

table to determine the nature of the madness. which is
a character flaw that lasts until cured. Sec the Dungeon
Master's Guide for more on madness.

Mnnuass or GltAz'zr
dloo Flaw [lasts until cured)

01-20 “There is nothing in the world more important
than me and my desires."

2140 “Anyone who duesrftdo exactly what i

say doesrl’t
deserve to live."

41-60 "Mine is the path ofredemption. Anyone who says
otherwise is intentionally mlslsading you."

5l—x0 “I will not rest until I have made someone else
rrilr1e.arid doing so is more Important to me than
my own Iitc—or the lives of others."

xl—90 “My own pleasure is ofpararnount importance.
Everything else, including social graces, is a triv—

iality."
91—00 “Anything that (an bring me happiness should be

enjoyed immediately. There is no point to saving
anything pleasurable tor later"

_Arl-not:Class Z9:(rintu.rgl_armor)

Hit Poir_its_;7s (36dlQ +130)
Speed‘-to ft.

STR nix’
_

CON
,

INT wls , cmi
22 (.5) 15 (+2)' 21 (+5) 23 (+5) 21 (+5) zs (+8)

—j._:_—.._..—j. savingrhrowsDex +9. Con +12, Wis +12
A

Skills aiiin +15. lnsiglit+12, Perception+12, Persuasion +15

Damage Resistance: cold. fire. lightning
- Dzmage linmiinitiss poison; hlurigsoning. piercing. and

slashingtllat IS nonmagicai
condition Immunities charmed. exhaustion. frightened,

poisoned
Senses triiesight 120 ft.. passive Perception 22
Languagesall. telepathy 120 ft.

. Challenge24 (62,000 XP)

Tim
'

5h1zpechnngu.Graz'zt:an use his action to polymorph into a

Form that resembles a Medium humanoid. or back into his true
form. Aside from his size, his statistics are the same in each
form, Any Equipmenthe is wearing or carrying isn't transformed

' lnnizte spellnasting. Cr2z‘zt's spellcasting ability is Charisma
(spell save DC :2). He can innatcly cast the following spells.
requiringno material components:

At will: charm pzrson, mum ofrrradness. detect mag/L. dispzl
magic. dlssomzm whispers

3/day each: coumzrspcl/. darkness. dlmilnate;1:Isori,5izricluqry.
lelzkinzsis, tzlepurt

7
M_iigic Weapnns. Craz'zt’s is; Effacks are

n‘iaglcal.—

_ACTIONS
,Multiatlulr.Graz’zi attacks twice with the Wave of sorrow.

Wnvz ttfsimow (Gmatswam). Mzlu wcapon Atiiiclo +13 to hit. :

reach 10 tt.. one target. H o (4d6+ 5) slashing damage plus
14 (Ads) acid damage. '

rclcport. Craz'zt magl<al|y teleports, along with any equipment _

he is wearing or carrying. up to 120 feet to an unoccupied
space he can see.

LEGENDARY ACTIONS
Craz'zt can take 3 legendary actions. choosing from the op-
tions below. only one legendary action option can be used at
a time and only at the end of another creature‘; turn. Cvaz'zt
regains spent legendary actions at the start ofhis turn.

Attaclt. Graizt attacks once with the wave ofsorrow.
Dance. My Puppet! one creature charmed by Graz'zt that

Grant can see must use its reaction to move up to its speed -

as Gra1’zt directs I

sow oiscord. Civaz'zt casts clown ofmlzdriess or dissa-
nanl! whispers.

Teleport. Graz'zt uses his Teleport action

 -
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JUIBLEX
Called the Fa s Lord and the Ouzing Htinqer in :m—

eient grimoire . juiblex is (lemon lord oislime and ooze
a noxious creature that doesn't care about the plots and
schcmes of others of its kind. It ex ' only to COT\SllfTI(‘
digesting and transforming living tnaner into more
of itself.

Jurw - i

<\l"T’F.\[llIt D Dl{\£O‘. lt‘.l‘[»~.

A trur‘, hnrror.Juiblcx is a mass otibubbliniz slime,
swirling blank and green. with glaring red eyes floating
and shifting within it. lt can rise up like a 20—fo0t hill.
lashing out with dripping psctidopods to drag victims
into its hulk. Thost: cnnsurnecl byjuiblex are obliterated.

Only the truly lnsant‘ worshipjuiblex and tend to its
slimes and (107. Those who offer themselves up to
the demon lord are engulfrtl by it and herome vaguely
humanoid, sentient tmzes. The l>ot‘llt:=. of thrsc fctrmcr
fl<‘sh—arldrl:lootl creatures rorni jtitlilexis e><tt'.rIClt‘d nhy.
ral body. while the demon lurtl slowly tiiges-ts and savors
their identities over time.

