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Introduction
Small dungeons is a series of site-based adventures, that should fit most any campaign world. Each of
these dungeons is intended for a party of four adventurers of the appropriate level, who gain one level
during the adventure.
Each dungeon has a background, adventure hooks, information on scaling the adventure, and complete
statistics for unique creatures. All dungeon areas are provided with a description, and tactics of
creatures are given when needed.
All of these things are given in very brief terms, however, providing the information needed to run the
adventure, and leaving ample opportunities for the GM to adjust the dungeon.
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Bandit’s Stash

Introduction
Bandit’s Stash is a generic, site-based adventure intended for
four 5th-level PCs, but it can be modified for lower- or higher-
level PCs (see Scaling the Adventure).

Scaling the Adventure
4th-level PCs: The adventurers are both 3rd-level. Reduce the
number of orcs to four. Replace the hill giant with an ettin. The
chest in area 4 is not trapped. Reduce the number of dire badgers
to two. Reduce the number of gricks to two. Replace the elder
xorn with three minor xorns. Reduce all treasure with 25%.
6th-level PCs: The svirfneblin are 4th-level warriors. The
adventurers are both 5th-level. Add one ogre to area 2 and two
dire wolves to area 3. The chest in area 4 is not trapped. Add
three dire badgers to area 5 and one grick to area 6. Replace the
elder xorn with three average xorns. Add 25% to all treasure.

Adventure Background
Before he was hung, the leader of a group of bandits hid a
treasure-map in his cell. A keeper found it and sold it to a group
of unsavoury adventurers. Two of this group of four wanted to
go searching for the treasure immediately, but the others had
some unfinished business to take care of first, concerning the
killing of some svirfneblin. The adventurers tore the map into
two pieces and each duo took one piece, to prevent two
adventurers from searching for the treasure without the other
two.
Two adventurers went to kill a group of svirfneblin. The deep
gnomes proved to be a lot stronger than they had anticipated,
though. When the dust settled two svirfneblin were still standing,
while both adventurers laid on the ground; one dead, the other
unconscious. The svirfneblin found the map and tortured the
surviving adventurer until he told them where the other part was.
He gave a description of his companions, and told the svirfneblin
where he and his companion were supposed to meet them again.

Svir fneblin Attack (EL 6)
The adventure starts when the svirfneblin attack the PCs. They
mistakenly believe two of them to be the adventurers with the
other half of the map they have. It can take place at any time
when the PCs are travelling somewhere on a road in a remote
area. The deep gnomes hide on the side of the road, and attack
the PCs when they’ re within 80 feet. The PCs must make a Spot
check DC 11 (the svirfneblin’s Hide check when they take 10),
with a –8 penalty due to the 80 feet distance, to notice the
svirfneblin in time to respond to their attack, or be surprised.

Creatures:
Svir fneblin (2): Male Svirfneblin War3; CR 3; Small Humanoid
(Gnome); HD 3d8+6; hp 17, 22; Init +1; Spd 15 ft.; AC 25,
touch 16, flat-footed 20; Base Atk +3; Grp -1; Atk/Full Atk +4
melee (1d4/x4, masterwork heavy pick) or +6 ranged (1d6/19-
20, masterwork light crossbow); SA Spell-like abilities; SQ
Darkvision 120 ft., low-light vision, nondetection, spell
resistance 14, stonecunning, +1 racial bonus on attack rolls
against kobolds and goblinoids, +4 dodge bonus to AC; AL NE;
SV Fort +6, Ref +4, Will +3; Str 11, Dex 13, Con 12, Int 10, Wis
11, Cha 4.

Skills and Feats: Hide +1, Listen +3, Spot +1; Toughness,
Weapon Focus (light crossbow).

Spell-L ike Abilities: 1/day—blindness/deafness (DC 13),
blur, disguise self. Caster level 3rd. The save DC is Charisma-
based and includes a +4 racial modifier.

Nondetection (Su): A svirfneblin has a continuous
nondetection ability as the spell, caster level 3rd).

Possessions: Full plate, buckler, masterwork heavy pick,
masterwork light crossbow, 20 bolts, one piece of the map (see
below).

Note: The EL of this encounter has been adjusted by +1
because of favorable circumstances for the svirfneblin.

Two Adventurers (EL 6)
Five rounds after the end of the fight with the svirfneblin, the
two adventurers who have the other piece of the map show up on
the scene. They see the svirfneblin – their companions’  enemies
– and notice that two of the PCs look a lot like them (or at least
their clothes are quite similar). Siln-Ruo puts two and two
together and tries to discuss this with Ralmon, but the dumb
fighter simply dismounts and charges the PCs.

Creatures: Ralmon’s glamered full plate looks a lot like the
clothes or armor of one of the PCs (preferably a human). He also
has the same color hair and eyes, and stands about as tall (unless
there are no medium PCs). Siln-Ruo’s clothes and features also
look a lot like that of one of the PCs. A PC who succeeds at a
Spot check (DC 5) notices this.
Ralmon: Male Human Ftr4; CR 4; Medium Humanoid
(Human); HD 4d8+8; hp 26; Init +5; Spd 20 ft; AC 22, touch 11,
flat-footed 21; Base Atk +4; Grp +7; Atk/Full Atk +9 melee
(1d10+5/19-20, masterwork bastard sword) or +5 ranged
(1d8/x3, composite longbow); AL CE; SV Fort +6, Ref +2, Will
+1; Str 16, Dex 13, Con 14, Int 8, Wis 10, Cha 12.

Skills and Feats: Intimidate +7, Listen +2, Spot +2; Cleave,
Exotic Weapon Proficiency (bastard sword), Improved Initiative,
Power Attack, Weapon Focus (bastard sword), Weapon
Specialization (bastard sword).

