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Introduction 

Hidden deep within the shrouded swamplands of the Material Plane, 
fabled ruins long lost to the furthest edges of myth are said to lie. Ruins, 
some say, brimming with evil men and monsters. Others still claim that 
the remains are of an ancient temple, still touched by the blessings of 
ancient and powerful gods lost to mankind long ago. These mysteries and 
tales attract many men and women, enticing them with the promise of 
treasure, glory and divine inspiration.  
 On this path lies a small village, frequented by pilgrims and 
adventurers in search for these crypts of old. It is a humble settlement 
established by druid sages long ago. It is in this modest village that both 
warriors and scholars alike take refuge on their quest, though it is said 
that those who walk the pilgrim’s path to the Ruins of Eltumal are never 
seen or heard from again. 
 

Mosshire: The Village of Sages 
 The ancient and peaceful home established by druidic sages long ago, 
Mosshire serves as both a village for forest goods and a place of rest for 
weary travelers. The floor of the village is made up of ancient roots rather 
than solid ground, covered by small forest plants and animals over 
centuries, namely the moss for which the settlement was named. The 
ground is uncertain due to the dips and shifts created by the many 
entwined life roots of the great swamp, but soft thanks to the subtle and 
surprisingly unslippery natural green blanket. The village is a tranquil 
place ruled by the calmer side of nature rather than the noisy business 
more common of human and even elven settlements. The modest dwellings 



of those residing in permanency are made of but dried wood or cobbled 
stones packed with a specially brewed mud, sparsely decorated, if at all, by 
nature’s accord. No gardens, save for those of necessary herbs and edibles, 
can be seen, the denizens preferring to let nature grow as she will. Pelts 
and furs can be seen drying near most huts in preparation for tanning and 
crafting.  
 Aside from the few residencies, there appears to be a general goods 
shop to serve the many travelers and passers-by, as well as a modest inn. 
The shopkeeper Vicben Taletreader is an interesting man, his disposition 
rather chatty and boastful of his nephew’s catches, though upon a request 
for battle goods such as weapons or armor, the age shows in his eyes. 
Vicben will refuse anyone without a good reason or pure heart the sale of 
dangerous items.  

The innkeeper of Mossmound Inn, Thoster Ianroar, is a silent but 
broad man. He prefers to respond with the short and sweet, if he speaks 
rather than grunts his reply at all. His shoulders are often hunched and his 
head down, glaring from beneath thick eyebrows at whomever is speaking, 
though not maliciously. A great green toad sits perched upon his hunched 
posture, echoing his grunts.  

 A steeple can be seen as well, built not of stone but of strong and 
ancient vines descending gently upon an ancient well of magically pure 
water. Inside is much more cavernous than it appears to be from outside, 
though it is not dark. Sunlight shines through the small natural cracks 
between the vined roofing, providing for a very serene and calm 
atmosphere for travelers to request blessing or contemplate upon curiosities 
atop the moss-covered stones serving as pews.  
 As players enter the village, a commotion can be both heard and 
seen growing beneath the vines of the steeple. An elderly man, strong but 
postured like the many great trees of the forest, quells the crowd with his 
soft-spoken yet commanding words. “Hear me now, ye seekers of prestige 
and power. Yet has one to return from the swamps traveled by our 
forebearers so long ago. I fear a great sickness has fallen upon us. Our 
land is not what it once was and if this blight is not lifted, this land 
shall be our home no longer. I beseech ye, brave adventurers, come forth, 
lest I myself be forced on a quest from which I doubt I would be able to 
return. Until our troubling curse is lifted, I ask no one aside from those 
brave enough to accept my request to enter the swamplands beyond. 
Enough life has been taken, and I wish no more to fall to whatever grisly 
fate has claimed those who have travelled the pilgrim’s path.” After his 



