Tuae MaD RippLErs HaLLs — A ONE PAGE DUNGEON

Created By Christian Hollnbuchner

Licensing: Creative Common Attribution-Share Alike 3.0 Unported license ( http://creativecommons.org/licenses/by-sa/3.0/ )

N\
\
.

N\
\

/ N \< O\ >/ )\ \%k/ \%& NN\ \<

7

N7/ N\ N\ N\
N2\ .\ N\ \

Q@

% \Z N
A\

AN
//\

®

\V/ N v \>\ V. \V/
O\ <k//\\ %\\ %&/\/\/\/&/\
N

% &

\

7 N7/ 7/ N7/ N\ N7/ 7/ N7/ N
N %Q/ 2\ \)\

)N

7\

Numerous trigger plates bearing large letters divide the roowm. To-cross telvroomy unharmed, step only
owthe plates beawing the lettersA CR O S S inthisg ovder. If o wrong letter is triggered v crushing
ceiling trap will activate. Only if all the covrect letters e triggered a small secvet compawtment will
spring open revealing avpouch with small; cavefully weighted silver letters.

Two rusty bucket stand next to-the entrance. One cowv hold five gallons, the other four. Two- small basing
onthe north and west wall gather the water of small rivilets runing doww these walls. At the center
of the roow stoands av dry basin. The colunmny at ity corners sport ouwv obvious switche each.

The buckety are av ved herving. The basinv worky like o scrying bowl that just haws to- be filled withv water
to-reveal the correct combination for the switches (NW, SW, NE, SE). If the switches are pressed inthe
covrect ovder the heavy stone slab-door to-the soutihvwil slowly grind opew.

A rock podest stands at the center of the room. The room/s otelw exit iy baured by avheavy steel portcullis
and it's wallsy awe riddled withy countless small holes. On the socket of the podest yow can read, " Anv
neither heve nor there. Where o I?" Nine small indentions at the top of the podest have to-be fillled,
with some of the small silver letters to-be found in the first room spelling the correct answer which is
"ELSEWHERE" Only oncethe corvect answer is given will the portcullis blocking the exit oper. A
wrong owswer i rewawded withvov hail of poisonw douts.

A empty skadl goblet sity o v simple stone podest in the middle of teh room. Withv o bit of luck hiddevv
secret compawtments cowv be found in the colwmny along the walls to-the novth, west and south. Another
riddle is cowved into-the stone of the podest holding the macabre goblet. "Eves full to-the eyes I wont
quenchv yowr thirst." To-solve the riddle the goblet has to-be fillled with sand, frow the fifthv roovm unti

it stowty flowing out of the skulls hollow eye sockets. Once this iy done the secret compowtments will opevv
revealing three keys needed to-advance beyond the fifthv roon.

A lawge pool of fine sand takes up muich of this roomr. The only other door leadignw out of this roow iy
bawred shut. Three keyholes ave sunk inthe wall next to- it. Unwawy explovers can sink into-the sands
which behaves like quicksand. some of this sand needs to-be cowried to-the fouwtiv roomv to-solve the
riddle of that room. The keys received there in return are needed to-open the doovsy and the portcdlis
heve. In addition they have to-be opened in the correct order. The uppermost keyhole for the fuurthest
door first thenw the middle keyhole for the portcullis before the nearest door can be wnlocked with the
lowest keyhole.

A lowrge sawcophagus sity among avlawge pile of gold and silver coins. Within it rest body and spivit of
the mad riddler waiting for ahost withy av shawp mind but o weak will to- walk amongst the living once
agair.
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