Possessions: Glamered full plate +1, heavy steel shield,
masterwork bastard sword, composite longbow, 20 arrows, 24
cp, a light horse with riding saddle, bit and bridle.
Siln-Ruo: Male Elf Rog4; CR 4; Medium Humanoid (Elf); HD
4d6+4; hp 18; Init +8; Spd 30 ft.; AC 17, touch 14, flat-footed
17; Base Atk +3; Grp +4; Atk/Full Atk +8 melee (1d6+1/18-20,
masterwork rapier) or +7 ranged (1d8/x3, composite longbow);
SA Sneak attack +2d6; SQ Evasion, immune to sleep, low-light
vision, trap sense +1, trapfinding, uncanny dodge, +2 on saves
vs. enchantments; AL NE; SV Fort +2, Ref +8, Will +1; Str 12,
Dex 18, Con 12, Int 13, Wis 10, Cha 8.

Skills and Feats: Bluff +6, Hide +11, Listen +9, Move
Silently +11, Open Lock +11, Sense Motive +7, Sleight of Hand
+11, Spot +9, Tumble +11; Improved Initiative, Weapon
Finesse.

Possessions: Masterwork studded leather armor,
masterwork rapier, composite longbow, 20 arrows, 21 gp, 24 sp,
a light horse with riding saddle, bit and bridle, one piece of the
map (see below).

Tactics: Ralmon simply whacks away at the nearest foe,
while Siln-Ruo tries to tumble into position so that he can flank
that same foe.

The Map
There’s a drawing on both sides of the map, so there are two half
drawings on each piece. One drawing shows the location of the
entrance to the caves (this can be anywhere in the campaign
world). The other is a drawing of the caves themselves, a crude
version of the Bandit’s Stash Caves Map, with the secret door
and the treasure clearly indicated.

Troubleshooting
If the PCs didn’ t find the pieces of the map, they still might get it
elsewhere, the old fashioned way. Next time they stop in a town,
an old man approaches them and tries to sell them the map for
100 gp. He’s happy when he gets 10 gp for it, though.

The Caves
All doors in the caves are stone doors, 4 in. thick; hardness 8; hp
65; Break DC 23; no lock. Ceilings are 10 to 15 ft. high. All
area’s except area 4 are unlit. The details of the surroundings are
left for the GM to decide.
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1) Orc Quarters (EL 5)
There’s a long table in this large cave, with a very large chair at
each end, suited for someone who’s ten feet tall. Eight normal
chairs are placed along the long sides. On top of the table lie all
kinds of scraps of food, several broken mugs and kegs, and some
knifes. In one corner of the cave is an open fireplace, with a hole
in the ceiling direct above it. A table is pushed against the wall
next to the fireplace, and all kinds of pots, pans and other
kitchen utensils lie on top and beneath it. Four bunk beds are
pushed against the wall at the other side of the cave. The eight
orcs who apparently use in them draw their weapons and attack
as soon as they notice you.

Creatures:
Orcs (8): hp 3, 4, 5, 5, 5, 7, 7, 9; see MM.

Tactics: The orcs scream alarm while fighting, trying to alert
the ogre and hill giant.

Development: When the ogre hears the orcs screaming (no
Listen check required), he runs to the dire wolf den and releases
the animals. The wolves reach area 1 after three rounds. The
ogre then alerts the hill giant, who is sleeping. The ogre arrives
in area 1 after six rounds, the hill giant another three rounds
later.

2) Ogre (EL 3)
This cave holds nothing but a very large wooden bed.

Creature:
Ogre: hp 29; see MM.

3) Dire Wolf Den (EL 5)
A bestial stench fills the air in this cave. Several large bones lie
on the floor, that is covered with straw.

Creatures:
Dire Wolves (2): hp 41, 49; see MM.

4) Hill Giant Leader (EL 7)
A smoky oil-lamp lights this cave. It is put on top of a pile of
boulders, in the center of the room. A small but very high table
with a large chair in front of it is pushed against the wall on the
left. There’s a large wooden bed on the right side, with a chest in
front of it.

A Search check (DC 30) is normally required to find the secret
door in this room, but for a PC who consults the map the DC is
reduced to 10. The hill giant is unaware of the secret door.

Creature:
Hill Giant: hp 102; see MM.

Tactics: When the PCs are still in melee with his minions,
the hill giant throws rocks at them. When all minions are dead,
he attacks with his greatclub.

Treasure: The chest is not locked, but it is trapped (see
below). It contains a gold bracelet with four red spinels on it
(worth 900 gp), a hair-pin with a golden yellow topaz in it
(worth 500 gp), 3 banded agates (worth 15 gp each), 24 pp, 61
gp, and 79 sp.

Trap:
Poison Needle Trap: CR 2; lock bypass (Open Lock DC 30);
Atk +17 melee; poison (blue whinnis, DC 14 Fortitude save
resists, 1 Con/unconsciousness); Search DC 22; Disable Device
DC 17.

5) Cete of Badgers (EL 5)
In a corner in this part of the caves is the entrance to a narrow
tunnel. Three dire badgers that make their lair here seem eager
to defend it.

The long and winding tunnel, that is just wide enough for a dire
badger to wriggle through, leads to the surface. It is not on the
map.

Creatures:
Dire Badgers (3): hp 27, 28, 30; see MM.

Tactics: The badgers attack anyone who comes within
fifteen feet of their layer.

6) Grick Lair (EL 6)
Three strange creatures inhabit this part of the caves. They look
like large, dark snakes, with four tentacles on their head, just
above the jaw.

A PC who succeeds at a Knowledge (dungeoneering) check (DC
12) knows these creatures are gricks, and that they cannot be
harmed by non-magical weapons.

Creatures:
Gr icks (3): hp 8, 8, 11; see MM.

Tactics: The gricks have recently eaten a dire badger, and
will only attack when they feel threatened. They’ ll charge
anyone who’s within thirty feet.

7) Bandit’s Stash (EL 8)
A pile of valuable items, jewelry, gems, and coins lies in this
cave. A weird creature sits in front of it. It has a roughly
spherical body, about eight feet tall, that looks like boulder.
There’s a large mouth on top of the body, with three arms
ending in talons underneath it. Between the arms are three eyes,
and the creature rests on three legs.