announcement, the players role-play their first encounters with each other 
and perform any preparation they require in the village, such as shopping, 
exploring and wandering about the village.  
 Once the party has completed their errands, they must make their 
way to the village elder that had previously addressed the restless crowd. 
Archmagus Ithile Corrovander can be found in the steeple consulting with 
other elders. Upon approaching the Archmagus, the party begins discussion 
about events in the swamp. You learn that many groups of travelers on 
their way to study and explore the rumors of ruins have disappeared. Even 
one of the Elder Magi has gone missing after taking two of his pupils to 
uncover the mystery behind the sudden and strange sickness of the forest.  
The Archmagus also offers you a guide, calling to a young woman by the 
name of Huuntal, a medium-sized black bear following in her tow. He 
explains that she is a prodigal druid priestess and offers you her and her 
bear Sabi’s services as guides through the forested swamplands. However 
the party may choose to proceed with a simple map or nothing at all.  
 Huuntal has STR 9, CON 13, DEX 13, INT 13, WIS 15, and CHA 
16. She has 8hp and an AC of 8. She gains a +2 to saving throws against 
fire and lightning damage and has Animal Friendship and the spell Faerie 
Fire, which grants a +2 to hit against whomever comes in contact with 
it. Huuntal wields a 1d6 staff and wears leather armor. She is also 
equipped with a tinderbox, a backpack, a bedroll and rations. Sabi the 
Lesser Black Bear has an AC of 7 and 6hp. He deals 1d4 damage with his 
claws or 2d4 with a yawning bear hug. Huuntal is always smiling about 
something and often whispers to Sabi and praises him for his actions. She 
is excited and eager to go on such a dangerous quest with a real band of 
adventurers and over zealously guides players through every minute detail 
of the swamp. Huuntal and Sabi are, however, forbidden from entering 
these mysterious ruins. Instead they will wait in the nearby forest for the 
party to return and after five days will return to the village if the players 
have not yet emerged.  
  

Bogwater Bridge  
A strong, fetid stench envelops you as you enter the swamp. Thick, 

tar-like mud sticks to your boots as you travel along the rickety old 
boardwalk leading into the swamp. On either side of the bridge are black 
cesspools of decay and rot, a twisted and warped variant of life. Straying 
from the wooden path set before you would certainly mean death, though 
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from the deadly diseases or from the rumored swamp monsters it is 
uncertain.  

Players must bring clean water or risk disease, dehydration or death. 
All weapons must be cleaned and oiled every day spent in the swamp due 
to moisture, and all parchments and books have a 10% chance to become 
moisture damaged each day.  

If a player strays from the boardwalk, which is approximately wide 
enough for two, roll 1d6. If the result is a 1, that player contracts one of 
the following according to a second d6 roll: 

 
1-Rockjoint- the player’s movement is reduced by 15 
2-Yellow Fever- the player is unable to eat or drink for 1d4 days due to    
  nausea and is fatal within another 1d4 days 
3-Flesh Rot- extremities blacken and rot off in 1d4 days and can be fatal if    
  not treated in an additional 1d6 days 
4-Swamp Fever- causes muscle spasms that reduce the player’s dexterity,  
  strength and hit chance by 2; the spasms become permanent in 1d6 days 
5-Swampsap- Drains the player’s strength by 2 and movement by 10 and   
  forces the player to rest every 1d4 hours for 2 weeks or until cured 
6-Bog Worms- Causes itching, rash, paranoia and hallucinations that    
  decrease a player’s perceptiveness and knowledge checks by 2  
 
 A random encounter occurs on a roll of 1 on a 1d6 every third turn or 
on a 1 on 1d4 if a player falls into the swamp water. Roll 1d10 to 
determine the creature (see the monster manual for creature stats): 
 
1-python, 2-oblivion moss, 3-giant leech, 4-scrag/ troll, 5-giant 
mosquitoes, 6-giant mosquitoes, 7-giant spiders, 8-bog vultures, 9-
crocodile, 10-swamp rats 
 
Note: Oblivion moss is a special creature that causes players to get 
disoriented, confused, and forgetful. Upon encounter all players must make 
a successful saving throw or lose all focus and memories of the current 
task. The creature has only one hit dice and an AC of 10, but all players 
take a -4 to hit if the save was unsuccessful. It cannot attack but the 
forgetfulness persists for the rest of the adventure unless the moss is killed 
and the memories released. If no player successfully saves against the 
moss, the players will be unable to combat it and all will take a -2 to 

Leon
Typewritten Text



perception, knowledge, history, and any other mental or reflexive actions 
for the duration of the adventure.  
 
 Players must be cautious along the boardwalk as well. Holes and 
cracks are visible from where others have slipped or fallen due to slick 
moss, muddy boots, or the slippery surface caused by moisture and swamp 
water. Any reckless or running player will surely lose footing. Upon falling 
into the swamp, in addition to rolling for disease and a random 
encounter, roll  1d6 to see if any terrain is encountered. If a 1 is rolled, roll 
1d4.  
 