]UIBI_EX’s LAIR
_[tiil)lex's printiipiil lair is known as the Slime Pits. a
realm whit-it _]\lll)lCX shares with Zuggtmoy. This layer
oi the Aby '. wlui'l'i is also known as Shedaklah, is a
bubbling tnorass of oozing, fcticl sludge. its landscape
is revered in vast exiiattses ufratistit: and unintelligent
. imes. and strange nrgutiit (ll"lT\SI‘ 1‘ {mm thc oceans
or molds and oozes atjuihlex romrnunti.

LAIR ACTIONS
on initiative count 20 (losing initiative ties)._Iuiblex can
take a lair in ion to cause (\I‘lIJ ofthc following effects: it
cant use the saine effect two rounds in a row:
- juihlex slirnes a square area ofgrountl it can see

within the lair. The EIFCFJ can be up to 10 feet on a side.
The sliine la. is for l hour or until it is burned away
with lire. when the slime appears. each creature in
that area must su<:t'e cl

on a DC 21 Strength saving
throw or become r struinetl. Wh , a creanire enters
the area [or the lirs-t time on a turn or ends its turn
there. that creature must tmike the same save.

A restrained creature is stuttk as long as it remains
in the slimy area or until II breaks free The restrained
creature. or another creature who can reach it. can
ust‘ its action to try to break free and l'l'l|lSf siicceed on
;i DC 21 Strength check.

lfthc 5 m(‘ is set on tire. it burns away after 1

round. t\n_ crcature that starts its turn in the hurning
slime takes 22 (4cll0) tire damage.
juthlex s-limes a square area or ground it not see
u ithin the lair. The area can be up in 14) feet on in side.
The sliine lasts for l hour or until it is burned away
with tire. VVl'Icn the slime appears. each creature on
it must sut eed on a DC zl Dexterity saving throw or
lall prime and slide 10 feet in a random direction tle—

terminetl by :1 d8 roll. When a creature enters the area
for the first time on 2| ttirn or ends its turn there, that
creature must make the same Save.

If the slime is set on fire, it burns away aftcrl
round. Any creature that starts its turn in the burning
slime takes 22 (4tl10) fire damage.
A green slime (see the Dungeon Master‘; Gtiidc; ap—

pears on a spot on the reiling thatjiiiblex chooses
within the lair. The slime disintegratcs after l hour.

REGIONA L EFFECTS
the region ttanlainingjlliblrtxs lair is warped by its

magic. creating one or more ofthe following effects:



- Small bodies of water, such as ponds or wells. within
1 milc ofrhc lziir turn highly acidic. corroding any ob~

let! that [DLlChCS thcm.
Surfaces within 6 miles of the lair arc frequently cove

ercd by a thin Film of slime. which is slick and stlcket to

anything that touches ii.

Ita humanoid spends at least 1 hour within 1 mile of

the lair. that Creature must succeed on a DC l8 Wis-

dom saving throw or descend into a madness deter
mined by the Madness nfjuiblcx table. A creature that
succcedcr on this saving [hruw cant be affectctl by this
regional effect agaiii for 24 hours.

Ifjuiblcx dies these effects Earle over the course til
1:110 days.

- UBLEX ii- ugrfimy tumangarjaflit

Atrriprglrss i§(rrat_u_r».il,§rrnoE) ‘ '_ ‘

ji-itt points 350 (23d‘l2 9 168) — »

speedaott, ,
T ' ,

'
7

sm nix‘ ‘coir |NT wis -
'cl-tA:

24 (+7) 10 (+0)
7*

Z3 (+6) 10 (+5) Z0 (+5) l6 (+1)

—:———'j——:.——esaving Thmws Dex +7, con +13, Wis +12

skills Perception +12
Damage Resistaiices cold, fire, lightning
Damage immunities poison; bludgeorllrlg. piercing, arid

slashing that is nonrnagical
Condition lmmunities blinded, charmed, deafened, exhaustion,

trightened, grappled, paralyzed, petrified, poisoned, prone.
restrained, stunned, unconscious

senses truesight 120 tt., passive Perception 22

Languages all, telepathy l2o ft.

challenge 23 ($0.000 xv)

 j
‘

Foul. Any creature, othsrihari an ooze, that starts ltsturn
within loteetofluilzlexrnust succeed on a DC 21 Constitution
saving throw or be poisoned until the start otthe Creatllre‘s

next turn.

Innate spellcusting, luiblex’s spellcasting zblllty is Charisma
(Spell save DC ‘I8, +l0 to hit with spell att.-icksl. Iulhlex can
irlnately cast the following spells, requiring no material

components-
At will: acid splrzxh (l7th level), detect rmzglc

3/day each: lr/ight, contagion, gaseousform

LegendaryRizrismriu (3/Day]. lt julblex rails a saving throw, it

can choose to succeed instead

Magic Rnsisrnnce. luiblex has advantage on saving throws

against spells and other magical effects.