A PC who succeeds at a Knowledge (the planes) check (DC 25)
knows the name and one special ability of the xorn. For every 5
points by which the check result exceeds 25, the PCs recalls
another ability.

Creature:
Elder  Xorn: hp 130; see MM.

Tactics: The xorn is about to start eating some of the
treasure. It attacks anyone who enters the area.

Treasure: a bastard sword of frost +1, a ring of protection
+2, a cloak of resistance +2, a periapt of wisdom +2, a buckler
+1, a potion of displacement, a potion of invisibility, an arcane
scroll of enervation, an arcane scroll of greater magic weapon,
an arcane scroll of water breathing, a divine scroll of holy
sword, a divine scroll of spell immunity, 15 pp, 376 gp, and 773
sp.
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Bandit’s Stash Map:
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Murky Caves

Introduction
Murky Caves is a generic, site-based adventure intended for four
6th-level PCs, but it can be modified for lower- or higher-level
PCs (see Scaling the Adventure).

Scaling the Adventure
5th-level PCs: Replace the chuul with an ochre jelly. Zrandosh is
a 6th-level druid. Reduce the number of vipers to three. Replace
the spectre with a wraith. Ebryx is a juvenile black dragon.
Reduce all treasure with 20%.
7th-level PCs: The lizardfolk are 2nd-level rangers. Zrandosh is
an 8th-level druid. Replace the trap in area 3 with a CR 6 flame
strike trap (see the DMG). Add three violet fungi to area 4, one
shambling mound to area 5, two vipers to area 6, two lizards to
area 8, and one mimic to area 10. Add 30% to all treasure.

Adventure Background
Two months ago the black dragons Ebryx and Tazlanir moved to
the marsh, and took up residence in the caves known as the
Murky Caves, not far from a trade route. The dragons started
attacking merchants on the road to acquire food and gold.
A couple of days ago a group of lizardfolk went into the Murky
Caves, to see if it was a good place to settle. They encountered
the dragons. After some heavy fighting Tazlanir and eight
lizardfolk lay dead in the caves, and the lizardfolk retreated.

Adventure Hooks
– The PCs hear about the dragon’s raids and decide to claim
their hoard for themselves.
– Merchants hire the PCs to kill the dragons that terrorize the
road. They give them directions to the Murky Caves.

Murky Caves General Information
The caves are located in a marsh, not very far from a trade route.
The details of the surroundings are left for the GM to decide.
Ceilings in the caves are 10 to 20 ft. high. All areas except 1 and
3 are unlit.

L izardfolk Level
0) Entrance (EL 7)
A relatively solid path through the marsh leads to a small hill,
with a cave entrance in the side.

Creature: A chuul noticed the lizardfolk going in and
coming out of the caves and now lurks by the side of the path,
submerged in the murky water. A PC who succeeds at a Spot
check (DC 23) notices the hidden creature. A successful
Knowledge (dungeoneering) check (DC 21) reveals that the
creature is a chuul, and that it can paralyze prey with its
tentacles.
Chuul: hp 93 (see MM).

Tactics: Although it’s hunting lizardfolk, the chuul doesn’ t
hesitate to attack other creatures that happen to walk by.

1) Lizardfolk (EL 4)
Via a winding tunnel you reach a damp room, where boots leave
deep prints in the soft, muddy ground. The walls and ceiling are
covered with moss and mildew. Three torches, pinned to the
walls with large spikes, light the area. Some boulders have been
rolled to the center of the room, where seven lizardfolk use them
as stools and table.

Creatures: These lizardfolk must protect the caves from
intruders while they wait for help (see area 3).
L izardfolk (4): hp 5, 8, 14, 17; see MM.

Tactics: The lizardfolk simply charge anyone who enters the
cave.

Development: When Zrandosh hears the sounds of battle (no
Listen check required), he’ ll cast bear’s endurance, and greater
magic fang on Gruk, and run with Gruk to this area to help his
kinsmen. Zrandosh arrives after three rounds.

2) Supply Room
A pile of ten backpacks lies in this small cave.

The backpacks hold trail rations. There’s enough food for the
eight lizardfolk in the caves for another three days. The
lizardfolk stole the backpacks from a group of travelers they
encountered on their way to the caves.

3) Zrandosh (EL 8)
A single torch lights this cave. Seven dead lizardfolk are
carefully laid down on the ground, their eyes closed, one hand
on the chest. Judging their wounds, they have been killed by a
creature with large fangs and claws. Some parts of their bodies
seem to have melted, as if hit by flasks of acid. A large chest is
put in one corner of the cave.

Creatures: The druid Zrandosh is the leader of the group
lizardfolk. He has sent two survivors of the fight with the
dragons back to the tribe to get reinforcements. With a dozen
more warriors Zrandosh intends to kill the last dragon, and take
revenge for the eight who didn’ t survive the first fight. In the
meantime, Zrandosh took several precautions to keep the dragon
at bay. He used charm animal to convince three snakes to go
hunting in the caves. He also cast command plants on a
shambling mound and three violet fungi and commanded the
plants to ‘go down into the caves’ . See areas 4, 5, and 6.
Zrandosh: Male Lizardfolk Drd7; CR 8; Medium Humanoid
(Reptilian); 9d8+9; hp 50; Init +2; Spd 30 ft.; AC 24, touch 12,
flat-footed 22; Base Atk +6; Grp +7; Atk +7 melee (1d4+1,
claw) and +5 melee (1d4, bite) or +8 melee (1d6+2, shortspear
+1) and +5 melee (1d4, bite); Full Atk +7 melee (1d4+1, 2
claws) or +8 melee (1d6+2, shortspear +1); SQ Hold breath,
link with Gruk, resist nature’s lure, share spells with Gruk, wild
empathy +8, wild shape 3/day, woodland stride, trackless step;
AL N; SV Fort +6, Ref +4, Will +8; Str 13, Dex 14, Con 12, Int
10, Wis 16, Cha 8.

