The Dark Crypt

A Dungeons & Dragons v3.5 Adventure

By Michael Morley

Introduction:  This adventure was written for second and third level parties.  It uses a map from the “Map-a-Week” collection at the Wizards of the Coast website: 

http://www.wizards.com/dnd/images/mapofweek/darkcrypt.jpg.

Background (for the DM only):  The crypt is several hundred years old.  Originally a burial chamber built by some long-forgotten race, it lay undisturbed for a couple of centuries.  It was uncovered, opened, and stripped of its grave goods; then a group of bandits (or maybe they were a fugitive cult of devil-worshippers; it’s hard to say) dug out a secret hideaway behind the original tombs.  Other tenants moved in later.  It is now occupied by a clutch of troglodytes, who use it as a place from which to stage raids on nearby human and elven settlements.

Exterior entrance:  The crypt was built into the side of a mountain, with an elaborate carved stone façade.  It was later partially covered by landslides.  The adventurers see what looks like a natural cave entrance, big enough for a man to enter comfortably.  Only when they get inside do they notice that the walls are carved stone, covered with hauntingly beautiful patterns of interwoven lines and strange writing in a language no living man knows.

1:  This is a large chamber.  The floor is wet from seepage of groundwater through the ceiling.  There is an elaborate set of double brass doors, open slightly, leading into area 1a.

On a DC 15 spot check, the players notice the tracks of  the troglodytes going from the entrance to the double doors.

A swarm of bats (Monster Manual, p.237) lives here.  If the players are noisy, they awaken the bats and the swarm attacks.  

1a:  The outer chamber of the crypt.  The double doors leading to the inner chamber are also ajar; these doors are more deteriorated due to the dampness.  If the players did not spot the troglodytes’ tracks in area 1, they take another check here.

2:  The stone door to the crypt is wide open.  This chamber was once elaborately painted, but the decoration is badly deteriorated.    If the players did not spot the troglodytes’ tracks in area 1 or 1a, they take yet another check here.

3a:  There are stone doors in all directions.  Each door is marked with the name of the deceased in elaborate writing.  Nobody in the party can read the names; it’s a lost language.  DC 24 vs. Strength to open any one of the doors; two people can work together (use highest Strength + ½ of the second person’s) to open one door.

There is a peephole in the door to chamber 3d; DC 25 for the party to Spot it.  There is a 5% chance that a troglodyte (Monster Manual, p. 246, with modifications explained below) is watching through the peephole.  If so, the troglodyte barricades the door on the other side (DC 22 Listen for the party to hear this; that door now cannot be opened, period) and goes to alert the rest of the clutch.  Three minutes later, the troglodytes, accompanied by their monitor lizards, will attack the party in force, emerging simultaneously from all three burial chambers—two troglodytes from each direction; one monitor lizard accompanying the pair of troglodytes in chamber 3b, and the other lizard with the pair in 3c.  If the party has managed to penetrate chambers 3b or 3c, they meet a lizard and two troglodytes emerging from the secret door; two rounds later, the other lizard and the rest of the troglodytes come through the door and hit them from the other side!  (Unengaged party members, or animal companions, may hear the second group of troglodytes coming, however.)

3b, 3c, and 3d:  Each burial chamber is elaborately decorated, and contains a stone sarcophagus.  The lid is ajar, or off, and there’s a scattering of old bones (humanoid of some sort) inside.  There is no treasure, and nothing of significance; the grave robbers came and went long ago.  Chamber 3d is more elaborate than the other two; the king/chieftain/high priest/Mr. Moneybags was buried there.

DC 20 Search to spot the secret door in the wall opposite the main entrance.  DC 22 Pick Lock to open.

Between 3b, 3c, or 3d and 4:  These passages are one man (or troglodyte) wide.  DC 10 Knowledge (Architecture or Dungeoneering) to notice that the passages are built in a different style (and with a much lower level of skill) than the burial chambers.  

While in the passage between 3d and 4, there is a 5% chance of meeting a troglodyte coming the other way.  Animal companions may smell and react to the presence of the lizards in area 4.

4:  The two monitor lizards (Monster Manual, p. 275) are chained to the walls in here when not in use.  The chains are long enough that no one can pass through without the lizards having something to say about it.  The lizards will attack anyone who’s not a troglodyte.

If the players have not encountered the troglodytes before arriving here, and if they melee or otherwise arouse the lizards, the troglodytes will be alerted.  If the players manage to subdue or evade the lizards, and they are using any sort of light source, once they pass into area 4, the troglodytes (who have darkvision, and thus do not use torches) will be alerted.

When the troglodytes are alerted, the chieftain and three other troglodytes will rush to area 4, weapons ready, and looking for a fight.  They will fight until:

· the party is destroyed, or 

· the chieftain, or two of the other troglodytes, are out of action

In the latter case, the surviving troglodytes disengage and flee to area 6.  