Magicwzapan juible svveaporr attacksare magical.

54!!

' -tur_n. If 3t takesfire or radiantda

MADNESS 01-" JUIBLEX
it a creature goes innti in Juiblt-x's lair or within line of

sight or the demon lord. roll on the Madness nfjuililex
table to dt-icrmiiie the nature of (ha madness. which is
Ll Character flaw that lasts until cured. See the Dungcotl
Master's Guidr‘ tor more on madncss.

MADNESS or ju1aLEx
dloo Flaw (lasts un\i| cured)

o1»2o “I must consume everything 1 can!"

2140 ‘‘l refuse to part with any of my possessions."
41—60 “I'll do everything

l

can to get others to eat and

drink beyond their normal limits,"

61/30 “l must possess as many material goods as
I can."

31470 “My personality is irrelevant.
l

nrn defined oy what
l consume."

s ner/Httrn.

‘ "spider Climb. lmblex oan,crirnp,d.

mg upside down on ceilingsgmthoritmieedingto make an

ability check ' :' .
'

Acritaws I

Mulgfunack. luiblex makes three acid lash attacks. '

Acid Lnsh.Mzl2e Weapon Attack: +14 to hit, reach 10 tt., one
target. Hit. 21 (Ads + 7l acid damage. Any creature killed by

this attack ls drawn into li.llblex's body, andthe corpse is oblit-

evated otter 1 minute. . .

Eject Slim: {Recharge 5-6). luiblex spews out a corrosive slirne.

targeting one creature that it can see within 60 feet ottt. The

target must make a DC 21 Dexterity saving thmw. on a failure,

the target takes 55 (lOd‘l0) and damage. unless the target
avolds taking any ortlrrs damage, any metal armor worn by the

target takes a permanent —1 penalty to the AC it otters, and any

metal weapon it is carryingor wearing takes a permanent -1

penalty to damage rolls. The penalty worsens each time a up
get issutaiected to this effect. lithe penalty on an oblect drops

to as the object is destroyed

LEGENDARY Ac'rloNs
lulblcx can take 3 legendary actions, choosing trom the nptiorls

lreloiiv only one legendary action option can be used at a time
and only at the end ofanothcr creature's turn luiblex regains

spent legendary actions at the start of H5 turn,

Acid splash. ]u‘lblv:>< casts arid xplash.
Attack. luiblex makes one acid lash attack.
corrupting Touch (Costs 2 Actions). Metre Weapon Attack‘ +14

to hltr reach loft . one creature. Hit: 21 (Ads + 7) poison
damage, and the target is slirned. Until the slime is scraped
otfwith an action, the target is poisoned, and any creature,
other than an ooze, is poisoned while within 10 feet of
the target

\l‘l'L\lrl,\. ti llciiuw |()KIl\



ORCUS
Oreus is the Demon Prince of Undealh, known ; '

Blond Lord. He takes some pleasure in the suffe rigs
oi the living, but lar preiers the cnntp-any and service oi
the undead. His desire is to see all life quenched and the
rnultiverse transtorined into a vast neeropolis populated
solely by undead creatures under his command.

Oreus rewards those who spread death in his name
by granting [hem a small portion ofllis power. The least
of these become ghouls and zombies who serve ill his
legions, while his favored servants are the eultists alltl
necmmancers who murder the living and then lnanipu—
late the dead, emulating their dread master.

Orcus is a bcstial creature of corruption with a dis
eased, decaying look. He has the lower torso ofa goat.
and a humanoid upper hotly with a corpulent belly swolr
ion with rot. Great hat wings sprout from his shoulders,
and his head is like the skull ofa goat. the flesh nearly
rotted from it. in one hand. he wields the legendary
Wand ofOreus. which is described in chapter 7. "Trear
sure," of the Dungeon Mast:-:r's Guide.

ORcUs‘s Lane
Oreus makes his lair in the fortress city of Naratyr.
which is on Thanatos. the layer of the Abyss that he
rules. Surrounded by a moat fed by the River Styx.

\|’l'Lt\DlX l) ltl\!O\iQl1Li~

Naratyr is all cerily quiet and cold city. its streets often
cmpty for hours at a time. Thc central castle of bone has
interior walls of flesh and carpets made of woven hair.
The city rnntains wandering undead, many of which are
engaged in continuous battlcs with one '.inutl1t'r.