Skills and Feats: Balance +3, Concentration +4, Handle
Animal +6, Heal +10, Jump +4, Knowledge (nature) +6,
Survival +10, Swim +1; Combat Casting, Dodge, Multiattack,
Track.

Spells Prepared (6/5/4/3/1; save DC 13 + spell level): 0 –
create water, cure minor wounds, detect poison, guidance, light,
purify food and drink; 1st – charm animal, cure light wounds,
detect animals or plants, entangle, speak with animals; 2nd –
bull’s strength, bear’s endurance, owl’s wisdom, warp wood;
3rd –cure moderate wounds, greater magic fang, summon
nature’s ally III; 4th – ice storm.

Possessions: hide armor +1, heavy wooden shield +1,
shortspear +1, key to the chest.

Tactics: Before entering melee Zrandosh casts bull’s
strength (shared with Gruk) and greater magic fang on Gruk.
While Gruk enters melee, Zrandosh casts ice storm and summon
nature’s ally III.

Gruk: Crocodile Animal Companion: CR –; Medium Animal;
HD 5d8+15; hp 37; Init +1; Spd 20 ft., swim 30 ft.; AC 17, touch
11, flat-footed 16; Base Atk +3; Grp +8; Atk/Full Atk +8 melee
(1d8+7, bite) or +8 melee (1d12+7, tail slap); SA Improved grab;
SQ Evasion, hold breath, low-light vision; AL N; SV Fort +6,
Ref +4, Will +2; Str 20, Dex 13, Con 17, Int 1, Wis 12, Cha 10.

Skills and Feats: Hide +7*, Listen +4, Spot +4, Swim +13;
Alertness, Skill Focus (Hide).
*+4 racial bonus when in the water.

Treasure: The chest is locked (Open Lock DC 25, hardness
15, 30 hp), and trapped (see below). It contains only one item: a
small statue of the deity of the lizardfolk, made of gold and with
green emeralds as eyes (worth 5,000 gp).

Trap:
Fire Trap: CR 3; fire trap, 1d4+3 fire, DC 13 Reflex save half
damage; Search DC 27; Disable Device DC 27.
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4) Violet Fungi (EL 6)
In this large cave grow several grey mushrooms that are over
five feet tall.

Creatures: A Knowledge (nature) check (DC 12) reveals that
the mushrooms are violet fungi; plants that can flail out with
their poisonous tentacles and are able to move around slowly.
Violet Fungus (3): hp 12, 16, 17; see MM (fungus entry).

Dragon Level
An underground river runs through this level, and fills part of the
caves with water. There’s water in each area, varying in depth
between two inches and a foot, except where noted otherwise.
Anyone moving through such an area on foot suffers a –2
penalty on Move Silently checks.

5) Shambling Mound (EL 6)
After descending at least twenty feet via a winding tunnel, you
reach a large cave with a thin layer of water in it. A large heap
of rotting vegetation lies in a corner. There are narrow holes in
the walls, and ceiling, that are covered with bloodstains.

This is the area where the lizardfolk encountered the dragons.
The holes in the walls are made by the black dragons with their
acidic breath.

Creature: A PC who makes a successful Spot or Knowledge
(nature) check (DC 10) notices the heap of vegetation is actually
an animated plant. A Knowledge (nature) check (DC 18) reveals
that it is a shambling mound, that is immune to electricity. For
every 5 points by which the check result exceeds 18, the PC
recalls another ability (fire resistance and the tendency to grab
and constrict foes).
Shambling Mound: hp 60; see MM.

6) Snakes (EL 6)
The water is a bit deeper in this part of the caves. Four large
snakes slither towards you.

Creatures:
Large Vipers (4): hp 11, 13, 15, 15; see MM.

Tactics: The snakes are hungry and attack any creature they
encounter that seems edible.

7) Remains (EL 7)
A dead black dragon the size of a horse lies in this cave. The
creature’s skull is smashed, his is neck severed at two places,
and he has four gaping wounds in his stomach.

Severly wounded, the dragon Tazlanir crawled away from the
fight, and died here.

Creature: When the lizardfolk retreated, they took their
unconscious and dead companions with them to area 3, but
Ebryx managed grab one unconscious lizardfolk and tortured
him to death, in area 9. The lizardfolk restless spirit returned to
the place where it was defeated.
Spectre: hp 45; see MM.

Tactics: The spectre hides in the wall, but attacks any living
being that approaches.

8) Lizard Colony (EL 6)
An underground stream spills down from a narrow crack in the
wall on the right, and fills a small lake. Four horned lizards are
hunting the blind fishes in the water.

The water is a foot deep in the south part of the cave, and about
four feet deep in the north part, where it flows through a hole
near the bottom of the lake.

Creatures: The lizards got here recently via the underground
river.
Shocker  L izards (4): hp 9, 12, 15, 16; see MM.

Tactics: The lizards try to scare off anyone who enters the
cave with a display of their electrical powers. If someone comes
within 20 feet, the lizards use their lethal shock ability. A lizard

that’s reduced to half hit points or less flees, and if one flees, the
others follow it as soon as possible. They also flee when one is
knocked unconscious or dead.

9) Lake of Dead
Via a partially submerged tunnel you reach a cave where the
stench of death fouls the air. On the left water spills from a crack
into a lake. Eight decaying bodies float in the water.

The bodies are the dragons’  food stock. There’s one lizardfolk
who’s tortured to death (see area 7), four humans, two halflings,
an elf, and a half-orc (they’ re all merchants or guards hired by
merchants).

10) Treasure (EL 4)
A large chest is put in the center of this cave, with piles of coins,
gems, and some valuable items around it. It certainly looks like a
dragon’s hoard, but there is no dragon in the chamber.

After the fight with the lizardfolk, Ebryx retreated to the back of
the cave (area 11), where he is sleeping. The dragon is very alert,
though, and if a fight occurs in this area he’ ll hear it. Ebryx
arrives after three round to defend his hoard.