1-deep hole, 2-tar pool, 3-slippery rocks, 4-tangleweed 
 

About halfway through the swamp and 1d6 hours, the party 
encounters a gaping hole on the path far too wide to jump across safely. 
With a guide, map, or successful perception check, a small treading path 
used by hunters can be found to the left. Along this path lies a lone little 
hut not seen on the map or known to the guide. It is crudely built from 
the missing planks of wood, which are still whole. The path leads into the 
forest and would take days to travel it around the swamp, not to 
mention being full of dangerous forest beasts only a master druid could 
turn away.  

Inside the hut is one lone human witch doctor guarded by a zombie 
and his pet giant frog. The witch doctor has 1 HD and 10 AC and can use 
the spells affect normal fire, dancing light, identify, push, shield and 
ventriloquism and fights using one 1d4 holy dagger. The zombie has 2HD 
and 8AC and does 1d6 with its claws. The frog has 1HD, 10 AC and 
strikes out with its tongue for 1 damage. The players receive 30+1/hp exp 
per creature and there is 2d4 gold and one holy dagger on the witch 
doctor’s corpse. The players may also find 1d6x20 copper, 1d6x10 silver and 
1d6x5 gold, 1d4 gems, 1d4 holy water vials, 1 purifying chalice, and 1 
potion of cure disease.  

The purifying chalice can be filled with any liquid and transform it 
into a curative spring water that cures disease and dehydration. It will 
not remove the effects of Oblivion Moss.  

After the encounter, the players must replace the wooden planks by 
successfully completing a strength check. This takes 1d4 hours. At this 
point the players may safely make camp in the forest so long as the bodies 
of the witch doctor and his pets are disposed of. Otherwise remaining 



within 300ft of the corpses gives a 10% chance that the party may be 
tracked by a troll, owlbear or other large forest predator.  

After players have rested or if they did not stop to rest, be sure to 
continue rolling every 3rd turn for random encounters (see page 4 for 
details). Players reach the end of the boardwalk in 1d4 hours and the 
entrance to the ruins in an additional 1d4 hours.  

 
The Entrance of Eltumal 

The acrid swamp air clears as players approach the ruins. The sun is 
once again visible now that the dreadful bog air has lifted, though 
something else has taken its place. A dreadful and unnerving miasma 
wafts about the ruins, giving them a dark and mysterious aura. If the 
players approach the ruins with caution, they will be able to spot the 
keepers of the ruins before they themselves are spotted and may surprise 
the 2d8 skeleton guards. The guards are able to move up to 120ft and have 
AC 7 and HD 1. They do 1d6 of damage with a rusty sword or bow and 
are immune to all mental-based spells such as sleep, charm and hold and 
are unaffected by cold. They reward players with 15+1/hp exp but carry no 
gold, though a ranger may be able to scavenge for arrows among the dead.  

Upon defeating the small horde of mindless undead, a powerful gust 
blows across the battlefield, moaning as it tears through the air. You may 
try to turn back, but the pilgrim’s path is no longer an option; the 
swamp has vanished from the world, as if some dark and unholy force had 
already claimed your souls for itself. Cut off from all other courses of 
action, you are bid forth into the maw of mythos- the ancient, eldritch 
ruins of Eltumal.  

 
The Decrepit Hall 

You descend through a narrow and claustrophobic winding stairway, 
which seems odd for a supposed place of worship and welcome. It is dark, 
low-light vision being required to see unaided. A thick musk now 
accompanies the strangely dark aura of the ruins in the earthy air, the 
sense of dread you feel increasing as you descend. At the base, the 
entryway yawns open to reveal an old and decrepit hall ravaged by time 
and would-be scavengers, told by the various skeletons gruesomely 
decorating the once-grand foyer. Players with magical or arcane knowledge 
may recognize signs of rituals in the air- once a place of worship, now 
touched and corrupted by profane magics. If the players are not careful, 



they will trigger a noise trap as they depart the staircase. This trap does 
no damage but creates a loud noise that temporarily deafens in a 5-foot 
radius and alerts all creatures and NPCs of the party’s presence.  

 NPCs in the area will rush to the source of the noise, 
triggering an encounter. There are 3d10 Profane Pilgrims, and there is one 
Profane Fighter in every ten and one Profane Cleric in every five normal 
Profane Pilgrims. The pilgrims have 1HD, AC 10 and have a 1d6 staff or a 
1d4 dagger. Clerics have 1HD and AC 8 and have a +1 magic staff and can 
cast heal minor wound, detect evil, turn undead, cure disease, create light, 
and cantrip. Fighters have 2HD and an AC 7and attack with a 1d8 sword.  