LAIR ACTIONS
On initiativc count 20 (losing initiative tics), Orcus can
takc a lair action to causc oni: ofthc following cffccts: he
can't use the sarnt: cffcct two rounds in El row:

Orcus's voice booms throughout the lair. llis ulter—

anee causes one creature of his choice to be subjected
to power Word kill (save DC 23). Orcus needn't see the
creature, but he must be aware that the individual is
in the lair.
Orcus causcs up to six corpses within the lair to rise
as skeletons, zombies, or ghouls. These undead obey
his telepathic commands. which can reach anywhere
in the lair.
Orcus causes skeletal arms to rise from an area on
the ground in a 20—foot square that he can son. They
last until the next initiative count 20. Each creature
in that ilrea when the arms 2lppt‘ElI' tn t succeed on
Ll DC 23 Strength saving throw or be rt, raint-ti until
the arms disappear or until orrus releases their grasp
(no action required).

(‘I
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REGIONALErrecrs
The region containing Orcus's lair is warped by
the Orcus's rnagic creating one or more of the
following cheats:
- Dead beasts periodically animate as undead mock~

eries of their former selves. Skeletal and zombie ver—

sions oflocal wildlife are commonly seen in the area.
The air becomes filled with the stench of rotting flesh.
and buzzing flies grow thick within the region, even
when there is no Carrion to be found.

lia humanoid spends at least 1 hour within 1 mile of
the lair, that creature must succeed on a DC 23 Wis—

dorn saving throw or descend into a madness deter
mined by the Madness of Orcus table. A creature that
succeeds on this saving throw can't be affected by this
regional eflect again for 24 hours.

It‘ Orcus dies. these edoots fade over the course oi
1d1O days.

R0115 " .Hugzfimd {a27non),_chi.
_

3;i§iorC|a'gs_ 17 (riam_i_al arnior),'2i)mth&}iowand aforrus ~

I‘!!! Points 405 (30dl2 +210) 7 '
Speed 40 ft., fly 40 ft.

STR on con’ ‘mi’ wls ' CHA
27(+3) 1at+z) 2s(+7) 1o(+5) zo(+s) 15(4)

saving Throws Dex +10, Con +15, wis +13

Skills Arcana +11, Perception +12
Damage Resistances cold. fire. lightning
Damage lrnrnunitiesnecrotic, poison; bludgeoning, piercing,

and slashing that is nonmagical
condition Immunities charmed. exhaustion, frightened.

poisoned
' Senses truesight 120 (t., passive Perception 22

Languages all, telepathy 120 ft
‘.

Challenge25 (90,000 XP)

do
worm aforcus. The wand has 7 charges. and any or its prop-
ertles that require a saving throw have a save DC otld. while

- holding it, orcus can use an action to cast animate dead.

,
blight, or speak with dead. Alternatively, he can expend 1 or

more otthe wand's charges to cast one orthe ioiiowing spells
train it‘ nirclz ofdzulh (1 charge),finger ofdroth (1 charge). or
power word kill (2 charges) The wand regains 1d4 + 3 charges
daily at dawn.

while holding the wand, Orcus can use an action to coniure
undead creatures whose combined average hit points dorl’t ex~

ceed soo. These undead magically rise up iron. the ground or
_

otherwise form in unoccupied spaces within 300 feet of orcus

,
and obey his commands until they are destroyed or until he

» dismisses them as an action. Once this property afihe wand is

used, the property can't be used again until the next dawn.

V lrrnm spcllcrrrting. Or(us's spellcastirig ability is Charisma
(spell save DC 23, +15 to hit with spell attacks). He can innately

cast the following spells, requiringno material components:
’ At w‘ ~rhill touch (17th level), dorm rnogir

MADNESS or Oggis
If a creature goes mad in Orous's lair or within line of
sight ofthe demon lord, roll on the Madness ofjuililcx
table to determine the nature of the madness. which is
a character flaw that lasts until cured. See the Dungeon
Master's Guide for more on madness.

MADNESS or ORCUS
dioo Flaw (lasts until cured)
01.20 "I often become withdrawn and moody, dwelling on

the insuiferable state oflife."
Z1-40 “lam compelled to make the weak suH'er."

4140 “l have no carripunctlon against tampering with the
dead in my search to better understand death."

6l—80 "I want to achieve the everlasting existence wfun-

death."
31-00 "I am awash in the awareness of life's futility."

Lrzmd Iv Raslstahce _Ezvldf0 "~73’@55Siv’ E Hi?

can choose tb.,su:ceed ins_Lead_; V

_
'

Magic Resistance.orcus
lr_gs'_§i<_i

age on saving tfirtjws

against spells and other magical effects. ' .

Magic wrrrporrr. Orcl.ls’s weapon attaclisfafne magical.

Master ofundeath. when Oteus casts ninirhaie dead or cram:
undead, he chooses the Ievel_at which the spell is cast, and
the creatures created by the spells remain under his control
indefinitely Additionally, he can cast Heme undead even when
it isn't night. '

ACTIONS
iMultlizttuek. orcus makes two Wand oforrus attacks,

Wand oforzus. Mrlcr Weapon Attack: +19 to hit, reach 10

it, one target. Hit: 21 (sds 4 3)bludgeor1lrigdamage plus 13

(ldlz) necrotic damage.