Creature: The chest is actually a mimic. Ebryx and Tazlanir
feed it regularly so it stays in the area and guards their treasure.
A PC who succeeds at a Spot check (DC 23) notices that it is a
living being. A Knowledge (dungeoneering) check (DC 17)
made by someone who knows it’s a living being reveals that it’s
a mimic; a creature that can assume the form of various objects.
For every 5 points by which the check result exceeds 17, the PC
recalls another ability (adhesive and the ability to crush grappled
foes).
Mimic: hp 52; see MM.

Treasure: a pair of boots of striding and springing, a mithral
breastplate +1, a belt of giant strength +2, a divine scroll of call
lightning storm, a potion of cure serious wounds, a potion of
haste, an arcane scroll of phantasmal killer, an arcane scroll of
wall of fire, an adamantine battleaxe, seven deep blue spinels
(worth 500 gp each), two white opals (worth 900 gp each), 196
pp, 945 gp, and 1,877 sp.

11) Ebryx (EL 9)
Creature:

Ebryx: Male Black Dragon, Young Adult; CR 9; Large Dragon
(Water); HD 16d12+48; hp 152; Init +4; Spd 60 ft., fly 150 ft.
(poor), swim 60 ft.; AC 24, touch 9, flat-footed 24; Base Atk
+16; Grp +24; Atk +20 melee (2d6+4, bite); Full Atk +20 melee
(2d6+4, bite) and +17 melee (1d8+2, 2 claws) and +17 melee
(1d6+2, 2 wings) and +17 melee (1d8+6, tail slap); Space/Reach
10 ft./5 ft. (10 ft. with bite); SA Breath weapon, frightful
presence; SQ Blindsense 60 ft., damage reduction 5/magic,
darkness, immunities, keen senses, spell resistance 17, water
breathing; AL CE; SV Fort +13, Ref +10, Will +11; Str 19, Dex
10, Con 17, Int 12, Wis 13, Cha 12.

Skills and Feats: Concentration +19, Escape Artist +16,
Hide +12, Intimidate +17, Listen +19, Move Silently +16,
Search +17, Sense Motive +17, Spot +19, Swim +20; Alertness,
Cleave, Improved Initiative, Multiattack, Power Attack, Weapon
Focus (bite).

Breath Weapon (Su): 80 ft. line of acid; damage 10d4;
Reflex half DC 21.

Fr ightful Presence (Ex): 150 ft. range; Will negates (DC
19); creatures with 4 or less HD become panicked for 4d6
rounds, creatures with 5 to 15 HD become shaken for 4d6
rounds.

Darkness (Sp): 1/day, caster level 5th.
Immunities (Ex): Immune to acid, paralysis, and sleep.
Spells Known: (5/4; save DC 11 + spell level): 0 – detect

magic, detect poison, read magic, resistance; 1st – grease (DC
12), mage armor.

Tactics: Ebryx casts mage armor and resistance before
attacking. The dragon spits acid as often as he can. In melee,
he’ ll attack spellcasters and lightly armored foes first.
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Murky Caves Map:
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Frost Giant’s Gang

Introduction
Frost Giant’s Gang is a generic, site-based adventure intended
for four 7th-level PCs, but it can be modified for lower- or
higher-level PCs (see Scaling the Adventure).

Scaling the Adventure
6th-level PCs: Reduce the number of winter wolves to one.
Replace the ogre mage with an ettin. Reduce the number of
ogres in area 5 to two. Replace the chimera with an ettin. The
chest in area 9 is not trapped. Reduce the number of otyughs to
two. Replace the ettin skeletons with two chimera skeletons.
Replace the remorhaz with two polar bears. Reduce all treasure
with 25%.
8th-level PCs: Add two dragons to the Arrival event. Replace the
ogres in area 2 with three ettins. Add one winter wolf to area 3,
and three ogres to area 5. Replace the chimera with a gray
render. Add one otyugh to area 10, one skeleton to area 11, and
one remorhaz to area 13. Add 30% to all treasure.

Adventure Background
A long time ago, a tribe of frost giants lived in a mountain range
in a frigid area. They occasionally attacked nearby settlements of
dwarves and gnomes, who hired a group of powerful adventurers
to wipe out the giants.
The giants wanted to move out of the caves they inhabited, and
had just started building a castle, when the adventurers attacked,
and killed them all. Their caves remained uninhabited, until a
couple of weeks ago, when a frost giant and his gang moved in.
The gang has raided several caravans of the dwarves and
gnomes, and imprisoned guards and merchants.

Adventure Hooks
– The dwarves or gnomes of a local settlement hire the PCs to
get rid of the frost giant and his gang.
– One of PCs hears that the giant has taken a friend of relative
prisoner.

General Information
The dungeon consists of the tower that’s been build on a peak in
the mountains, and three caverns. The PCs could enter through
area 1, 4 or 13. Doors in the caves are stone doors, 4 in. thick;
hardness 8; hp 60; Break DC 23. Secret doors, Search DC 25 to
find. Tunnels are between 20 and 25 feet high, chambers are
between 25 and 35 feet high.

Ar r ival (EL 6)
Two young white dragons and an ogre live in the tower and
constantly watch the surroundings. Unless the PCs make sure
they aren’ t seen, the dragons fly out to attack them when they
are 120 feet from the tower, while the ogre runs to area 1 and
joins his companions.

Creatures:
Young White Dragons (2): CR 4; Medium Dragon (Cold); HD
9d12+18; hp 70, 83; Init +4; Spd 60 ft., burrow 30 ft., fly 200 ft.
(poor), swim 60 ft.; AC 18, touch 10, flat-footed 18; Base Atk
+9; Grp +11; Atk +11 melee (1d8+2, bite); Full Atk +11 melee
(1d8+2, bite) and +9 melee (1d6+1, 2 claws) and +9 melee
(1d4+1, 2 wings); SA Breath weapon; SQ Blindsense 60 ft.,
icewalking, immunities, keen senses, vulnerability to fire; AL
CE; SV Fort +8, Ref +6, Will +6; Str 15, Dex 10, Con 15, Int 6,
Wis 11, Cha 6.