The players may choose to spare one of the NPCs. If they do so, they 
may question them and, if they are able to persuade them, the NPC may 
aid the party in its quest. The players may learn the following from the 
NPC.  
DC10: NPC says only that his/ her eyes have been opened by a    

revelation from deep within the ruins 
DC15: NPC tells the players of a lost faith and ancient gods so  
        steeped in eldritch knowledge that modern divines would cower 
DC20: NPC tells of the lost teachings of eldritch gods that, upon  
        conversion, promise blessings beyond belief: an ascendant form that      
        can walk between life and death at will 
DC25: NPC reveals that he/ she has been given powers beyond his/ her  
        greatest wishes through a lost ritual and, in return for their gifts,  
        his/ her exarch has sworn to release their new god from his  
        imprisonment 
At the end of the questioning or encounter, the bodies shine with a silver 
light, which then departs from their former physical forms. The spared 
pilgrim explains this on a DC20 or higher as shown above, though he or 
she is enraged that he/ she is not able to join the others in their ascension. 
Otherwise, nothing is given away except for an eerie smile from the 
spared pilgrim as well as a particularly nasty demeanor. The NPC will 
try to commit suicide if the players do not watch him or her carefully. If 
no NPC was spared by the party, the players will witness this spectacle 
but will not understand what exactly is happening.  
 
 The players are now free to explore the many rooms visible down the 
foyer. There are four rooms in addition to the main hall. At the end of the 
hall there is what appears to be a grand tapestry with strange symbols. A 
knowledge check of DC25 would reveal that these are symbols of ancient 



gods and each one has a larger sphere around a smaller sphere 
accompanying each god or goddesses’ name. The spheres are colored but the 
tapestry is so worn only one or two can be made out. This is a clue to 
help solve the riddle in the next room, but if the check is failed it is only 
revealed to be an ancient tapestry with ancient text and faded colors. 
Obviously the clue is not given to those who ignore the tapestry 
completely. The colors visible are determined randomly by the DM and will 
be revealed to the players by the DM through the characters’ memories 
during the puzzle.  
 The first room is what seems to be an old meeting hall. A long 
table meant to serve a whole party of guests rests at the center. The 
stone walls are decorated with more ancient tapestries depicting what 
seem to be the tales of heroes and warm, burning fire dancing in a fire 
pit. Food and drink freshly made line the table. The second room has seven 
statues, but there appears to be one missing as four line one wall but the 
other has only three. In the empty space is a pile of rubble atop a stand. 
The third room seems to be some kind of relic museum, the belongings of 
champions and saints of old, fourteen artifacts in total, though it seems 
again a pair is missing. At the very back of this room lies a chest, 
protected by a pressure plate that releases a guardian spirit that possesses 
a player for 1d6 turns, then disperses. The possessed player will issue a 
warning to turn back and may be questioned, but it will provide no 
answers. The possessed player will attack the party with whatever 
equipped weapon he or she is using. The player will be released at the end 
of the 1d6 turns, or the spirit may be dispelled by a vial of holy water or 
any spell that banishes or turns undead. The use of any holy symbol will 
chase the spirit away as well.  
 The fourth room is simply a long hallway, at the end of which is 
another spiral staircase leading deeper into the crypts.  
 

Chamber of the Elder Gods 
A circular chamber is revealed upon reaching the second floor. Seven 

statues, their forever-frozen expressions ranging from benevolent smiles to 
terrible or gleeful rage, surround seven thrones and seven orbs. Each throne 
appears to be made of a different material, and each orb is clearly a 
different precious gem. An inscription on the floor reads: 
 
The eldritch gods, Above and Below 
Watch over us, wherever we go. 



In thanks, we offer a precious stone 
To each mighty god on each mighty throne. 
One gem each so we pledg’d, one throne each so They said. 
And so eternity there shall they stay 
And only the worthy will be shown the way. 
 