Tail. Melee Weapon Attack: +17 to hit, reach 10 it, one tar
get. Hit: 21 (M8 + 3) piercing damage plus 13 ads) poi.
son damage.

LEGENDARY ACTIONS

orcus can take 3 legendaryactions, choosing irorn the options
below. Only one legendaryaction option can be used at a time
and only at the end ofanothercreature‘: turn. orcus regains
spent legendary actions at the start oihis turn.

Tail. orcus makes one tail attack
A Tasteofundeath. orcus casts shill touch (17th level).
Creeping Death (costs 1 Actions). orcus chooses a point on

the ground that he can see within 100 feet olhlm. A cylinder
of swirling necrotic energy 60 feet tall and with a 10-foot
radius rises from that point and lasts until the end aiCr—

cus's next turn. Creatures in that area are vulnerable to rie»
crotlc damage.

APPFVDIX ni DFVCN LORDS



YEENOGHU
The Beast of Burchcry appears as a great battle-— ‘arred
gnull. towering 14 feet tall. Yeenoghtt is the Grmll Lord.
and his creations are made in his [W stvd image, Vl/hen

the (lemon lord hunted across the Ma ,
zll Plane. packs

utli_vet1ast'ol1owr-,d in his wake. Those that ate of great
Yeeiioghiie kills became gl10llS.(‘,n'|Ul1~lllnglllttlffllair
ter's ways. Few others worship the Beast of Biilchcry.
but those who do tend to L~'.\kL'()l1:3 gn0ll—like asprr .

l1unchciIo\er.antlfilil1g [l’|(‘ll' teeth (lovvn [0 pain '.
vncnnghii wants rinrhirig more than SlE\I1gh[C\‘rmrl

srnsnl destruction. Th!‘ gnolls are his instruments.
and he (lrives rhcni (U lwergrealer nii-ocirirs in his
ririrnn. Yeennghii take; plrrmirr in causing tear lJClUI’K‘

rl aih. and he sows ~‘0\'f0\iV and despair through (le‘strn_V—

ing l)&lU\’Sd things. He doesn't parlny; ro mm hiin i:
to do battle with hint unlem he bt:ct)mCs bored The
Beast otsiiir has a long rivalry wirh Biiphtnllel. thc
Horned King. and the two demon lords and their follow—

er: attack Ul1(’2HIOll]€l’ on sight.
The Cvrloll Lord is covered in mzittetl fur and taut.

leather). hide. llls face like ri grinriirig pI’F(‘la[0I'5 skull
Patchwork armor made of discurtlml shields and
breastplatcs 5 luahed onto his body with li€L\\/_\.'f,‘l18il1Si

decorated by the flayed skins of his (ties. He wields Z1

triplerhmrled flail called thin Butcher. which he can «um-
mon into his hand atvttll. alll’iU\lgl\ he 15 as likely m tezlr
his prvy apart with his l’)£H't‘ hzillds helore ripping niil ii.
(l’\1‘0;\t with his [E(‘[l’t.

new ...ii

~ili.,.\,: l\ l.‘ hi \l./‘

YEENOGHUYS LAIR
vernrigliirs lair in ihr l’\l»y~s s railed the Dmllh Dells.
its barren hills and l‘£lVlf serving as one great hunting
ground. where he pll\"S\I apiiirecl niorials in E1 Cruel
gzlmr‘,.Yeen0Q|1tI'S lair VS a place of blood aria ileaiii. pup—
lJli1|P(l by gnolls. hyi-riaa. aiirl ghouls. arirl ihrre are few
Slruflures or , ns Ult‘l\'lllLZ\li0n on his lnyrr ni the Abyss.

l_AlRACT10.\7S
on initiative eoiinx 20 (losing initiative tit: .veennghii
can take 3 lair artlnn [U rause one of (hr fulluvviilg
rfterts: he can't Ink the same efiect twu l't!|.tl\(il> in a row.

- Yeenngliii raiises an iron spike 5 reel tall and 1 inch in
diarneter—to burst from the ground at a point he can see
within 100 reel othirii. Any rreaiiire in the spar» where
the spike emerges mual make a DC 24 Dcxtl

_ sat»
lug throw On a fatlctl sine. the creature takes 27 (6218)

piercing damagt‘ anrl IS rt-.‘iu'atne(l by hr-i ng impaled on
the spike. A cr turr can use an action tn mnove itself
(or n CrFa(ul‘t‘ ii i-nri reach) ti-om ihr Nplké, ending the
restrainrd comlilinn.

- Each gnoll Ur hyena that veennghii can see can use tt.~

reaction to move up to its speed.



- Until the next initiative count 20, all gnolls and hycs

nas within the lair are enraged. causing them to have
advantage on melee weapon attack rolls and causing
attack rolls to have advantage against them.