Skills and Feats: Intimidate +10, Listen +12, Search +10,
Spot +12; Hover, Improved Initiative, Multiattack, Weapon
Focus (bite).

Breath Weapon (Su): 30 ft. cone of cold; damage 3d6;
Reflex half DC 16.

Icewalking (Ex): Can climb icy surfaces as under effect of
a spider climb spell.

Immunities (Ex): Immune to acid, paralysis, and sleep.

Tower
The tower is the only part of their castle the frost giants built
before the adventurers attacked, although it is not completely
finished; lacking a flight of stairs and several floors. It has
masonry walls, 1 ft. thick; hardness 8; 90 hp; Break DC 35. The
ceiling is 80 feet high.

1) Tower
A fire burns in the center of this large, six-sided room. The
smoke disappears through one of the three large openings from
which one looks out over the snow-covered mountain tops. A
large sleeping rug lies next to the fire, behind a pile of firewood.

Unless the PCs managed to approach unseen, there are no
creatures in the tower. Otherwise, both dragons and one ogre
occupy this area.

Upper  Caves
2) Main Entrance (EL 7)
A wood-fire burns near the wall of the left side of this large cave.
Four large sleeping rugs lie about it. Although the cold wind
blows in snow from outside, it’s comfortably warm in here. In
the center of the cave, four ogres are sitting at a crude wooden
table. When they notice you, they grab their weapons and attack.

If the PCs managed to approach the caves unseen, there are only
three ogres here. The fourth is with the two dragons in area 1.

Creatures:
Ogres (4): hp 26, 27, 30, 33; see MM.

Development: If the PCs enter the caves through this area,
and attack the ogres, the winter wolves from area 3 come in to
help the ogres after two rounds. Shondrog, the ogre mage from
area 4, arrives invisible, another two rounds later.

3) Winter Wolves (EL 7)
A somewhat bestial smell fills the air in this cave. A large rug
lies in a corner, and picked bones are scattered all over the
floor.

Creatures:
Winter  Wolves (2): hp 48, 54; see MM.

Tactics: If the winter wolves hear the sounds of combat in
area 1 (no Listen check required), they run to that cave. In
combat, the wolves use their breath weapon as often as possible.

Development: If the PCs reach this area through the lower
caves or the tower, and have not encountered the ogres in area 2
yet, those ogres arrive in this area two rounds after a fight breaks
out. Shondrog comes in invisible after two rounds, too.

4) Shondrog’s Quarters (EL 8)
A large bed dominates this cave, that further holds an oversized
writing table with a crude wooden chair. There’s a small chest
on top of the table. A natural alcove in the far wall serves as
fireplace.

The chest is locked (Open Lock DC 25, hardness 15, hp 30). The
key is hidden underneath a leg of the bed (Search DC 10).

Creature:
Shondrog, Ogre Mage: hp 38; see MM.

Tactics: If Shondrog hears the sounds of a fight in area 2 or
3, he casts invisibility and flies towards the noise. He casts cone
of cold before entering melee combat.

Treasure: The chest holds 16 pp, 54 gp, and 71 sp.
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Middle Caves
5) Ogre Guards (EL 6)
There are three long tables with benches in this cave. A large
fire burns in a fireplace in one corner. Three sleeping rugs lie
next to it, and a bench has been put right in front of the fire.
Three ogres sit on the bench, with their backs to the fire.

Creatures:
Ogres (3): hp 27, 29, 31; see MM.

Development: If a fight is going on in this area, the chimera
from area 8 arrives here after three rounds. Karruk, in area 9,
prepares for battle, but doesn’t leave his quarters.

6) Prison
Nine iron cages are bolted to the floor of this frigid cave. Seven
of the cages hold gaunt individuals; three dwarves, two gnomes,
an elf, and a human.

The cages (1 in. thick bars; hardness 10; hp 30; Break DC 25)
are locked (Open Lock DC 25, hardness 15, hp 30). The
prisoners are a dwarven and a gnomish merchant (Exp1), and
five guards (War1).

7) Kitchen
There’s a large, unlit fireplace in the center of this cave, with a
battered cauldron next to it. All kinds of pots, pans, cutlery,
mugs, and plates lie underneath and on top of a large table
that’s been pushed against the right wall. In the left part of the
cave, large pieces of frozen meat hang on hooks from the ceiling,
above barrels and crates of foodstuffs.

8) Chimera (EL 7)
A somewhat bestial smell lingers in the air in this frigid cave,
that’s littered with picked bones.

Creature: This chimera is Karruk’s pet.
Chimera (white head): hp 76; see MM.

9) Karruk’s Quarters (EL 9)
A large bed is pushed against the far wall in this chamber, with
a huge chest at the foot. There’s a comfortable looking chair
next to the bed, with a neatly stacked pile of boulders behind it.

Creature:
Karruk, Frost Giant: hp 133, see MM.

Possessions: Ring of mind shielding, boots of the
winterlands, key to the chest, key to the cages in area 6.

Development: If a fight is going on in this area, the chimera
from area 8 arrives here after one round. The ogres from area 5
arrive another three rounds later.

Treasure: The chest is locked (Open Lock DC 25, hardness
15, hp 30), and trapped (see below). It contains a lion’s shield,
bracers of armor +3, a cloak of resistance +3, a pink rhomboid
ioun stone, a harp of charming, an amulet of mighty fists +1, a
potion of tongues, an arcane scroll of remove curse, a broad
silver bracelet with black pearls (worth 3,500 gp), 54 pp, 81 gp,
and 146 sp.

Trap:
Lock Covered in Dragon Bile: CR 7; poison (dragon bile, DC
26 Fortitude save resists, 3d6 Str/0); Search DC 27; Disable
Device DC 16.

Lower  Caves
10) Garbage Dump (EL 7)
A terrible stench fills the air in this cave. A large pile of garbage
lies against the far wall.

The frost giant and his gang use this cave as loo and refuse
dump.