According to the statues, there appear to be three gods and four 
goddesses; there are also inscriptions of the deity’s name on each statue. 
The gods are Perun, Nurnok, and Demenar, and the goddesses are Amina, 
Marnoste, Akaie, and Ippania. There is also a circular hole at the top of 
each throne that seems to be the size of one of the orbs resting on a table 
nearby. An additional inscription on the floor appears to be a riddle. It 
reads: 
 
She of the garnet abhors bronze. 
The deity of the diamond does not care for platinum. 
Nurnok does not appreciate pewter. 
He who loves the amethyst also favors marble. 
He who best appreciates topaz also loves copper. 
Marnoste cares not for sapphires.  
The deity who best loves platinum does not prefer garnets or 
emeralds. 
Marble is not Perun’s. 
The deity who favors sapphires does not care for bronze. 
Demenar appreciates neither pearls nor emeralds. 
Neither Marnoste nor Amina will accept platinum. 
Akaie will have nothing to do with pearls or gold. 
Pewter belongs to Ippania. 
Perun favors the diamond, yet detests gold and silver. 
Demenar prefers copper above all else. 
Gold and pearls go together, but Marnoste cares for neither. 
Emeralds and silver do not go together. 
 
Answers:  
Akaie- Sapphire and Platinum, Perun-Diamond and Bronze, Marnoste-
Garnet and Silver, Nurnok-Amethyst and Marble, Amina-Pearl and Gold 
Demenar-Topaz and Copper, Ippania-Emerald and Pewter  
 



    If the party fails to solve the riddle, the gems glow and become lodged 
in the thrones. The seven statues’ eyes glow with an unnatural light as 
they come alive. The creatures are Caryatid Columns. They can move up to 
60ft and have 2HD and 8AC. They do 1d10 damage on hit with their two-
handed sword. Additionally they have resistance to mind-based magic and 
cold. The players must prove themselves worthy through battle to continue 
their quest, though if the players are struggling the DM may call off the 
Columns. After the encounter the Columns will return to their statue 
state, though if they are further pursued or disrupted they gain additional 
3HD and their AC decreases to 5 and gain resistance to all non-magical 
weapons. The players receive 44+3/hp exp for the encounter, though if they 
somehow defeat the stronger Columns after pursuing them they will gain 
110+3/hp exp for their unexpected success.  
 
   After the test is completed a door at the far end of the chamber is 
revealed, leading the players ever deeper into the ruins. As the players 
descend through the passage, they come across a body resting against the 
wall. The man is still alive, but feverish and troubled in his breathing. He 
begs the party, “P-please…you must…stop them…stop Eltumal…” He 
then weakly raises his hands and casts an unknown spell upon you. “Bane 
and bone, gods of stone, by your guiding hand may these travelers defeat 
the evil of man. Go forth now, and stop them…before the evil… 
has…risen…” The party may attempt to save him with a spell or potion, 
but it is too late. As before the corpse glows with a silvery light, though 
you see something else. As the light forms outside his body, it is wrenched 
from the air by tendrils of darkness. The party senses a great primordial 
hunger accompanied by the familiar black aura that has accompanied them 
throughout their journey...then nothing. 
    

The Tombs of Eltumal 
The dark, potent aura does not dispel as it did before; it seems to 

cling to you, thirsting for your souls. It has claimed you as its own and 
the only escape lies in the chamber fast approaching below. Weak-willed 
characters will attempt to flee, but alas there is nowhere to turn. The 
door behind has sealed. The passage is dark, but chanting can be heard, 
and fearful sobs and pleas of many voices, desperate to preserve their lives 
echo from below. An unholy glow emits from the center of the room, now 
visible, coloring it a sinister green, pulsing with a dark and profane life. A 
single man stands behind a dark altar, reading arcane scripts in a lost 



language, his followers echoing his words. Two others stand by his side, 
adding their power to their master’s. Before each shrouded figure is a 
struggling form, bound to a post carefully placed onto the foundation of 
the stone floor. Any magic user will sense a strong force emanating from 
the room, as if it were forged in the depths of hell itself.  

The ritual will continue unless the PCs are able to take out the 
Dark Exarch in 1d4 turns or distract him from reading the incantation. 
The Profane will not engage in combat; they will only defend the exarch 
and his two Bane Casters and will not stop chanting until dead. 
Defeating a Bane Caster will give the players 1d4 additional turns as it 
increases the difficulty of the summons, though the players must figure 
this out for themselves. The ritual will also be ceased if the players are 
able to destroy the Arcanum or take it from his possession.  

The Exarch of Eltumal has an AC 7 and 2HD. He does 1d6 +1 magic 
damage with his staff and can cast darkness with a 10ft radius, 
comprehend languages, detect invisibility, project image, gate and 
summon zombie. The Exarch will focus on the ritual and will not engage 
in combat unless forced. The Bane Caster Clerics have AC 8 and 1HD. They 
are able to deal 1d4 +1 magic damage with their enchanted daggers and 
can cast the spells hold, cure light wounds, resist cold and spiritual 
weapon. The Casters will attempt to heal the Exarch as he takes damage. 
The Profane Pilgrims have an AC 10 and 1HD and attack with a 1d4 
dagger. The Exarch rewards 600 +12/hp exp, the Bane Casters 50+7/hp exp 
and the followers 25 +4/hp exp. The to-be-sacrificed pilgrims may be freed 
and escorted back to the village.  
 

