
Local legend claims that 30 years ago, a man named Ardowyn slayed the Great Adversary, fought back his demon horde, and saved 
the world. When Ardowyn died, he was memorialized in a mausoleum outside his home town of Bellington. But recently, his resting 
place has been repeatedly defiled, and the people of Bellington have hired you to bring that unconscionable disrespect to an end.

1  15-foot bronze statue of Ardowyn in his prime, holding sword 
aloft. It is slightly off-kilter, tilted approximately 10 degrees 
backwards. Visitors commonly leave offerings at the base of the 
statue. On this anniversary year, the gifts pile higher than ever. 
Heavy cases of wine, bags of grain, artwork, flowers, decorative 
vases, and knick-knacks bury the statue up to its lower chest.
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2  Grand marble mausoleum, with stairs leading up to 
its entrance. One of its two large doors is open. On the 
other, a symbol is messily scrawled in red paint. 

3  Small museum honoring Ardowyn’s accomplishments. Paintings, 
artifacts, and plaques detail Ardowyn’s troubled early life, 
his inspiring turn toward heroism, and his tragic death from a his inspiring turn toward heroism, and his tragic death from a 
slowly debilitating arcane curse left by his adversaries before 
their defeat. At the center of the polished marble floor, an 
ornate rectangular design cordoned off by velvet rope suggests 
Ardowyn’s final resting place. On the far wall, a large tapestry 
hangs from ceiling to floor, depicting Ardowyn’s final moment 
of victory over the Great Adversary and his mightiest demons.

4  Hidden behind the tapestry, a heavy stone 
door has been blasted open. A darkened 
spiral staircase descends behind it.

5  Stepping into the crypt, four torches light up one-by- 
one around a large stone casket in the center. A relief of 
Ardowyn is carved into the top of it. WEapons belonging to 
the savior hang from left and right walls. two chairs 
shaped like giant demon hands flank the entrance.

6  A demon’s enormous, terrifying head is mounted on the 
wall opposite the entrance. Sharp teeth protrude from its 
closed mouth, and two great horns extend from its forehead. 
Its eyes reflect torchlight in an uncannily lifelike manner. 

At some point its eyes flash, and a foul stench comes from 
its mouth as it asks in a monstrous voice: “Who goes there?” 
Unless answered correctly, it bellows, “Begone!” Flames 
lick the back of its teeth before it unleashes its fury.lick the back of its teeth before it unleashes its fury.

7  The defeated or sated demon’s mouth hangs open, creating 
a 5x5-foot space to crawl through. Inside smells rancid and 
feels wet, and a small drain can be found on the floor. A 
ladder against the wall leads to a gradually upward- 
slanting tunnel, which ends in a hole overhead.

8  The hole opens into a fancy bathroom. Next to the hole are 
fresh scrape marks on the floor, leading to a free-standing 
golden toilet a foot away. One portion of the wall, near the 
claw-footed bathtub, opens up to a bedroom.

9  Beautifully adorned bedroom and study. Fancy clothes fill a closet 
to the left. Shelves to the right overflow with books. Writing and 
painting implements cover several desks, along with piles of scrolls. 
In one corner is a console with strange mechanical controls and two 
periscopes, which can spy both down into the lower crypt and up into 
the mausoleum. To the right is a small kitchen. Across from the bed 
is a completely glass wall with a glass door in the middle.

10  Underground garden, unkempt and overgrown. a big tree stands in 
each corner, stone fountain to the left, and bench to the right. A magical 
half-sphere glows, sun-like, in the middle. Water drips from the ceiling. 

Upon entering the garden, a dark figure may be seen ducking behind the 
bushes at the rear and sending out several bolts of magic into the room. 
One hits the sphere, shattering it with a bright flash, then plunging the 
room into darkness. Other bolts hit the trees, bringing them to life.
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11  Entrance to small tunnel hiding behind 
overgrown grass, hanging branches, and 
untrimmed bushes. The tunnel Leads up at a 
steep incline, with ladder-like wooden steps.
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12  rough dirt cave. At the far end is a pile of rocks and soil from a 
cave-in. On the ceiling above is a flat, stone circle. Toward the front 
of the circle, a tiny sliver of sunlight can be seen. Against the far 
wall is a partially- destroyed ladder and a lever near the ceiling. 

A shriveled human arm in fancy garments sticks out of the rubble.
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Floor trigger 
on the first 
step off stairs 
cues torches.

a large red A is painted on 
the tapestry. other paintings 
in the mausoleum each have 
another letter painted on 
them: d, r, u, and f.

Casket holds an 
unidentifiable skeleton.

Boxes and sacks of 
supplies can provide 
partial cover in cave.

Purple~ above ground
Blue~ Below ground

Muri had his engineer 
change the demon’s 
password to a FRaUD.

Animatronic demon, made of metal 
and animal hide, fueled by oil-based 
pyrotechnics. Automatically triggered 
when the head or the weapons on 
the walls are touched. too much noise 
may also alert the visitors in the 
next room to operate it manually.next room to operate it manually.
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ENCounTerS 
[Increase difficulty for higher levels and/or bigger parties]

A  mausoleuM: 2 flunkies. Not magic proficient. Can be fought or 
reasoned with. Will reveal their boss has gone ahead, and may 
unwittingly hint at a password. [harder: add flunkies; give them pets]

bb  Crypt: Demon Head. attacks twice on turn. breathes fire, bites, flails 
with horns. Vulnerable to electricity. Immune to mental effects. avoid 
combat with correct password. [harder: extend fire breath range; 2 
giant, clawed hands on opposite wall come to life]

C  bedrOom: 2 strong flunkies and 1 engineer, hokU. If surprised 
with successful stealth and/or avoidance of Crypt’s combat, find with successful stealth and/or avoidance of Crypt’s combat, find 
flunkies digging through desks/chests and Hoku fiddling with console. 
Can be fought or reasoned with. [harder: add another strong flunky; 
add several weaker ones; let one plant a small mimic]

d  GardeN: 1 tree, magically brought to life. Vulnerable to fire. Avoid 
combat by successfully dodging/escaping branches and entering tunnel. 
[harder: add some angry shrubs; awaken more trees]

EE  CAVe: former Apprentice ~ now BOSS ~ muri. Warlock. Flings rocks 
from the cave-in as or with attacks, gradually revealing Ardowyn’s 
buried body.  Yells about his motivation during combat & Can be appeased. 
if desperate, may raise Ardowyn as a mindless, undead ally, armed with a 
brittle, fan-made replica of the hero’s sword. [harder: add flunkies; 
oozes congeal from spoiled tributes; summon magic familiars]
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