Creatures: Three otyughs hide in the filth. A PC who makes
a successful Spot check (DC 17) notices the creatures.
Otyughs (3): hp 33, 35, 40; see MM.

Tactics: If anyone enters the cave from the tunnel leading to
area 2, the otyughs don’ t immediately attack, since the ogres
regularly come here to dump the trash the otyughs thrive on.
They attack anyone who enters from the other side, or moves
through the cave to that side. They also defend themselves
fiercely if attacked.

11) Skeletons (EL 8)
Numerous skulls and bones lie on the floor in this cave. Three
large skeletons, with two skulls each, stand upright.

Creatures: When these ettins were killed by the adventurers,
long ago, a frost giant cleric animated the bodies and ordered
them to guard this area. The adventurers entered elsewhere next
time they attacked, though, and killed the giants without ever
encountering these undead.
Ettin Skeletons (3): hp 61, 66, 68; see MM.

Tactics: The skeletons attack any living beings on sight,
except giants.

12) Flesh Golem (EL 7)
An eight feet tall creature, made from decaying parts of several
different humanoid creatures that have been stitched together,
stands in this part of the caves.

Creature: The wizard among the adventurers who defeated
the giant tribe owned this golem. He died in the fight, leaving no
one capable of commanding the golem, so it was left here.
Flesh Golem: hp 79; see MM.

Tactics: The golem’s last orders were to attack any creature
it encounters, except its master or one of his allies. The construct
still carries out those orders to the best of its abilities.

13) Second Entrance (EL 7)
Snow is blown in from outside through the large cave entrance,
and covers the floor of this icy chamber.

Creature: Just outside of the cave, a remorhaz hides under
the snow.
Remorhaz: hp 74; see MM.

Tactics: The remorhaz has been trained by Karruk, who
regularly feeds the beast and uses it as guardian for this entrance.
The remorhaz attacks any creature that approaches it and is not a
member of the frost giant’s gang.
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Frost Giant’s Gang Map:
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Beneath the Hills

Introduction
Beneath the Hills is a generic, site-based adventure intended for
four 8th-level PCs, but it can be modified for lower- or higher-
level PCs (see Scaling the Adventure).

Scaling the Adventure
7th-level PCs: Replace the trap in area 2 with a spiked pit trap
(100 ft. deep) (CR 6, see the DMG). Reduce the number of
athachs in area 4 to one, the number of owlbears to three, and the
number of gricks to four. There are no skum in area 8. Replace
the delver with a bulette. Reduce the number of skum in area 10
to four. Ocharr is a 2nd-level sorcerer. Reduce all treasure with
25%.
9th-level PCs: Add one athach to area 1. Replace the trap in area
2 with a poisoned spiked pit trap (CR 10, see the DMG). Add
one greater shadow to area 3, two owlbears to area 5, one black
pudding to area 6, and three gricks to area 7. Replace the skum
in area 8 with an aboleth. Ocharr is a 4th-level sorcerer. Add
33% to all treasure.

Adventure Background
A group of hungry owlbears recently stole cattle from some
farms. A group of adventurers drove the creatures back to the
woods, and they fled into a cave in the hills. The adventurers
then left, because they were on a quest. In the cave, the owlbears
encountered athachs, minions of a dark naga who guards the
tomb of an evil warlord. The athachs drove the owlbears into a
long, winding tunnel, that led to caves inhabited by two aboleths
and their minions.

Adventure Hooks
– Farmers hire the PCs to finish the work the other adventurers
started. They give the PCs directions to the caves.
– The PCs pick up rumors about the burial place of an evil
warlord, that holds great wealth. They decide to kill the evil
guardians and claim the treasure.

Beneath the Hills General Information
The caves are located beneath hills in a forest. The details of the
surroundings are left for the GM to decide. Ceilings in the caves
are 20 to 50 ft. high. All areas are unlit.

Tomb Level
0) Entrance
This part of the woods is hilly. One of the largest hills has a cave
entrance in the side.

1) Guard Room (EL 7)
Blood stains the floor and walls of this large, stinking cave.
Smashed furniture, picked bones, and body parts of at least four
owlbears form a large pile in a corner, while two dead giants
with three arms are carefully laid to rest on a bed of branches
and leaves. A third giant, standing nearly twenty feet tall, and
armed with morningstars, guards his fallen companions.

Creature:
Athach: hp 133; see MM.

Development: If the naga hears the sounds of battle (Listen
DC 7), she prepares for combat (see area 2). If the athachs in
area 4 hear a fight (Listen DC 10), one of them comes in to help
his companion after three rounds, while the other stays there to
guard the tunnel.

2) Dark Naga (EL 8)
Trap: The square marked with a T, in the small tunnel

leading to this area, is trapped.
Well-Camouflaged Pit Trap: CR 8; DC 20 Reflex save avoids;
100 ft. deep (10d6, fall); Search DC 27; Disable Device DC 18.

The text below assumes the naga cast invisibility before the PCs
arrive in this area.

This large cave is mostly empty. There’s a broad ledge at the far
side, about ten feet high.

Climbing the 10-ft. high wall to the ledge requires a Climb check
(DC 10).

Creature:
Dark Naga: hp 59; see MM.

Tactics: The dark naga lies on the ledge, against the back
wall. If she has time to prepare, she casts invisibility, shield,
displacement, and cat’s grace.

Development: If there are still two athachs in area 4 when a
fight occurs here, and they hear it (Listen DC 5), one of them
comes in to help the naga after three rounds. The last athach
stays in area 4 to guard the tunnel.

3) Tomb (EL 8)
The stone doors to this area aren’ t locked.

The floor, walls, and ceiling of this thirty by forty feet room are
painted yellow. There a coffin in the center, made from black
stone, with a large iron chest in front of it.

Creature: An evil warlord has been buried here. His shadow
haunts the room.
Greater Shadow: hp 58; see MM (shadow entry).

Treasure: Neither the coffin nor chest are locked. The coffin
merely contains the bones of the warlord. The chest holds a
cloak of arachnida, a spined shield, a morningstar +1, 351 gp,
and 484 sp.