REGIONALEFFECTS
The region containing Yeenoghu's lair is warped by his
magic. creating one or more of the following effects:

Within 1 mile of the lair, large iron spikes grow out of
the ground and stone surfaces. Yeenoghuirnpales the
bodies of the slain on these spikes.
Predatory heasls within (3 miles of the lair become un—

usually savage, killing far more than what they need
for food. Catcasscs of prey are lelt to rot in an unnatu-
ral display olwastelul slattghter.
Ha humanoid spends at least 1 hour within 1 mile of
the lair, that creature must succeed on a DC 17 Wis’
ClDfl‘l saving throw or descend into a madness detcr-
mined by the Madness of Yeennghu table. A creattire
that succeeds on this saving throw can't be affected by

this regional ettret again for 24 hours.
llYeenoghu dies, these effects fade over the course of
H110 days,
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stir’ out" coil’ INT WIS,
A

2993) ieliz) 23(+a) 35(5) 24(+7) l5l+Z)

' Saving nirows DEX iio. con +15, Wis +14
’ Skills Intimidation +9, Perception +l4

Damage Resistance: cnld, fire. lightning
- Damage Immunities poison; bliidgeoning, piercing. and
' slashing that is nonrnnglcal

condition Immunities charmed, exhaustion, frightened.
poisoned

Senses tmesight 110 lt., passive Perception 24

_ Languagesall. telepathy 120 ft.

.
Challenge24 (62,000 XP)

as
‘V

lnlllllz Splllzlzxfirlg. Veertoghus spellcastirlg ability is charisma
(spell save DC l7. +9 to hit with spell attacks) He can irinately

castthe following spells, requiring no material components
-. At will: dztzct rnagir, spiritual weapon (8th-level spell, Ads in 2
‘

force damage on a hit. appears as a flail)
- 3/day etch ispel rniigiefopr, invisibility

l /day each: tzlepan

LegendaryResistance (3/Day). If veenoghu fails a saving throw,

he can choose to succeed instead.

Magic Resistance.Yeenoghu has advantage on saving throws
l against spells and other magical effects.

Mitmlgss or YEENOGHU
lfa rreaturc goes rnad in Vocnoglius lair or within litie
of sight of the (lemon lord, roll on the Madness of Yeeno—

ghu table to determine the nature of the madness. which
is a character flaw that lasts until cured. See thi- Duii—

germ Masters Guide for more on madness.

MADNESS or YEENOGHU .

d100 Flaw (lasts until cured)
l

0l—ZO “| get caught up in the flow otringsr, and try

to stoke others around me into forming an

angry mob."
2l—40 “The llesh ofothct intelligentcreatures is

delicious!"
4l—6O “I rail against the laws and customs ofcivilization.

attempting to return to a more primitive time "

5140 “l hunger for the deaths ofothcrs, and am
constantly starting tights in the hope oiseeing
bloodshed."

8l—00 '‘I keep trophies (torn the bodies l have slain.

turning them into adornrnonts,"

— tack hits. he can cause itxo create anaddit rt_al effect ofhlsz
choice or at random (each eifectcan lie used only once per '
Multiattack): , .

l. The attack deals an eiitra l3 (2dl2),liltidgeoningdamage. I
2. The target niust succeed oti"a DC 17 Constitution saving

throw or be paralyzed until the start of Yeenoghu’s next turn.
3. Thetarget rriiist succeed on a DC 17 Wisdom Saving throw

or be aFiected by the confiision spell until the start oFYeenu~
ghu's next turn. '

lrliiil. Melee Weapon Attai:lt:+l6to hit, reach is ft., one target.
Hit.‘ 22 (M12 + 9) bludgemtirlgdamage.

site. Mzlez Weapon Attack: +15 to hit. reach l0 Ft
, one target.

Hit: 31 (Mile + 9) piercing damage.

LEGENDARY ACTIONS
Yeertoghu can take 3 legendaryactions, choosing from the op‘
tions below. only one legendary action option can he used at a
time and only at the end ofanother creatures turn. Yeenoghu

regains spent legendary actions at the start ofhis turn.

Charge. reenoghu moves up to his speed.
Swat Away. veentighii makes a liail attack. lfthe attack hits, the

‘

target must succeed on 2 DC 24 strength saving throw or be
pushed 15 feet in a straight line away from Yeenoghu. lfthe
saving throw falls by 5 or more. the target falls prone.

savage (costs 2 Actions). Yeenoghii makes a bite attack against
each creature within 10 feet ofhim ,1

uwrnnlx I) l Lll'.\4|U,\ tmztis 7-47
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ZUGGTMOY
The Demon Queen or Fungi. Lady or Roi and Decay Zuge

glmov is an alien rrealure whosc Uni). desire is to infect
ihe living with spores. ii-ansioriningrhnni him her I‘nmd—

less servzlnis and. evenluzllly. inro dtttumpuslng hosis for
the niushruorns. molds. and urhcr Fungi that she spawns.