If the Exarch completes his ritual, another powerful dark miasma 
radiates outward from the ritual circle. Each character must make a 
Strength check to hold their ground; otherwise, they may be staggered or 
knocked prone. The light pulses faster and faster. Jets of evil energy jump 
at the captives, incinerating their bodies and absorbing their souls. They 
form into a humanoid creature, which engages the Exarch in conversation.  

 
 “My liege, we have awakened you from your accursed slumber! We 
are your willful servants! Bestow upon us your gifts and let us spread 
word of your might and glory, O Mighty Eltumal!” 
 
The creature cackles, his voice rusted by the aeons spent captive in his 
chamber. 



 
 “So, thou shalt wish our gifts upon thyself? Very well, servant. We 
oblige thee!”  
 
The spirit then surges towards the Exarch, consuming his body in a green 
eldritch flame and reshaping it into something neither god nor devil. 
 

Eltumal, the Forgotten God can be defeated by targeting the soft 
spot in the center of his chest. He is weak, partly because the ritual did 
not provide enough victims even when factoring in the ascended pilgrims’ 
souls from the party’s previous encounters. This form is more of an avatar 
rather than the god himself. He has a vulnerability to magic items, 
though elemental magic damage does only a fourth of its full effect. All the 
party’s weapons are to be considered magical due to the nameless cleric’s 
encantation, and non-elemental magic damage deals two extra damage, 
thanks to the same cleric who enchanted your weapons. 

Eltumal can use gate to summon first-level elementals and, after 
consuming the souls of all of his followers, he is able to reanimate the 
dead to fight by his side. He can also cast levitate, comprehend languages, 
darkness in a radius of 5, detect magic, reincarnation, dimension door, and 
phantasmal force. He can move 120 ft but will hover out of range of 
weapons if he can. He has 5HD and an AC of 6. Hitting Eltumal in the 
chest deals an additional 1 damage. He awards 1000 +5/hp exp upon 
defeat.  

Upon defeat, Eltumal will curse the party and recede into his 
vassal: a black gemstone and a black, towering obsidian throne. The 
stone, fused with the dying exarch’s body, must be removed from his chest 
and placed into the throne’s cradle. It can be ripped out or carefully 
removed. Either way, the PCs hear the exarch’s final words as he prepares 
to pass:  

“You have freed us from the curse of Eltumal. Thank you.” 
The Arcanum Tome must also be dealt with. It may be kept or 

destroyed; both actions have their costs and rewards. Keeping the Arcanum 
will grant the player demonic abilities as he or she gains power and 
experience, but will also cause their appearance to change. Eventually the 
Tome will consume their soul, transforming the player into a lich-like 
being, the Arcanum serving as their phylactery. They will become a Scion 
of Eltumal, their only goal being the resurrection of the Forgotten God. If 
the Tome is destroyed, the secret to restoring Eltumal will be lost along 



with all the power it grants. Attempting to abandon the Tome after the 
transformation has begun will only cause it to reappear in your 
possession, but the curse can be removed by a high level cleric.  

 
In the center of the room towards the book is a dark altar. 1d6 gems 

are scattered about the altar, as well as an old journal belonging to the 
exarch. A chest filled with the discarded worldly possessions of adventures 
and pilgrims sits nearby. It contains 200 gp x 1d10, magic items x4, 
scroll of resurrection x1, and 1d4 potions of cure disease.  

 
Homeward Bound 

Their quest completed, the weary adventurers make their long 
traversal out of the ruins across the swamp, though the evil aura seems 
to have dispersed. Birds now flit about the air and woodland creatures can 
be heard. The bog has transformed into a place of regrowth and life at the 
lifting of the curse left by the vengeful god. The villagers are surprised and 
relieved at your return and are eager to hear of your adventures. A dinner 
is held in your honor and you are rewarded generously by the Druid Leader, 
the exact reward given being determined by the DM. The next day you are 
given a warm departure as you go forth to seek out what other quests lie 
in wait.  

 
 
 
 

 
 

 
 

 
 
 

 
 