4) Athachs (EL 9)
The text below assumes both athachs are still in this area when
the PCs arrive here.

In this large cave, some boulders serve as stools and table for
two giant humanoid creatures with three arms. Three dead sheep
and a dead cow lie in one corner. An owlbear’s head on a spike
is placed in front of a dark tunnel entrance.

Creatures: The tunnel is too narrow for the athachs.
Athachs (2): hp 122, 146; see MM.

Development: If the naga hears the sounds of battle (Listen
DC 7), she prepares for combat (see area 2).

Deep Level
This level lies over one hundred feet below the Tomb Level.
Two aboleths use it as their base of operations.

5) Owlbears (EL 8)
The long, winding tunnels leads to a large cave, with numerous
stalagmites and stalactites. Four owlbears jump forward from
the darkness.

Creatures:
Owlbears (4): hp 48, 49, 50, 57; see MM.

6) Black Pudding (EL 7)
A black pudding hangs from the twenty feet high ceiling in this
area. It attacks any creature that passes underneath it.

Creature:
Black Pudding: hp 118; see MM.

7) Gricks (EL 8)
A half-eaten owlbear lies near the entrance to this large cave.

Creatures: Six gricks lie hidden between the rocks in this
cave. A Spot check (DC 22) is required to notice them. The
gricks are enslaved by Parrorv, and guard the entrance to area 8.
Gr icks (6): hp 6, 7, 8, 10, 11, 11; see MM.
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Development: If a fight occurs here, Parrorv prepares for
combat (see area 8).

8) Parrorv (EL 8)
The text below assumes Parrorv had time to prepare for combat.

The far side of this cave is a dark pool. A large, bat-winged
humanoid creature is standing in front of the water, flames
swirling around the red scales that cover its body. It is guarded
by three devilish humanoid creatures, that are covered from
head to toe with large spikes.

The far side of this large cave is a 15 feet deep pit, filled to only
a few inches below the rim with dark water. A tunnel near the
bottom of the pit leads to area 10.

Creatures:
Parrorv, Aboleth: hp 79; see MM.
Skum (3): hp 8, 12, 13; see MM.

Tactics: If Parrorv has time to prepare, she casts veil (DC
19), to disguise herself as a regular cave fish, and the three skum
as barbed devils (see the MM). She’ ll also cast a persistent
image (DC 20) that displays a pit fiend standing behind thee
‘barbed devils’ , commanding them in battle. Parrorv has a
programmed image (DC 19) prepared that causes a small army
of skum warriors to charge the cave. She’ ll use this at any time
during a fight to distract her foes. Parrorv uses her enslave
ability on her enemies, while they fight the skum. If a foe comes
close to the water, she doesn’ t hesitate to lash out with her
tentacles.

9) Delver (EL 9)
Two dead owlbears lie in this cave.

Creature: A delver, enslaved by Ocharr, hides in the wall,
ready to attack any intruders who enters it.
Delver : hp 142; see MM.

Development: If Ocharr hears a fight in this cave (Listen DC
5), he’ ll prepare for combat (see area 11).

10) Ocharr’s Guards (EL 8)
There’s a dark pool in the far side of this cave.

Tunnels near the bottom of the pool (at a depth of 15 feet), lead
to area 8 and 11.

Creatures: Eight skum hide between the rocks in this cave,
guarding the entrance to area 11. A Spot check (DC 22) is
required to notice them.
Skum (8): hp 6, 9, 9, 10, 11, 13, 13, 17

Development: If a fight occurs here, Ocharr starts preparing
for combat (see area 11).

11) Ocharr (EL 10)
There’s a big, iron box in this cave, standing at the edge of a
dark pool. A huge, revolting creature, that looks like a primitive
fish, floats in the dark water.

A tunnel near the bottom of the pool (at a depth of 15 feet), leads
to area 10. A second tunnel (that is not on the map) leads from
the bottom of the pool to a maze of caves, where the aboleths
and their minions came from.

Creature:
Ocharr , Aboleth Leader : Male Aboleth Sor3; CR 10; Huge
Aberration (Aquatic); HD 8d8+3d4+55; hp 100; Init +1; Spd 10
ft., swim 60 ft.; AC 16, touch 9, flat-footed 15; Base Atk +7; Grp
23; Atk Atk +13 melee (1d6+8 plus slime, tentacle); Full Atk
+13 melee (1d6+8 plus slime, 4 tentacles); SA Enslave, psionics,
slime (see the MM); SQ Aquatic subtype, darkvision 60 ft.,
mucus cloud (see the MM); AL LE; SV Fort +8, Ref +6, Will
+14; Str 26, Dex 12, Con 20, Int 15, Wis 17, Cha 17.

Skills and Feats: Concentration +19, Knowledge (arcana)
+16, Listen +16, Spellcraft +8, Spot +16, Swim +8; Alertness,
Combat Casting, Iron Will, Lightning Reflexes.

Spells Known (6/6; save DC 14 + spell level); 0 – daze (DC
12), detect magic, ghost sound (DC 12), read magic,
prestidigitation; 1st – mage armor, magic missile, shield.

Tactics: If he has time to prepare, Ocharr casts mage armor
and shield to protect him. He uses persistent image to create an
aboleth that is constantly casting spells, while he transforms
himself into a fish with veil. Ocharr has a programmed image
(DC 19) prepared that causes the cave to collapse. He’ ll use this
at any time during a fight to distract his foes. He casts magic
missiles, and uses his enslave ability on his enemies if they are
not let close to the water. If they are within melee range, he
lashes out with his tentacles.

Treasure: The box is not locked. It contains the items Ocharr
took from his victims: a monk’s belt, a cape of the mountebank, a
bag of holding (type IV), a horn of goodness/evil, a cloak of
resistance +3, a blue diamond (worth 5,000 gp), three jacinths
(worth 3,000 gp each), and a necklace with moonstones (worth
700 gp each).
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Beneath the Hills Map:
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