Um-rly inhuman. Zuggtmuycan mold her fungoid
form inrn nn approximation nia humzmoid shape, in
Chilling ihe skelelatlhlnfigure depicted in grilnnlrrs
and zlniilcenl arl. draped E\I'Vd\’r‘l1r‘,(1llllnyccllufll and lie

eheri. Indeed. much ofhrr rlppearance and manner. and
(hat of her servams', is a suulllzas mockery of morilll life
and ils many facclsr

Zugglmu s cull. . often follow her ImVVlHingI_V. Mossl

arr fungidnfected to some degree. whelhcr through
inhaling her mind—c:)nrm|1ingspores or being ll';ln>—

lorinerl lo rhe poinr where rlesh and fungus hnmrrie
one. Such Cxlltlsis are fungal extensions of the Demon
Que-en‘swill. Thizir rlevnlinn might begin with me seem—
ingly harmless pminises offered by CXDUL’ spores and
mushrooms. hui quickly consumns ihe .hmly and soul.

Sharing a hvrr oi ihe Abyss wiih jillhlex. plus their
mutual insuti ble hunger. has mad!‘ 1119 two demon
lords |'n()I'l;I1 enemies. each dovou-ii in rles-lroying and
ulrirnau-ly llrwnurlng the oihcr.

.UGG rMoY's LAIR
Zupzg(moy's prini-ipal lair is her palacu on slierlaklah.
li consisis of two dozen mushrooms of pale yellow and
rancid brown. These massive fungi are some or the
largest in CXISIPIIKJE. They are sxlrrounrled by a field of
aeidir pnfihalls and poisonous vapors. The mushrooms
(h(‘|'|'|Sl‘IVk re all imel‘c0nrlm:Ii-d lw bridges. of shclf—

fi1I1gi,2l|'I(!t‘()unllESS ehamb
from within their rubbery, fibrml~; nrulks.

LAIR ACTIONS
On iniiiavive mm 20 (losing inir rive lies),
Zllggimog, i-an lake a laii- aorion in ruse one oi‘ the
following eiferls. she can'i usc lh , _ lilllr‘ ellecl iwo
rounds in 4) mm.
- Zugglmoy (',Zl\J>t‘a iour gas sporrs or rinlei fungi

(see rho Monsrer Manual) to appear in UIIAK pied
SDEICCS that she C}\U0>FS wilhinlhCIzur.T1lr,yvanish
after 1 hour.
L p to four plum rrealures [hat arc fl'|<‘Hl“y Lu Zug—

glmoy and thui Zuggunoy can see ran use lheir
rcaciions in lnnve up io rheir sprtcll um] in-ahe one
wcupnn allack.
7.\lggll‘n0y uses eirher hcr lniesiaiinn spores or hrxr
Mind Cnnlrnl Spores centered on A mushroonl or
timer fungus within her kllr. ill\‘lF3(l of on hClVSC]f4

REGION.-\L EFFECTS
The region rontainiilg Zum'1lm0y's lair is warped by her
inagio crezltillg one or more ofihe Folllwvliig eiie -

. Vlolds and fungi gmvv on sur-i'aee.s nirhin 6 miles
of rhe lain eion wliere ihey would norrnally find
no purehas .

IuL—(—v»vcv
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Plant life Within 1 milc of the lair becomes in—

tested with parasitic fungi, slowly mutating as it is
overwhelmed.
Ifa humanoid spends at least 1 hour within 1 mile of
the lair, that creature must succeed on a DC 17 Wis
doni saving throw UT descend into a madness deter
mined by the Madness of Zuggtmoytable. A creature
that succeeds on this saving throw can't be affected by
this regional effect again for 24 hours.

llzuggtmoydics, these effects fade over the course of
M10 days.

1_"1AD_N“-55 OJ ZIJg9TM2Y
Ifa creature goes mad in Zugg(moy's lair or within line
of sight of the demon lord, roll on ( Madness of Zuge
gtmriy table to determine the nature of the madness.

Zuoo-r17tb
,.Lizrgzfeng rdi:mg_n},cli_iz

Annordnss 18 (riamr.-il armor)
'Hlt 1=aiivts~3oii (32410 + 128)

', Speeilb Ft; '

STR DEX CON INT WIS CHA

zzi+si is(+2) 1S(+4) 2u‘(+s) i9(+4) 24i+7)

saving Throws Dex +9, Con +11. wis +11

skills Perception +11

Damage Resistance: cold, fire, lightning
Damage immunities poison; bludgearling, piercing, and

slashing that is rionrnagical
Condition Immunities charmed, exhauistlnn, frightened,

poisoned
senses truesight 120 ft., passive Perception 21

Languages all, telepathy 120 ft.
challenge 13 (50,000 XP)

 _j
innate speilrasting. zuggtnioysspellcastirig abi y is cha.