The other two troglodytes withdraw to area 6 when the alarm is raised and guard the eggs.  They, and any retreating troglodytes who join them there, will fight to the death.

5:  This is the troglodytes’ main living area.  If they have not previously been alerted when the party walks in, they’ll be plenty alert now!  Items of treasure present amongst the clutter (troglodytes have poor housekeeping skills):

· one dozen troglodyte javelins – market value only 8 silver pieces each, because they’re ugly and look like they’re not well made; they work just fine, though

· two short swords

· a morningstar

· four steel hooded lanterns

· a masterwork dwarven war-hammer

· a torn and shredded wizard’s robe, formerly belonging to a wizard who got a little torn and shredded himself when the troglodytes caught him in bed sleeping – DC 20 Search of the robe’s pockets will reveal a ring of spell storing, minor, which is empty, and a potion of cure light wounds which is labeled as such on the bottle.

· 50 feet of rope

· a map case, containing local maps

· a guitar

· 25 GP worth of craftsmen’s tools, including a couple of nice big sledgehammers

· 34 GP, 65 SP, and 31 CP

The passage exiting to the north is bricked up.  DC 27 vs. Strength, using the sledgehammers, to break it open.  Two people can attack the wall at once, each making a separate check per round of bashing

6:  The troglodytes store and prepare food here; there is also a clutch of six troglodyte eggs.

The statue in the corner is a masterwork representation of a six-foot humanoid with long, bony fingers and flattened facial features.  It is dressed in layers of robes, and holds a long staff.  The statue would be worth a fortune if you could haul it out and sell it to a collector.  You can’t; there’s a spell gluing it to the floor.

DC 22 Search to spot the secret door behind the statue.  DC 26 Pick Lock to open.

7:  This portion of the crypt was remodeled into a treasure vault by Nognor, an ambitious evil sorcerer who is now long dead (we think . . . we hope).  These passages have not been trodden in hundreds of years.  DC 5 Spot to notice that the troglodytes have never been in here.

8:  There is a rickety wooden bridge spanning a 15 foot wide pit.  In the pit is what looks like tar or black oil; it’s actually a black pudding (Monster Manual, p. 201) that Nognor captured and, by means of a curse, has imprisoned here to serve as a trap.  The pudding has the same characteristics as shown in the Manual, but it cannot move out of the pit or attack anyone on the bridge above.  The curse has made the pudding immortal . . . but it hasn’t eaten in a couple centuries.

The bridge was once a mechanical trap, but the mechanism has deteriorated with age and no longer works quite as designed.  If the party simply charges across the bridge, the bridge will tilt suddenly and whoever is on it will fall into the Black Pudding to be consumed.  There used to be a disarming mechanism, to allow Nognor to cross without falling into his own trap, but it no longer works.

DC 18 Balance for one character to work his way carefully to the other side—halflings or gnomes get +5 on this check because they are small and light and therefore less likely to trip the mechanism.  If the character succeeds, and if he was smart enough to take one end of a rope with him, the players can rig up a safety line so that all may cross in safety (but the DM should make some dummy dice rolls here just to make ‘em nervous).

9:  This door has a permanent magic mouth spell on it.  When the first person is within 10 feet of the door, it announces in a loud voice:

Turn back!  Turn back!  Come no further, for death awaits you  within!  The curse of Nognor be upon you if you take another step!

There’s no curse, really—Nognor was a bit of a show-off and a bluffer.  However, if, after taking another step forward, the player fails a DC 25 Fortitude save, he thinks he feels the tingle of magic, and should thereafter be encouraged to believe he’s been cursed.  Won’t that be fun?

10:  Nognor’s treasure room.  It is guarded by a bugbear zombie (Monster Manual, p. 267, top).  Once the zombie is defeated, the treasure present is:

· 551 gold pieces

· a  magic +1 longsword with the shock ability

· jewelry worth 645 gold pieces

· several potion flasks, the contents of which evaporated years ago – the flasks could be sold for 25 GP

· a magic +2 quarterstaff with the dancing ability.  This weapon has a drawback: the first time it is used in combat, the user’s skin turns Ooompa-Loompa orange.  This effect lasts for as long as he owns the weapon.

Troglodyte Clutch:  There are six adult troglodytes in the clutch.  They are as described in the Monster Manual at page 246, with the following changes:

· The chieftain is level 3, has 21 hit points, and carries a heavy mace (1d8+1, x2) instead of a club.

· One of the other troglodytes uses a hand axe (1d6+2, x3) instead of a club.

· The troglodytes do not use javelins indoors.  They used to, but . . . it’s like your mom said, it’s always funny until someone loses an eye.

