THE PERPETUAL ENGINE sbdliins .

Lured by the treasure and trapped BY A.,I HU ' ‘ o
forever in The Perpetual Engine! You oy S5 ; , : Al
can see the way out, if only you could B ‘ :
find the key. The lights inside are the :
only clue. Knd the?reasure wasn't even UN ObjectN
real. RoomN

. Enter/Exit| 3w S
The Necromancer lures unsuspecting U)] DoorN ' ‘

adventurers into The Perpetual Engine

in order to fuel his mad experiments.
The ever seeing eye and his kobold
minion are his eyes and ears. He is
always watching! £

e

Oa - Ever seeing eye: sees all

02 - Hoard of Treasure (illusion)

03 - Inactive Portal '

04, - Kobold Merchant sells rations
& ammo (trades for looted
junk too) Can activate the
portal. : :

Os - a series of 10 lights indicative , t % ‘ A

progress towards unlock D7 : : JE 6

Da - Door is open. Can see O2 waiting " ; ud
to be taken. After everyone ent '
door closes. (impossible to open)

D2 thru D6 are closed unless all monsters
have been cleared of the correspondifihss .
room. Only one door is open at a timest: \ :

D7 is locked. No mechanism to open you ca e sl L
see. Can see a ladder just beyond. %% ve: A ng

" Perpetual Engme the door, D1, 46| Low Level Monster

e ~ closes and is impossible to open.
The door remains locked for 8 hours P P 1 | Skeleton

: > ~  The only way out is to kill the
i7-is somewhere else and canonlybe &

T Lol | ~ monsters in the room
reached by activating the portal O3. corresponding to the numberin 3 | Goblins
i1 thru 5 contains @ number of portals

the right order of the key without , | pragon Wyrmlings

24 - a safe room that locks after 10 mins.

Zombie

correspondlng to t he room number. . going into the safe room, R6. .
Portals summon 1 low level monster . 5 | Mephits
each 5 mins after the party walks into After killing the monsters in a 6 | Kobolds
t:e P R— ,And fVZ'" smljlmm:)jn d . . room, the door to the safe room  The merchant in the
A U S 3 opens giving the party asafe place  safe room sells only
24 - Entrance: Long winding corridor 3 ] torestiftheyneedto, butentering consumable items
sloping down . . the safe zone locks them in for a like rations and
=2 - Ladder going up long rest, and resets the progress  ammunition. He
2 :
£+ - Just a regular door = on the lights. hats. a itotnhe to e
5 activate the portal.
o . The Necromancer should be a Attacking him
https://creativecommons.org/licenses/by-sa/4.of @@@ deadly challenge for the party. summons his boss.