. risina [spell save DC 22). she can innately cast the tollowirig

spells, requiringno rnaterial components:

,
At will. detect magic, locate animals arpiaiirs, ray afilckrlzss
3/day each:dlspelrrllzgii:,msm1rlng strlkzi entangle. triahi growth

i/day each: cilimaims, tzlzpari

LegendaryResistance {J/Day). ifluggtmoy tails a saving thraw,
she can choose to succeed instead.

‘

Magic Resistance. zuggtrnay has advantage on saving throws
against spells and other magical enacts.

, Mngicweapans Zuggtrrloy'sweapon attacks are intigical.

ACTIONS

 e
Multirmack. Zuggtrnoymakes (our pseudopod attacks.

pseuiitipad. Melee Wmporl Attack: +13 to hit. reach ‘IO fl., one
target. Hi't' is (ms + at tiludgeariingdamage plus 9 (M8) poi.

. son damage.
' Irlfzstatiorl spans (3/Day). Zuggtnnoy releases spores that

burst out in a cloud that fills a 20-footnadius sphere centered

which is a character flaw that lasts until cured. See the
Dungeon Master's Guide for more on madness.

Mmusss or ZUGGTMOV

tnoo Flaw (|:s1.s until cured)

0140 “l see visions in the world around me that
others do not "

Z1—4o “l periodically slip into a catatonic state, staring cl?

into the distance for long stretches at a time."
41—5o ‘-1

see an altered version of reality, with my mind

convincing itselfthat things are true even in the
race of overwhelmingevidence to the contrary."

“My mind is slipping away. and my iriteiiigerlce

seems to wax and wane."
“l am constantly scratching at unseen Fungal

infections"

I.

_3ure in the ciuudwhermappeau.
—/-flake at DC J9 Constitutiorfijjingthrow, on a suc;esstr.il_save.

the cretrture'can't be infectedhyihesespares for 24 hc‘iu‘rs: on
a tailed save, the creature is infected with adisease called the

spores oflugglmoyand also gairisaranddrn rorni dirnadriess
(determined by rolling on the Madness ofzuggtrnoy table) that
lasts until the creature is cured olthe disease or dies. while ins

(acted in this way, the creature cant be reinfected, and it must
repeatthe saving throw atthe end ofevery 24 hours, ending
the infection on a success. on a failure, the infected creature‘:
body is slowly taken over by fungal growth, and aiterthree such
failed saves, the creature dies and is reanimated as a spore
servant Wit‘; a type atcreaturethat can be (see the “Mycori1d§"

entry in the Monster Manual).

Mind Conmzl spares {Recharge 5-6;. zuggtmoy releases
spores that burst out in a cloud that fills a 2D~foot-radius

sphere centered on her. and it lingers Fori minute. Humanoid:
and heasts in the cloud when it appears, or that enter it later,

must make a DC 19 wisdom savingthrow on a successful
save, the creature can't be infected by these spores for 24

hours. On a failed save, the creature IS infected with a disease
called the influenceorzuggtrrioy ror 24 hours. While infected,
the creature is charmed by her and can't be reinfected by

these spores.

REACTIONS

>
Protective Thrall. when Zuggtrnoy is hit by an attack, one creae V

ture within 5 feet ofzuggtrnoy that is charmed by her must use
its reaction to be hit by the attack instead

LEGENDARY ACTIONS

{
Zuggtrnoycan take 3 legendaryactions, choosing from the op-

tions below. Only one legendaryaction option can he used at a

time and only atthe end ofanother creatures turn zuggtmoy
regains spent legendary actions at the start of her turn.

Attack. Zuggtmoy makes one pseudopod attack
exert will. one creature charmed by zuggtrnay that she can

see must use its reaction to move up to its speed as she
directs orto make a weapon attack against a target that she
designates.

\)‘PL,\l)!X n
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AFTERWORD
ln the Rage of Demons stcry, demon lords invade the
Underdark and spread madness throughout the subter—

ranean realm. (As if the Unclerdark wasn't dangerous
enough already!)The Underdark is home to some of the
D&D games most icnnit: monsters. as well as cultures
both alien and wondrous.

To bring the Underdark to life, Richard Whittcrs and
his concept artists created amazing imagery tied to
various Underdark race uorlna waymzirkers. illithid
“brain urns" and domiciles. duergar architecture, drow
costuming, and much, much more. Their concept art
was featured at “story bible" that we gave lo our licensed
partners. That story bible served as inspiration for
miniatures, digital projects, and print products like the
adventure you hold in your hands.

This appendix contains a sampling of the Concept an
we commissioned for the Rage of Demons story. We
hope that this art further inspires you to run Out ofthe
Abyss or create your own Underdark encounters.

—Chris Perkins
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